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CHAPTER 1:SYSTEM RULES 
UN SHOWN RULE S » cat warrior 


D&DBZ 5e uses the base of Dungeons and Dragons 5e 
to create a higher powered, anime themed tabletop 
system. To play this game you will need access to this 
document and the Player’s Handbook and Dungeon 
Master’s Guide. All rules that have been changed or 
added will be listed in this manual. 

Note: Due to the high powered nature of this system 
and its unique mechanics, use of all standard 5e Races 
and Classes is extremely discouraged. 


GOHAN STUDYING 
DBZ ANIME 


STAMINA 


Stamina is the energy you have to perform superhuman 
feats and maintain powerful abilities. You regain half of 
your maximum Stamina on a Short Rest and fully 
replenish your Stamina after a Long Rest. 

At 1st Level, you have 1 + your Constitution Modifier 
Stamina. You gain 1 Stamina to your total at every 
Level-Up, certain features may grant you additional 
Stamina when you Level-Up. 

Its many uses include the following: 


e You may gain 10 extra Movement Speed per 
Stamina used. 

e You may make an additional attack as part of the 
Attack Action for 2 Stamina per extra attack. The 
number of attacks made this way on your turn can 
not exceed your Ki Rank. 

e Many Forms use Stamina as their Upkeep Cost. 

e You can use Stamina to do Stamina Manuevers. 


STAMINA MANEUVERS 


Maneuvers are abilities you always have access to that 
require expending Stamina to use. A Maneuver can not 
be used in response to another creature’s Maneuver. 


BLOCK 


When you would be Damaged by an Attack, Feature, or 
Spell/Technique, you may spend 3 Stamina to halve 
Damage received until the start of your next turn. For 
the duration you automatically fail Dexterity Saving 
Throws. 


Burst ATTACK 


Once per Round, when you would you would target a 
creature with an Attack or Technique, you may spend 
Stamina equal to half of the Upkeep Cost of a Form of 
your choice (minimum 1 Stamina). You immediately 
activate the Form of your choice, remaining active until 
the end of your turn. 

If a Form uses something other than Stamina to 
maintain, you must spend 1 Stamina as well as half of 
the Upkeep Cost to use this Manuever. 


CATCHING YOUR BREATH 


Combat can be a stressful act through many means, 
whether it’s through the use of powerful abilities or 
techniques. 

Whenever you have less than your Ki Rank in 
Current Stamina, you may spend an Action and a 
Bonus Action to regain up to your Ki Rank in Stamina. 


This can not raise you above half of your Maximum 
Stamina, rounded up. 


CLASH 


Once per Round, when you would be targeted with a 
Technique you may spend 2 Stamina to use a 
Technique of the same Type, Ki Techniques for Ki 
Techniques and Strike Techniques for Strike 
Techniques, to Clash against it or 1 Stamina for a 
Technique with the Casting Time of Reaction; paying 
Casting Costs as normal. 

During a Clash both characters make contested 
Attack Rolls using the Technique’s Attack Roll, the 
creature that wins 2 of these contested Attack Rolls first 
is allowed to complete the Damage and effects of their 
Technique. If the Techniques are not equal in Rank, a 
Technique gains a +1 Static Bonus for each Ki Rank 
above the contesting Technique they are. 


COUNTER 


Once per Round, whenever an Attack Roll or Technique 
fails to hit you, or you pass a Technique’s Saving Throw, 
you may spend 5 Stamina to cast a Technique with a 
Casting Time of 1 Action or less. 


INTERCEPTION 

The ability to interpose yourself in the way of attacks to 
defend others. When using Interception all Attack Rolls 
instantly hit you and you fail all Dexterity Saving 
Throws to reduce oncoming damage. You may use one 
of the following Stamina Manuevers once per Round. 


ALLY 


When a creature within your Movement Speed is 
targeted by an Attack Roll, Technique, or Spell, you may 
spend 3 Stamina to place yourself in the way of the 
attack, suffering all damage or effects in their place. 


ENEMY 


When an enemy within your Movement Speed targets a 
creature with an Attack Roll, Technique, or Spell. You 
may spend 3 Stamina to place yourself in front of the 
enemy’s attack at the source, becoming the only 
available target for any damage and effects it may have. 


REDIRECT 


Whenever you are the target of a Technique you may 
expend Stamina to reduce the damage by a total 
amount equal to 1d12 + your Proficiency Bonus for 
each Stamina Expended. 

Additionally if you were to reduce the Damafge to 
zero, an additional effect happens depending on the 
Shape of the Technique. 


CONE/CUBE 


Designate a straight line, originating from your location 
and extending in the opposite direction of the Shape’s 
origin, all Creatures in this line are immune to the effect 
of the Technique. 


COLUMN/LINE 


You may change the direction of the remainder of 
Shape to a direction of your choice, treating yourself as 
the origin point for the remaining distance. 


EMANATION 


The length of the Emanation becomes the distance 
between you and the Caster. 


SINGLE TARGET ATTACK ROLL 


You may change the target of the remainder of the 
Technique to a Creature of your choice within the 
remainder of the Technique’s range, treating yourself as 
the origin point. 


SPHERE 


If you are the closest of all targets to the center of the 
Sphere (or at least tied with any other targets for 
closest), you may designate a new location within the 
remaining distance for the Sphere to land, treating 
yourself as the origin point for the range. 


SHINE 


You flare out your aura and produce a vivid glow. As an 
Action or Bonus Action on your turn you may choose to 
begin shedding Bright Light for 5x your Power Bonus in 
feet, minimum 5 feet, and the same distance of Dim 
Light. This effect lasts for 1 minute or until you choose 
to end the effect, at will. 


SPIKE AND FOLLOW UP 
SPIKE 


As an Action, you can spend 2 Stamina to make a quick 
knockback attack. A target in your Melee Range must 
make a Dexterity Saving Throw against your Unarmed 
Technique Save DC or take your Unarmed Strike 
Damage Die and be Launched 10 feet in a direction of 
your choice. 


FoLLow Up 


By expending an additional 2 Stamina after a successful 
Spike, you may immediately appear next to them in the 
nearest unoccupied space and repeat Spike. You may 
continue to expend Stamina after each additional 
successful use of Follow Through to repeat this to a 
maximum number of Spikes equal to your Proficiency 
Bonus, with the DC lowering by 1 each time. 


Tac TEAM ATTACK 


As an Action on your turn when you are 5 feet from an 
ally who is Charging a Technique, you may spend 5 
Stamina to begin charging a Technique of the same 
Type to add to theirs. Your ally’s Technique is known as 
the Lead Technique. You must stay within 5 feet of the 
Lead Technique for the duration of their Charge. 

When the ally releases their Technique you add yours 
to it, adding any Static Bonus or Power Bonus you have 
to their Attack Roll or Save DC. All Techniques that are 
added to the original have their Damage and Effects 
added to the original. 


If the Lead Technique has a duration of Concentration, 
you deal the additional Damage Die and Effects of all 
Techniques being used with it each time the target fails 
a Saving Throw or otherwise takes Damage from the 
Lead Technique. You and all allies that are a part of the 
Tag Team Attack must maintain Concentration or have 
the benefits of Tag Team Attack end. 


POWER STRIKE 


As an Action you may spend Stamina and make a 
Combo Attack Roll on a target within your Melee 
Range. The target must make a Strength Saving Throw 
against your Melee Technique Save DC or be Launched 
10 feet per Stamina spent upon using the Maneuver, 
half on a successful saving throw. 


WILD SENSE 


When you would be forced to make a Dexterity Saving 
Throw you can spend 3 Stamina to push your reflexes 
into overdrive, avoiding all damage and effects when 
passing Dexterity Saving Throws until the start of your 
next turn. 


STATISTICS 
Ki 


Your natural spiritual energy, otherwise known as Ki, is 
the fuel for your Techniques and certain Features. The 
amount of Ki you gain every level is equal to your 
Constitution Modifier + your Wisdom Modifier + your 
Class Ki Modifier. You main also gain more Ki through 
Training or Heroic Features. You regain half of your 
maximum amount of Ki on a short rest or regain all of 
your missing Ki on a long rest. 

So long as your Ki and Temporary Ki are at zero you 
are under the effects of Ki Exhaustion. When under this 
condition you may not benefit from Heroic Features, 
activate a Form, or cast any Techniques. You also lose 
any Proficiency Bonus to AC that you may benefit from. 
This effect ends after a Short or Long Rest, setting the 
amount of Ki you have to 1 on a Short Rest. 


Additionally whenever you hit a creature with a Melee 
Attack during your Attack Action, you regain Ki Points 
equal to half of your Ki Rank rounded up. 


AURAS 


Auras are the visable manifestation of your Ki that 
reflects your spirt itself. Your Aura’s color will reflect 
their Alignment unless they have a Heroic Feature or 
Form that can alter it. Your Aura is visible anytime you 
do a Spirit Check or do a Ki Technique. 


AURA: COLOR 


Alignment Lawful Neutral Chaotic 
Good Blue Blue Purple 
Neutral Black White Purple 
Evil Black Red Red 


VEGETA (SAIYAN SAGA) 
BLACKFLIM 


Gop KI 


God Ki is a hyper condensed form of Ki that is 
extremely potent and hard to detect. You gain 1 to your 
maximum God Ki at level 20. You are able to hold up to 
a maximum of 3 God Ki. You regain 1 God Ki after a 
long rest. An action can be taken to condense 200 of 
your normal Ki into 1 God Ki. So long as a creature has 
at least 1 God Ki or is in a Godly Form they can only be 
found through Ki Sense by a creature who is also under 
those conditions. 

God Ki can be used for a multitude of uses: 


e It can be used in place of 200 Ki on a Technique. 
This Technique ignores resistance and turns 
immunity into resistance. All Ki over the cost of the 
technique is converted into overcharge damage. 

e Overcharge is calculated at +1 Damage for 
every 5 Ki over the cost. 

e You may spend 1 God Ki as an action to enda 
condition on you. 

e You may spend 1 God Ki to declare an attack as a hit 
before you roll the attack roll. 

e You may spend 1 God Ki to declare your attack as a 
Critical Hit if the attack lands. You must declare this 
before the attack is rolled. If the Attack Roll is a 
Critical Hit the attack deals 3x damage instead of 2x. 

e You may spend 1 God Ki to regain 15 Stamina. 

e You may spend 1 God Ki to automatically pass a 
Skill Check or a Saving Throw. 


When you obtain your first God Ki your Ability Score 
Maximum increases by 2. 


BAsiIc Ki BLASTS 


Basic Ki Blasts are a natural ability of those that 
possess Ki. As long as you have Ki you may attack with 
a Basic Ki Blast as if it were a Weapon during the 
Attack Action. This attack has a range of 30/90. 

You are always proficient in Basic Ki Blast. Basic Ki 
Blasts are a Ranged Attack Roll using Dexterity that 
deals 1d4 + Dexterity Modifier Energy Damage on a hit. 
The Damage Die for your Basic Ki Blast increases as 
you level, listed in the Ki Blast Column of your Class 
Table. 


Additionally, Shot Techniques using Basic Ki Blasts do 
not require Ammunition. 


Ki RANK 


Your ability to learn and teach yourself technique relies 
directly on your Ki Rank. You can only learn Techniques 
of equal or lower Rank than yourself when leveling up 
or using Training Boons, unless otherwise stated. 

At level 1 you are at Ki Rank 1 and you increase to 
Rank 2 at level 5, Rank 3 at level 10, and Rank 4 at 
level 15. Additionally, Rank X refers to your own Ki 
Rank. 


POWER 


Overflowing energy from one source or another has 


made you and your abilities more powerful. As your 
Power Bonus reaches specific Power Thresholds, listed 
in this section, you will gain the following Benefits of 
Power : 


BENEFITS OF POWER 
ENERGY BONUS 


Your increased energy allows you and your abilities to 
better cut through defenses and obstacles. 


e You gain a +1 Static Bonus to Attack Rolls, 
Technique Saving Throw DCs, Martial Arts 
Maneuver Saving Throw DCs and Spirit Checks. 
You also subtract 1 from both Ki Stealth and Ki 
Control Checks. 

e Double the Damage you would deal to Stuctures. 


PHYSICAL BONUS 


The influx of strength helps you perform incredible 
displays of power. 


e All Attacks made as part of the Attack Action deal an 
additional 1 point of Damage. 

e Whenever you would Launch a creature, you Launch 
them an additional 5 Feet and all Fall Damage that 
you cause through Launch or a similar effect is 
increased by an amount equal to your Ki Rank. 


TOUGHNESS BONUS 


Your body and reflexes become empowered, able to 
stand unfazed in the face of a direct hit. 


e You gain a+1 bonus to your AC and Saving Throws 
and gain 1 point of Damage Reduction. 

e Your Carry, Pull, and Push Capacity is doubled and 
you can jump twice as far/high. 
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POWER THRESHOLDS 


Power Threshold benefits are cumulative and go as 
follows: 


POWER THRESHOLDS 


Threshold Benefit 
1 rank of Energy Bonus 
1 rank of Toughness Bonus 
1 rank of Physical Bonus 
1 rank of Energy Bonus 
1 rank of Toughness Bonus 
1 rank of Physical Bonus 
0 1 rank of Energy Bonus, Physical Bonus, and 
Toughness Bonus 
11+ For every additional Power that you have, you deal an 
additional +1 Damage on all Attacks made as part of 
the Attack Action and you gain 1 point of Damage 
Reduction 
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Should you decide that you wish to play a higher 
damage campaign, feel free to use this optional high 
powered replacement for the new Power Mechanics. 


Note: All Mechanics and Statblocks will be balanced for 


the standard Power Rules from the prior page. 
OPTIONAL: POWER 


Overflowing energy from one source or another has 
made you and your abilities more powerful. As your 


Power Bonus reaches specific Power Thresholds, listed 


in this section, you will gain the following Benefits of 
Power : 


BENEFITS OF POWER 
ENERGY BONUS 


Your increased energy allows you and your abilities to 
better cut through defenses and obstacles. 


e You gain a +1 Static Bonus to Attack Rolls, 
Technique Saving Throw DCs, Martial Arts 
Maneuver Saving Throw DCs and Spirit Checks. 
You also subtract 1 from both Ki Stealth and Ki 
Control Checks. 

¢ Double the Damage you would deal to Stuctures. 

e Your Techniques have their Damage Die increased 
by 1 step. 


PHYSICAL BONUS 


The influx of strength helps you perform incredible 
displays of power. 


e All Attacks made as part of the Attack Action have 
their Damage Die increased by 1 step. 

e You are treated as 1 Size Category larger then you 
currently are whenever you would interact with the 
Launch Mechanic. 


TOUGHNESS BONUS 


Your body and reflexes become empowered, able to 
stand unfazed in the face of a direct hit. 


e You gain a +1 bonus to your AC and Saving Throws 
and gain 1 point of Damage Reduction. 

e Your Carry, Pull, and Push Capacity is doubled and 
you can jump twice as far/high. 
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POWER THRESHOLDS 


Power Threshold benefits are cumulative and go as 
follows: 


POWER THRESHOLDS 


Threshold Benefit 
1 rank of Energy Bonus 
1 rank of Toughness Bonus 
1 rank of Physical Bonus 
1 rank of Energy Bonus 
1 rank of Toughness Bonus 
1 rank of Physical Bonus 
0 1 rank of Energy Bonus, Physical Bonus, and 
Toughness Bonus 
11+ For every additional Power that you have, you deal an 
additional +1 Damage on all Attacks made as part of 
the Attack Action and you gain 1 point of Damage 
Reduction 
Se 
HIGHEST POWER OPTION 
If you find that you still seek a higher power option for your 
table, replace the 11+ Threshold with the one below: 
Once you reach 11 Power and beyond, you begin gaining 
Benefits of Power as if you were at the top of this table. 


ee dl 
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POWER OVERLOAD 


Sometimes you find yourself overflowing with Power, 
even more so then you can usually handle. At any point 
in time you can withstand an amount of Power equal to 
your Proficiency Bonus + current God Ki. 

Whenever you surpass this threshold you must make 
a Ki Control Check equal to 10 + your current Power or 
gain the Dazed Condition. You may repeat this Saving 
Throw at the end of each turn. On a success, you do not 
need to make this Saving Throw again unless your 
Power Bonus changes and remains within your Power 
Overload Threshold. 

Additional, you suffer the effects on the following 
table depending on how high above the threshold you 
are at the start of each turn that you remain above the 
threshold: 


POWER OVERLOAD CHART 


Amount over 

Threshold Effect 

You take 2 points of Destruction Damage 
You take 1d4 Destruction Damage 
You take 1d6 Destruction Damage 
You take 1d8 Destruction Damage 
You take 1d10 Destruction Damage 
You take 1d12 Destruction Damage 

7+ You take an additional 1d6 Destruction 

Damage for each additional Power above 6 
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NON-AFFECTED SOURCES OF POWER 


Some sources of Power are not used for Power 
Overload calculation. These sources are: 


e¢ Power gained for the duration of Burst Attack 

e Power gained from the Light or Heavy-weight 
Conditions 

¢ Static Power granted from the Fusion Dance or 
Potara Earrings. 
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ABILITY SCORE IMPROVEMENTS 


When you gain an Ability Score Improvement you gain 
3 points to allocate into your Ability Scores or you may 
spend 2 points to obtain a Feat. 


STATIC BONUS 


Occasionaly through Forms or Racial Features you will 
gain a Static Bonus to a type of technique or attack. 
This grants you +1 to Attack Rolls and Saving Throw 
DCs with those kinds of Attacks Rolls and Techniques. 


SAVING THROWS 


You gain a bonus to all Saving Throws that you do not 
have proficiency in equal to half of your Proficiency 
Modifier. 


TEMPORARY RESOURCES 


Through certain Conditions, Features, and Techniques 


you may gain Temporary HP, Ki, or Stamina. These 
Resources are unique and distinct from your standard 
HP, Ki, and Stamina for the sake of any feature 
determining your total amount. 

Temporary Resources are always expended before 
your standard amount. Any time you recieve Temporary 
Resources and you already have Temporary Resources 
of that type then you replace your previous amount. 


POWER LEVEL 


Power Levels are an optional rule that allow for some 
fun numbers to be added to make your characters feel 
more powerful. There are two methods for calculating 
power: Battle Power and Kili 


BATTLE POWER 
Battle Power is the unit of power widely used in military 
societies where combat means everything and is known 
to fluctuate wildly: 


e (Current Hit Points x Current Ki Points x (1 + Ki 
Rank) x Form Multiplier) = True Battle Power 

¢ Current Battle Power = (True Battle Power)Weight 
Multiplier 


TERMS 


¢ Weight Multiplier 
e Lightweight = x1.5 per Rank 
¢ Heavyweight = /1.5 per Rank 


e Form Multipier 
e 15x Power Bonus from Forms 


KILI 


Kili is the unit of power widely used in developed 
society where general capability is what is frequently 
determined: 


e Maximum Hit Points * (Current Ki Points / 2) * 
(Current Power Bonus + 1) 


SKILLS 


D&DBZ adds 3 new Skills to the game: Spirit, Ki 
Control, and Technology. 


Sprrit (WIs) 


The Spirit Skill is how much of your Ki’s strength that 
you are able to bring to bear at a given time. Spirit can 
be used in situations such as: 


INTIMIDATION 


e Can be used in place of Intimidation so long as the 
target can Sense Ki. 


ENERGY BEACON 


e As an Action on your turn, you can flair your energy 
to make yourself easier to find. Make a Spirit Check, 
reduce your Passive Ki Stealth by that much for as 
long as you maintain Concentration. Additionally if 
your Passive Ki Stealth were to reach zero, 
Creatures with Ki Sense can locate you from one 
Distance Category further than usual. 


PASSIVE Ki STEALTH 


Your proficiency with Spirit allows you to prevent it 
from leaking out through daily activity. 


e You have a Passive Ki Stealth of 8 + Wisdom 
Modifier + Proficiency Modifier (if proficient in the 
Spirit Skill. 

e Creatures with Ki Sense can sense you without a Ki 
Sense Check if their Passive Perception is equal to 
or greater than 10 + Your Passive Ki Stealth. 


K1 CONTROL (WIS) 


Ki Control is the fine motor control of your energy and 
your ability to shape and form your ki into the outside 
world. Ki Control! can be used in situations such as: 


¢ Ki Sense/Ki Stealth 

e¢ Can be used in place of Concentration for 
Techniques 

e Directing your Ki inside and outside of your body 

e Any check that is based on your ability to manipulate 
or shape your ki energy 


TECHNOLOGY (INT) 


The Technology Skill is your ability to comprehend and 
work on advanced technologies in the galaxy and can be 
used in a variety of ways: 


e Hacking into a computer 
¢ Constructing machines 
e Piloting functions on spaceships 


CONDITIONS 


NEw CONDITION LIST 


BENEFICIAL: 


e Bulk 

e Empowered 

e Enlarged 

e Enlightened 

e Enraged 

e Full Bodied Spirit 
¢ Gigantification 
e Mystical 

e Super Charged 
e Reduced 

e Weighted 


Sort CC: 


e Aged 

e Berserk 

e De-Aged 

e Exhaustion 


Harp CC: 


e Dazed 
e Frozen in Time 


—EEEEEyE—————— ——————— an 
OPTIONAL RULE: CONDITION BUFFER 
Whenever a Creature is has the Dazed or Stunned Condition 
ended on them, they gain Immunity to that Condition for a 


number of Rounds equal to their Constitution Modifier + 1, 
minimum of 1. 


This Effect does not apply to self-inflicted Conditions. 


AGED 


Years have been tacked on to your body, aging you by 
sizable portions of your life expectancy at a time. 

You gain Temporary HP, Ki, and Stamina as if you 
had gained a Level in your most recent Class, with 
maximum HP, per Rank of Aged you acquire. However, 
if you gain more Ranks of Aged than 4 minus your Ki 
Rank, you remove your Temporary HP, Ki, and 
Stamina as if you had gained a Level in your most 
recent Class. This effect continues until you have none 
of these Temporary Resources remaining, at which 
point you begin to have your Maximum HP, Ki, and 
Stamina temporarily reduced by 10% per stage inflicted 
until you have no stats remaining; at which point you 
die. 

A character who is Immortal by age, or who does not 
suffer the frailty of old age is immune to all negative 
effects from this condition, though they still die at 10 
ranks and stop gaining benefits at the standard limit. 
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BERSERK 


A Berserk creature is driven mad with blind rage, most 
commonly due to the effects of a drug, a curse, or a 
creature associated with madness. 

While under the Berserk Condition you suffer the 
following effects: 


e Aberserk creature has disadvantage on Wisdom 
Ability Checks and Saving Throws. 

e A berserk creature automatically fails Intelligence 
Ability Checks and Saving Throws. 

e A berserk creature can not also be effected by the 
Charmed or Frightened Conditions. 

e The condition ends if the berserk creature starts its 
turn with no creatures within double the creature’s 
movement speed that it can see or hear. 

e Creatures that are immune to the Charmed 
condition are also immune to the berserk condition. 

e Creatures that are under the Berserk Condition are 
also under the enraged condition. 

e Aberserk creature must use its Action, Bonus 
Action, and Reaction whenever available to follow 
the Enforced Actions list. 

e You may not take the Intercept Stamina Manuever 
for the duration. 


ENFORCED ACTIONS 


A berserk creature must use its Action Economy each 
round to attempt to deal damage to the creature nearest 
to it, if it has multiple possible targets it attacks one at 
random. This can be done in the following ways: 


Action 
e Attack Action 
e If it can make extra attacks as part of the 

Attack Action, it must make those extra 
attacks, moving to attack the next nearest 
creature after it fells its current target. 

e Cast a Technique/Spell or use a Feature that deals 

Damage to the target. 


Action/Bonus Action/ Reaction 

¢ Cast a Technique/Spell or use a Feature that deals 
Damage to the target. 

e A berserk creature will always attempt an Attack of 
Opportunity when possible. 


Reaction 

e A berserk creature may cast a Technique/Spell or 
use a Feature that deals Damage to the target with a 
casting time of 1 Reaction. 


BOOSTED 


Your energy is going towards improving your speed and 
mobility. While under the Boosted Condition you gain 
the following bonuses: 


e You gain a+2 Static Bonus on all Dexterity Checks, 
Dexterity Saving Throws. 

e Your Base Move Speeds increase by 5x your Ki 
Rank. 

e Creatures suffer a negative on Attacks of 
Opportunity against you equal to your Ki Rank. 


BULK 


Your body and muscles expand beyond their normal 
capacity. Bulk increases by stages, with each stage 
increasing your current Strength Score by 1 and 
decreasing your current Dexterity Score by 1 for the 
duration. This can go above your Ability Score 
Maximum. 


DAZED 


Your mind is in a haze as trauma or stress have strained 
you to your limit. For the duration you may Move or use 
your Action on your turn, but not both. You may also not 
benefit from your Bonus Action or Reaction. 
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DE-AGED 


Your body is awkward and diminished as the strength, 
experince, and age are stripped from it. 

Your Maximum HP, Ki, and Stamina are reduced by 
10% per Rank of De-Aged that you suffer. Your Power 
Bonus is treated as if it were twice as high for the 
purposes of Power Overload calculations. If at any point 
you suffer from 10 Ranks of De-aged, you are 
incapacitated until you have 9 or less Ranks of De-Aged. 
If you use a Form that has a Power Bonus exceeding 
the Ranks of De-Aged applied to you, you can 
temporarily ignore the Condition, reapplying it when 
your Form ends. 


EMPOWERED 


By exploding your power you can gain the effect of 
being larger than you are. While under the Empowered 
Condition you gain the following bonuses: 


e You gain a +2 Static Bonus on all Strength Checks, 
Strength Saving Throws. 

e Your Melee Weapon Attacks and Unarmed Strikes 
deal an additional 2 Damage. 

¢ Your Armed/Unarmed Techniques deal additional 
Damage equal to your Ki Rank. 

e You are treated as 1 Size Category larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 


ENLARGED 


Your body has been pushed beyond its usual size due to 
an ability or technique, though retains proportional 
abilities. You gain the following benefits for each Rank 
of Enlarged that you have: 


e Your Size Category increases by 1 Size per rank. 

e All Attacks made as part of the Attack Action deal 
additional Damage equal to half of your Ki Rank, 
rounded up, per Rank. 

e You gain a Reach of 5ft to your Melee/Melee 
Weapon Attacks and Armed/Unarmed Techniques 
per Rank. 

e Weapons and Armor that you are wielding when you 
gain this Condition share it with you for its duration. 


Each Rank of Enlarged will directly counter a Rank of 
Reduced, causing both conditions to be ignored. 


ENLIGHTENED 


Excess energy has gone directly to your brain leading to 
radically enhanced function. While under the 
Enlightened Condition you gain the following bonuses: 


e You gain a+2 Static Bonus on all Intellegence 
Checks, and Intellegence Saving Throws. 

e All Spells casted through the Gadgets Class Feature 
gain one free Meta-Magic option upon casting. 


ENRAGED 


Your anger has exploded and your energy has 
temporarily skyrocketed. While enraged the character 
can’t maintain concentration, but can still cast Spells 
and Techniques. This condition lasts until the end of the 
creature’s next turn. Enraged grants the following 
benefits: 


e Increase your Power by 2 

e increase your Movement Speed by 10 feet 
e Increase your AC by 1 

e You gain 5 Temporary Stamina 


EXHAUSTION 


Some special abilities and environmental hazards, such 
as starvation and the long-term effects of freezing or 
scorching temperatures, can lead to a special condition 
called Exhaustion. Exhaustion is measured in ten ranks, 
granting a negative to all d20 rolls equal to the ranks of 
Exhaustion you have accumulated. If you were to 
accumulate 10 ranks of Exhaustion you immediately 
die. 

If an already exhausted creature suffers another effect 
that causes Exhaustion, its current level of Exhaustion 
increases by the amount specified in the effect’s 
description. 

Finishing a long rest reduces a creature’s Exhaustion 
level by 1, provided that the creature has also ingested 
some food and drink. 


FROZEN IN TIME 


When ever a creature is in a state outside of time or has 
time frozen for them gains the Frozen in Time 
Condition. Targets that are Frozen in Time suffer the 
following effects: 


e The creature gains the Incapacitated Condition, can’t 
move or speak, and is unaware of its surroundings. 

¢ Movement Speed becomes 0 

e Attack Rolls against the target have Advantage 

e The effected target can not take Actions or Reactions 

e The effected target has Disadvantage on all Strength 
and Dexterity Skill Checks and Saving Throws 

e The creature is immune to poison and disease, 
although a poison or disease already in its system is 
suspended, not neutralized. 


Creatures are immune to this Condition if they have a 
Power Bonus equal or greater than the Proficiency 
Bonus of the creature that inflicted it. 


FULL-BODIED SPIRIT 


You're dead. It happens to everyone someday but you 
must have been really special to keep your body in the 
afterlife. Above your head floats a halo and you are 
virtually immune to fatigue. 


e You double your Maximum Stamina and Health 
while in the Other World and halve it while in the 
Land of the Living. 

e Ifyou die while under this Condition, your Soul is 
destroyed and can not be revived by any means short 
of the Super Dragon Balls. 
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GIGANTIFICATION 


Through a swelling of Ki or perhaps something more, 
you grow larger and more powerful. While under effects 
of at least one Rank of Gigantification you have 
Advantage on Strength Checks and Strength Saving 
Throws. 

Additionally you gain the following benefits for each 
Rank of Gigantification that you have: 


e Your Size Category increases by 1 Size per Rank. 

e You gain Damage Reduction equal to half of the total 
Ranks of Gigantification that you have, rounded up. 

e All Attacks made as part of the Attack Action as well 
as your Techniques deal additional +1 Damage per 
Rank. 

e You gain a Reach of 5ft to your Melee/Melee 
Weapon Attacks and Armed/Unarmed Techniques 
per Rank. 

e Your Basic Ki Blast keeps its Range but replaces its 
Attack Roll with a Dexterity Saving Throw based on 
your Barrage Saving Throw DC, taking half damage 
on a success. 


e¢ When you reach 2 Ranks of Gigantification, 
your Basic Ki Blasts now effect all creatures 
in a 5 ft radius of a location within Range. 
This radius increases by 5 ft for each 
additional Rank. 
e Your Ki Techniques gain 5 feet added to their Range 
per Rank. 


MYSTICAL 


Magical energy fills every cell of your body, empowering 
your own magic and granting you an unearthly visage. 
While under the Mystical Condition you gain the 
following bonuses: 


e You gain a+2 Static Bonus on all Charisma Checks, 
and Charisma Saving Throws. 

e All Spells casted through the Mysticism or 
Mysticism: Burst Class Feature gain one free Meta- 
Magic option upon casting. 


STEELED 


Your energy has gone towards hardening your body to 
defend yourself. While under the Steeled Condition you 
gain the following bonuses: 


e You gain a+2 Static Bonus on all Constitution 
Checks, and Constitution Saving Throws. 

e You gain Damage Reduction equal to your Ki Rank 

e You are considered 2 Size Categories larger 
whenever an effect would attempt to Launch you. 


SUPER-CHARGED 


You're almost oozing with power from your entire body. 
While under the Super-Charged Condition you gain the 
following bonuses: 


e You gain a +2 Static Bonus on all Wisdom Checks, 
and Wisdom Saving Throws. 

e Your Basic Ki Attacks deal an additional 2 Damage. 

e Your Ki Techniques and Shot Techniques deal 
additional Damage equal to your Ki Rank. 


REDUCED 


Through one method or another you have made yourself 
smaller, making you fast and more manueverable. 


e Your Size Category reduces by 1 Size per Rank. 

e If this Condition makes you smaller than Tiny 
Size, you continue to function as Tiny but 
become too small to see without a 
magnification device. 

e You gain 10 Feet to your Base Walk Speed per 
Rank. 

e Your Current and Maximum Strength and 
Constitution Scores decrease by 2 per Rank. 

e Your Current and Maximum Dexterity Score 
increases by 2 per Rank. 

e Your Melee/Melee Weapon Attacks, 
Armed/Unarmed Techniques, Basic Ki Blast, and Ki 
Technique Damage Die decreases by one stage per 
Rank, minimum 1d1. 


Each Rank of Reduced will directly counter a Rank of 
Enlarged, causing both conditions to be ignored. 
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WEIGHTED/GRAVITY 


HEAVY WEIGHT 


While you are weighed down or in high gravity your 
strength and speed are reduced. For each rank of Heavy 
Weight you gain the following negatives: 


e Decrease your Current Movement Speed by 10 feet 
per Rank 

e Ifa Technique allows you to move as part of its 
casting, it’s allowed Movement is reduced by 5 Feet 
per Rank 

e Decrease your Current Power by 1 per Rank 

e This can result in a negative Power Bonus, 
inverting all Benefits of Power into negatives. 


LIGHT WEIGHT 


Those that train for high gravity or are born on naturally 
stronger planets in terms of gravity. For each rank of 
Light Weight you gain the following bonuses: 


e Increase your Current Movement Speed by 10 feet 
per Rank 

e Ifa Technique allows you to move as part of its 
casting, it’s allowed Movement is increased by 5 Feet 
per Rank 

e Increase your Current Power by 1 per Rank 


WOUNDED 


You're consistently losing blood and the fatigue is 
creeping through your body. For the duration of the 
Wounded Condition, all Stamina Cost and Stamina 
Upkeep are doubled. 


eee 
ICARUS THE QUESTIONING DRAGON 
Looking for a more “gritty” and “harsh” game where the act 
of being near death holds immediate consequences? 
Consider the following optional rule: 

A Creature that reaches Zero Hit Points gains the Wounded 
Condition until they are healed back to their Maximum Hit 
Points, a Healer’s Kit is used on the Creature as an Action, or 
they are the target of a successful Greater Restoration Spell. 
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AWAKEN LIMIT 


An Awaken Limit refers to the amount of Current Ki 
Points that you must be equal to or exceed to activate 
certain Forms. 


EMANATION 


Emanation is a new Area of Effect, joining known types 
like Cone, Line, or Sphere. An Emanation effect extends 
in a straight line in all directions from a creature or 
object, and moves with them if the effect’s duration is 
longer than Instantaneous. Emanation differs from a 
Sphere in that the point of origin is not considered part 
of the Area of Effect unless the creator of the effect 
chooses to. 


LAUNCHED 


Certain Manuevers and Techniques have a function 
known as Launched which is a special type of forced 
movement similar to Falling. 

While being launched and you hit a solid surface, you 
take damage as if you had Fallen that same distance. If 
this were to knock them into a solid enough surface 
they must make a Strength Saving Throw against your 
Melee Technique Save DC for Manuevers or the 
appropriate Technique Save DC or become Embedded 
in the surface. 

If a creature has a creature or object Launched into 
them, they take half of the Damage of the Launched 
target and ends the movement of the Launched creature 
or object. 


EFFECTS OF SIZE ON “LAUNCHED” 


The total distance that a target is Launched is 
determined by the difference in their size compared to 
the creature that Launched them. For each Size 
Category bigger you are than the target being Launched, 
increase the total distance Launched by 50% of the 
original distance. This effect is reversed if you are 
smaller than the target, reducing the total distance 
Launched by 50% of the original distance; becoming 0 if 
you are 2 Size Categories smaller. 


EMBEDDED 


An Embedded creature is unable to move and can not 
take their Bonus Action. An Embedded target can only 
use their Action to repeat the Saving Throw to free 
themselves or cast a Technique that would free them. 

Embedded creatures break out naturally after a 
number of rounds equal to the Ki Rank of the creature 
that inflicted it + 1. 


UPKEEP 


Upkeep is the opposite of Concentration, replacing the 
need for focus with a constant drain of one of your 
Resources. Upkeep happens at the start of each of your 
turns and you must choose to pay Upkeep for or end any 
number of effects that would require it at this time. 


CHAPTER 2: CHARACTER CREATION 


SETTING UP A CHARACTER 


This is typically the first step in any tabletop RPG or 
D&D-styled game. Use your imagination to think up 
what type of character you want to be in this world. 
Make sure it remains mostly thematic in regards to the 
setting, as this isn’t a standard D&D campaign. 

Think about what race you would like your character 
to be, their personality, goals, back story, specialties, 
career, appearance, traits, and relationships. Once you 
have all of these qualities decided, start following these 
steps below and writing everything down. 

Using a “Character Sheet” provided by Wizards of the 
Coast for 5th Edition, you can track much of this. You 
may need to make a few modifications for certain 
things, like tracking Forms and Techniques. 


1. CHOOSING YOUR RACE 


Races in the Dragon Ball world are very unique and 
each exhibit many different abilities and defining traits. 
Deciding your race can be pretty important to 
describing your character’s appearance and abilities, as 
well as occasionally defining their goals. Humanoid 
races are easily the most common to find when 
exploring the Galaxies, although you may sometimes 
find individuals or communities of non-humanoid living 
in distant galaxys, typically far away from other 
civilizations. 

If you are unsure of which race to go with, Human 
can be an easy choice. However, races such as Saiyan, 
Namekian, Majins, Arcosian, Ogre, Androids, and 
others are all possible races to choose from. More 
information on these races are listed in Chapter 2. 


2. CHOOSING YOUR CLASS 


Every fighter is unique in the world of dragon ball due to 


the combative nature of the universe though choosing a 
class will help you define your character. A class will 
determine your prominent talents and skills, allowing 
your character to hone and grow their abilities 
throughout the adventure. For example, a Bruiser may 
focus mainly on fighting while Agents can be useful in 
performing specifics tasks outside of combat that may 
benefit the group, such as navigating spacecraft and 
understanding complex machinary. While having an all- 
around useful character is important, sometimes it 
doesn’t hurt to have a character that tends to be 
extremely good at only one thing, so long as they benefit 
the group and feel fun to play. A well-rounded party can 
make the journey far more enjoyable in the long-run. 
Put some time into deciding what you want your 
character’s role to be in the group. Maybe discuss it 
with others in the group to see what would work best 
for everyone. However, make sure to choose something 
you will have fun with and appreciate. Once you have a 


general idea for what your class will be, pick from the 
classes listed in Chapter 3. 


3. DETERMINING YOUR ABILITY 
SCORES 


The six abilities that are prevalent in every D&D 
campaign and determine your character’s skills are: 
Strength, Dexterity, Constitution, Intelligence, Wisdom, 
and Charisma. When you calculate the number of each 
ability score, you will need to list them on your 
character sheet. 

The Dungeons and Dragons 5th Editions rules should 
list how you can determine your Ability Scores. 
However, I will also explain this process here. Using the 
Standard Array method, you can take the numbers 15, 
14, 13, 12, 10, 8 and assign each number to a different 
Ability Score. 

You may also choose to Roll for your Ability Scores by 
rolling a d6 dice four times and recording the sum of the 
three highest rolls. Repeat this process five more times 
until you have written down six total sums. Then, 
allocate each of these six numbers to individual Ability 
Scores of your choice. As an example, you may end up 
with the six numbers 17, 11, 13, 9, 12, 14 after rolling. 
You might decide you want strength to be your highest 
Ability Score, so you would put 17 for your Strength 
Score. Then you would fill in your other Ability Scores 
accordingly. 

Lastly, one other way you can decide Ability Scores is 
through using Point Buy. You can easily find a free 
Point Buy Caculator online. It is of course always up to 
the DM to decide what method is used to determine 
Ability Scores for the party. Once you have calculated 
your ability scores, you will make changes to them 
according to your racial traits. 


ABILITY SCORES AND MODIFIERS 


Ability Score Modifier 
1 5 
3) -4 
4-5 -3 
6-7 of 
8-9 1 
10-11 +0 
12-13 +] 
14-15 72 
16-17 453) 
18-19 +4 
20-21 +5 
22-23 +6 
24-25 abd 
26-27 +8 
28-29 +9 
30 +10 


4. DESCRIBING YOUR CHARACTER 


First, hopefully you’ve already decided on a name for 
your character. If not, try to think of something you like 
the sound of. If you can’t think of anything, feel free to 
look up D&D name generators online. Then, start to 
really develop their personality and appearance in your 
head. 

After you have a concept in mind, you want to start 
writing and organizing these ideas onto your character 
sheet. Try to find what Alignment best fits them and 
their morals. Then, start to think up some defining 
Personality Traits. Once your mark those down on your 
character sheet, start getting into their Ideals, Bonds, 
and Flaws. These will provide a guideline on how you 
plan on roleplaying and making decisions with your 
character. 

Now you want to decide on your characters 
Background. Your background will provide you with 
tools and knowledge gained from how you’ve lived your 
life prior to the start of the campaign. This will affect 
how those who recognize you interact with you, how 
you're treated by the general public, and what your 
occupation is or was. 


BUILDING YOUR BACKGROUND 


While normal 5e backgrounds serve the purpose that 
you need from them, they have issues sometimes fitting 
in the world of dragon ball. You can alternatively build 
your own background by doing the following: 


¢ Gain 2 Skill Proficiencies of your choice. 

e Gain proficiency in 2 Toolkits or Languages of your 
choice. 

e Gain 1 Heroic Feature or 1 Feat that you fit the 
requirements for. 

e gain (a) one Rank 1 Technique from an Iconic 
Technique Line that would require a Master or (b) 
two Rank 1 Technique from the Generic Technique 
List that you fit the requirements for. 


RACE, SUBRACE, AND ABILITY 
SCORES 


It is important to take into consideration how your race 
and Ability Scores can impact your character’s 
appearance and personality. Some Dragonball races 
may be noticeably Alien when compared to others, 
some may be tinier on average, and some may have very 
distinguishable traits. 

Additionally, if you have a Sub-Race, you may have 
certain physical features or personality traits that match 
the nature or properties of your Race. For example you 
may show strange similarities with your hybrid lineage 
that seperates you from others of your race or metallic 
appendages from your cybernetic nature. 

Furthermore, your final Ability Scores may also factor 
into your appearance and attitude. Here are some 
examples: 


A character with high strength may appear physically 
intimidating and bulky, with defined muscles and a 
towering figure. With low strength, they might appear 
scrawny or flabby. 

A character with high dexterity may appear incredibly 
quick and versatile when moving around, with a 
potentially more lean appearance. With low dexterity, 
they may be heavier or move a bit slower than others. 

A character with high constitution may appear 
noticeably healthy and sturdy. With low constitution, 
they may look a tad bit sickly or pale. 

A character with high intelligence may appear more 
structured or knowledgeable when talking to others, 
perhaps having several books or scrolls in their 
possession. With low intelligence, they may speak 
noticeably slow, sometimes having a dumbfounded look 
on their face when hearing complicated explanations. 

A character with high wisdom may appear more 
aware of their surroundings and have a grasp on the 
deeper meaning of interactions in their daily lives. With 
low wisdom, a character may seem aloof or carefree to 
others. 

A character with high charisma will most likely stand 
out in public and most social situations, having the 
ability to influence the attitudes and thoughts of others 
through interacting with them. With low charisma, a 
character may be more easily ignored or feel slightly 
more difficult to agree with in conversations. 


5. GETTING EQUIPPED 


Class and Background will typically decide what 
equipment your character starts with. Your equipment 
includes weapons, armor, tools, trinkets, clothing, and 
other gear. Look at Chapter 9: Equipment to record this 
information on your character sheet. 

Alternatively, you may choose to purchase your 
starting equipment instead. You will start with a set 
number of Zeni (Z) to spend on equipment, based on the 
value given to you by your class. 

Further information on starting gold based on class is 
detailed in Chapter 9. Weapons in the Dragon Ball 
world include various types of firearms such as pistols, 
rifles, and just as frequently very high-tech weaponry 
such as Blasters. The most common weapons you will 
find are guns like pistols and rifles, and melee weapons 
such as Swords and warhammers. 

Melee Weapons require that you roll a 1d20 and add 
your strength or dexterity modifier as well as your 
Proficiency Bonus to the roll to hit. This modifier is also 
usually added on top of the damage roll. Melee weapons 
tend to use strength modifiers, but occasionally allow 
you to use other modifiers depending on your weapon 
or class. 

Ranged Weapons require that you roll a 1d20 and 
add your strength or dexterity modifier as well as your 
Proficiency Bonus to the roll to hit. This modifier is also 
usually added on top of the damage roll. 


Ranged weapons tend to use dexterity modifiers, but 
occasionally allow you to use other modifiers depending 
on your weapon or class. 

Armor in the dragon ball world is common and can be 
found in all weight categories. Shields are not used 
quite as often, but can still be found and used by very 
defensive-style duelists. 

Armor Class without armor is normally equal to 10 + 
Dexterity Modifier + (Half of your proficiency modifier 
rounded up). Certain classes might change how this is 
calculated. Additionally, wearing armor or using shields 
will alter the Base or Modifier value of your AC. 

Be sure to write down all of these values on your 
character sheet for easy access and to remember them 
for combat encounters. 


1ST LEVEL AND BEYOND 


By exploring the Dragon Ball World and fighting your 
way through various forces, your characters will start to 
develop new strategies and grow stronger over time. 
Each time a major advancement occurs, either due to 
reaching a specific number of Experience Points or 
reaching a Milestone in the story, you will gain a 
Character Level. 

For example, if you start at level 1 with 0 Experience 
Points and gain enough experience over the course of a 
session to make your way to Level 2, you will mark this 
on your character sheet and upgrade your stats 
accordingly during your next Long Rest. Additionally, 
your DM may decide to use a Milestone system by 
granting you a level up upon defeating an Arc boss, 
completing an important objective, or obtaining a key 
item or treasure. 


CHARACTER ADVANCEMENT 


Experience Points Level Proficiency Bonus 
0 1 +3 
300 2) +3 
900 3 +3 
2,700 4 +4 
6,500 5 +4 
14,000 6 +4 
23,000 7 +5 
34,000 8 +5 
48,000 9 +5 
64,000 10 +6 
85,000 11 +6 
100,000 12 +6 
120,000 13 +7 
140,000 14 +7 
165,000 15 +7 
195,000 16 +8 
225,000 17 +8 
265,000 18 +8 
305,000 19 +9) 
355,000 20 +9 


LEVEL TIERS DURING THE 
ADVENTURE 


During the journey, the DM may decide to structure the 
pacing and level advancement throughout the adventure 
to give the feeling of progression to players. By deciding 
level tiers for certain areas in the world, it will be easy to 
balance enemies and NPCs in ways that align with 
player progression. 

The first tier (levels 1-4) will be for very early 
exploration of the world around them. This is time for 
smaller threats such as the Red Ribbon Army to slightly 
more serious threats like a small scall invasion from 
Saiyans or another mercenary group. 

The second tier (levels 5-10) will be where most of 
the first half of the campaign takes place. During this 
time you are growing beyond the scopes of average 
people in the universe, you are unlocking forms and 
powers that many believed to be legends. Growth 
during this stage can come quick and yet never feel like 
enough due to the growing power of threats around you. 

The third tier (levels 11-15) is where players will start 
facing extremely overwhelming challenges. Your Power 
now is begining to cause a stir in the universe around 
you, people across your universe may even have felt 
your rise in power. At this point the Gods themselves 
begin to take notice of you. 

The final tier (levels 16-20) is the last stretch of the 
journey. At this legendary tier, characters should be able 
to stand up to threats both ancient and new. Most fights 
will be overwhelmingly large-scale and epic, involving 
forces comparable to the gods themselves. 


Goku (Fivine Nimeus) 
MaxiucHiHaA22 


CHAPTER 3: RACES AND SUBRACES 


SO wp RACES OF THE WORLD OF DRAGON BALL ARE 
varied and colorful, with both humanoid 
and alien spiecies living in harmony and 
strife across the multiple universes. While 
humanoids are the most common and 
reside on most planets, other Alien races 
have thrived on their own Planets and 


_____ territories that they reside on other worlds. These Alien 


races also have a wide variety sizes, characteristics, 
abilities, and cultures. In many cases, Alien races can be 
seen as much stronger by default than ordinary 
humanoids. However, many humanoids may opt to 
regularly train to be on par with these races as well. 

Typically, Alien races don’t mingle well with 
humanoid civilzations and culture due to the severe 
level of racism and oppression often being brought by 
others. Remember, the Dragon Ball world is very 
divided and has many themes of slavery and extreme 
hatred toward non-humans. If these themes are too 
extreme or uncomfortable to run, feel free to remove 
most of the racial tension for a more relaxed experience 
for non-human player characters. 


PLAYER RACES 


When choosing a player character’s race, it is important 
to choose an option that suits the character’s 
personality, background, appearance, and perhaps even 
class and abilities. For example, a characer that loves to 
fight and stives to be the best in their respective field 
may fit nicely into the Saiyan race. In order to properly 
make this choice, read each race option and consult 
with your DM for any questions or advice you may need. 

For the purposes of game balance, many races from 
the Dragon Ball world will be restricted from players. 
While some may technically be listed below for more 
lenient DMs to allow, they are by no means on the same 
level as the rest of the included races in this section. 
Races that may break game balance or prove to be far 
too strong will be marked with the “Optional” tag. 


RATE OF AGING 


Races in the world of Dragon Ball age at various 
different rates, this effects their maximum life span as 
well as their susceptibility to the Aged and De-Aged 
Conditions. A creature with the Hybrid Sub-Race take 
the longest life-span available to them. The various rates 
of aging are listed with races that fall under them: 


STANDARD GALACTIC RATE 


The majority of life in the universe ages at a universal 
rate, reaching maturity in their late teens to early 
twenties and reaching around 100 years if healthy. 
Races that age at this rate are treated normally for the 
Aged and De-Aged Conditions. 


STANDARD GALACTIC RACES 


e Beastmen 

¢ Galactic Citizen 
e Saiyan 

e Greys 

¢ Sekmen-Jin 

e Yardratian 


LONG LIVING 


Certain Races are known for living longer than most 
and live for hundreds of years. The number of Ranks of 
Aged that you can aquire before gaining negatives is 
increased by 50%, rounded up. 


LONG LIVING RACES 


e Cerealians 
e Ogre 

e Android 

e Arcosian 

e Namekian 

e Neko Majin 
e Xeno 


ANCIENT 


Certain Races can live for thousands of years. The 
number of Ranks of Aged that you can aquire before 
gaining negatives is doubled. 


ANCIENT RACES 


e Chronin 
e Shin-jin 
e Sateery 


IMMORTAL 


Certain Races do not age and exist in the same state 
they were in when they were created as when they are 
eventually destroyed. Immortal Races are immune to 
the Aged and De-Aged Conditions. 


IMMORTAL RACES 

e Majin 

e Demon 

e Neo Machine Mutant 


HUMANOIDS AND ALIENS LANGUAGES 


The races in the world of Dragon Ball are colorful and UNIVERSAL LANGUAGE 
varied but can usually be split into 2 groups: Humanoids Diewerthe ieee Balkevocid have tea come 
and Aliens. 


languages spoken, even among Alien races, it can be 
HuUMANOIDS assumed that each humanoid creature shares a 
“Common” language in which they can all speak with 


Races that are biologically similar to humans, these are axe . : > 
individual literacy depending on the creature’s 


almost universally Mammalian and are capable of 


hybridizing amongst each other. intelligence. 

ALIENS OTHER LANGUAGES 

Alien races tend to have outrageously different biology The following is a table showing races and their 

: languages: 

or organ structure, some may not even be organic or 

have traditional biology. Race Language 
Beastmen Common 
Cerealians Common 
Galactic Citizen Common 
Ogre Common 
Saiyan Sadalan 
Shin-Jin Celestial or Infernal 
Android Common 
Arcosian Arcosian 
Chronin Common 
Demon Infernal 
Greys Common 
Majin Infernal 
Namekian Namekian 
Neko Majin Common 
Neo Machine Mutant Common 
Sateery Sateerin 
Sekmen-jin Common 
Xeno Common 
Yardratian Common 
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HUMANOID RACES 
BEASTMEN 


Humanoid 
PHYSICAL DESCRIPTION 


Humanoid animals, ranging in height similar to 
Earthlings. Due to the nature of their initial 
transformation from standard Earthlings, most 
Beastmen have animal features from desirable beasts 
such as Bears, Sharks, or Buffalo though Beastmen of 
all shapes exist. 


HISTORY 


A company known as “Magical Pharmaceuticals” 
produced a drug known as Animorphaline that caused 
temporary shapeshifting into a humanoid beast form. 
During the production of this drug a knock-off was 
released and sold as the original product that forced 
permanant transformation into this form. 


SOCIETY 


After the incident many Earthlings and other humanoid 
races become these Beastmen and have since 
reintegrated into society, raising families and continuing 
their lives. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 

Increase all Ability Scores by 1 OR increase 2 by 1 and 
choose a Feat. 

SPEED 

You have a Base Movement Speed of 35 feet. 


LANGUAGE 

You can speak Common and 1 other Language of your 
choice. 

SKILLS 

You gain the Nature and Survival Skills. 


RACIAL FEATURES 


ANIMAL LINEAGE 


Your animal nature shows itself in a variety of ways. 
You must choose your Lineage from the following list, 
detailed at the end of this Race: 


e Aquatic 
e Avian 

e Insect 

¢ Mammal 
e Reptile 


BESTIAL CHARACTERISTICS 


Requires: Animal Lineage Racial Feature 

You possess natural strengths that are not 
commonplace among other humanoids. Choose two 
options from the Bestial Characteristcs List listed at the 
end of this Race, these can not be changed later. 


Know-How 


Due to the ever changing nature of your life, it has 
become easier to learn things as you go and make the 
best of every opportunity to do so. 

Whenever a Level-Up would not grant you a 
Technique, you gain one, and you gain an additional 
Technique every Level beyond 20. Additionally, you gain 
1 additional Training Boon each time you have a 
Training Arc. 


More “BEAST” THAN “MAN” 


You are closer to being a large animal than other 
intelligent species. You are treated as a Beast instead of 
a Humanoid to any Effect that would check what kind of 
Creature you are. 


PRIMAL ENERGY 


You are far more physically fit than most other 
humanoid races. At 1st Level and every time you Level- 
Up you gain +1 to your Maximum Stamina Points. 
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ANIMAL LINEAGE (CONT.) 
AQUATIC 


You possess a mucus lined skin or a covering of light 
scales that help you move smoothly in the water. 


Born to Swim 
At 1st Level you gain the Nonterrestrial Fightning Style 
from the Warrior Class. 


Semi-Aquatic 

You are capable of breathing underwater as well as in 
open air. Additionally, you may hold your breath for 
twice as long. 


AVIAN 


You possess feathers, a beak, and even have arms that 
double as wings. 


Echolalia 

Your voicebox is made to be contorted for incredible 
effect. You gain a Static Bonus to Performance Checks 
that involve talking, singing, or impersonating another 
sound equal to your Ki Rank. 


Winged Form 

Your arms function as wings. So long as you are not 
holding a Weapon in either hand you gain a Fly Speed 
equal to 15x your Ki Rank. 


INSECT 


Your biology is more simple than other beastmen due to 
the resilient and desturbing form. 


Nuke Survivor 

Insects are said to be so resilient that they are 
practically unkillable outside of natural means. A 
number of times per Long Rest equal to your Ki Rank 
you may choose to remain at 1 Hit Point whenever you 
would be reduced to zero Hit Points from taking 
Damage. 


Mental Chronometry 

You possess an incredible ability to react to stimuli and 
change your actions at the last second. Whenever a 
creature uses a Stamina Manuever, other than Counter, 
in response to an action that you take you may 
immediately expend your Reaction to change the target 
of your action to a different target within range. 


Kine FurRRY 
ZANNINRENDERS 


MAMMAL 


Mammal-Type Beastman tend to be the most commonly 
seen type of Beastman, able to survive in many 
enviroments and possessing superior strength. 


Dread Hunter 

Your animal instincts are geared toward finding prey 
and noticing threats. You gain a Static Bonus equal to 
your Ki Rank on any Skill Check to locate a creature 
that you have previously seen, or have identified with Ki 
Sense. 


Polyphasic Sleep 

Due to your animal instincts you find it almost 
impossible to sleep through the night, instead sleeping 
in sporadic naps that leave you minimally aware of their 
surroundings. You only need to sleep for 4 hours out of 
a Long Rest, leaving the other 4 hours for light activity. 
Additionally, you may make perception checks as if you 
were awake while you are Unconscious. 


REPTILE 


You are cold blooded and have scales that protects your 
vulnerable form. 


Lizard Brain 

Your reptilian nature causes you to be impossible to 
sway through magical effects. You are Immune to any 
magical effect that would attempt to impart the Berserk, 
Charmed, or Frightened Condition. 


Protective Scales 

Your scales are still immature but will harden through 
experience. You gain Damage Reduction equal to you Ki 
Rank. 


BESTIAL CHARACTERISTICS (CONT.) 
GENERAL BESTIAL CHARACTERISTICS 


The following Bestial Characteristics can be chosen 
regardless of what Animal Lineage you choose: 


Burrowing 
You are capable of tearing through the ground to 
traverse. You gain a 30 foot Burrow Speed. 


Carapace 

You possess natural armor made of chitin, keratin, or 
other natural building blocks. You gain a bonus to AC 
equal to your Ki Rank. 


Climbing Expert 

You have a Climbing Speed of 30 feet, allowing you to 
scale vertical surfaces and cling to walls without 
needing to make an Ability Check. This Climbing Speed 
functions similarly to your Walking Speed and can be 
used to traverse surfaces or obstacles. 


Darkvision 
Your eyes are specialized for sight in low light 
conditions. You gain Darkvision in a range of 60 feet. 


Echolocation 

You are capable of sending out sharp clicks into your 
surroundings. As a Bonus Action on your turn you may 
chirp, granting you Blindsight in a range of 30 feet until 
the end of your next turn. 


Enhanced Physicallity 

Your animal muscularity helps you with physical acts. 
You gain Proficiency in your choice of Acrobatics or 
Athletics, if you already have Proficiency in the chosen 
Skill you gain Expertise in it. 


Magnetic Navigation 

You can sense the planet’s magnetic fields, aiding in 
long-distance navigation. So long as you are on a Planet, 
you have Advantage on Survival Checks to find your way 
over vast distances and in unfamiliar terrain, such as 
tracking or orienting yourself in a large, unexplored 
area. 


Mighty Beast 
You are larger than your contemporaries. You are 
always under 1 Rank of Enlarged. 


Natural Weapons 

You possess sharp claws that can be used for combat. 
You may replace the Damage Type of any Unarmed 
Strike or Unarmed Technique that you cast to Slashing 
Damage. 


Pack Tactics 

Your instincts are to hunt with the rest of your pack. 
Whenever you make an Attack Roll against a creature 
within 5 feet of an allied creature, you have Advantage 
on it. 


Pheromone Commnication 

You can use chemical signals to communicate with 
others of your species. You can use this ability to 
coordinate complex actions like defense or finding food 
with any creature similar to your Lineage within 1 mile, 
provided they understand your chemical signals. This 
communication can convey simple instructions or 
emotional states but cannot convey complex concepts. 


Prehensile Tail 

You possess a tail long enough to be wrapped around 
your waist. It cannot lift anything over 10 pounds, and is 
susceptible to pain. Additionally, you may wield a Light 
Weapon with it as if it were an additional Of-Hand. 


Sharp Vision 

You have Advantage on Wisdom (Perception) Checks 
that rely on sight. You can see clearly at long distances, 
granting you a range of vision up to twice the normal 
distance for spotting creatures or objects. You also have 
Advantage on Perception Checks to spot fine details or 
hidden features. 


Temperature Adaptation 

You are naturally adapted to hot climates. You have 
Resistance to Fire Damage and Advantage on any 
Saving Throw made to ignore the negative effects of 
extremely hot enviroments. 


Thick Hide 

Your covered in a dense layer of hair or insulating skin. 
You have Resistance to Cold Damage and Advantage on 
any Saving Throw made to ignore the negative effects of 
extremely cold enviroments. 


Toe Pads 

You feet are tipped with pads that aid in traction control. 
So long as you are not wearing shoes you have 
Advantage on Saving Throws against being knocked 
Prone. Additionally, you are not effected by the effects of 
Difficult Terrain while you are on the ground. 


Toxin Tolerance 

Your body is adept at fighting off poisons and toxins. 
You gain Advantage on Saving Throws against effects 
that would deal Poison Damage or give you the 
Poisoned Condition. Additionally, you have Resistance 
against Poison Damage. 


LIMITED BESTIAL CHARACTERISTICS 


The following Bestial Characteristics can only be 
chosen if your Animal Lineage matches one of the 
lineages listed: 


Aquatic Hunter 
Requires: Aquatic or Reptile 


You are a master of the water and the ability to go 
unnoticed while in it. Whenever you are in water or a 
similar liquid, you are considered Heavily Obscured. 


Bio-Electrical Charge 
Requires: Aquatic, Mammal, or Reptile 


You possess a unique organ, or specialized fur, that 
creates an electrical current through contact. You may 
replace the Damage Type of any Melee Weapon, 
Unarmed Strike, Armed Technique or Unarmed 
Technique that you cast to Lightning Damage. 


Bio-Electrical Current 
Requires: Aquatic or Reptile 


You possess a unique but weak organ that creates an 
electrical current to be used to empower your natural 
energies. You may replace the Damage Type of any 
Basic Ki Blast or Ki Technique that you cast to 
Lightning Damage. 


Bioluminescence 
Requires: Aquatic or Insect 


You are capable of illuminating the surrounding area 
with your own light. As an Action or Bonus Action on 
your turn you make give off Bright Light for 10 feet and 
Dim Light for another 10 feet. This effect requires 
Concentration to maintain. 


Membranous Eyelid 
Requires: Mammal, or Reptile 


You possess an additional, translucent eyelid that helps 
scatter bright lights and defend from debris. As a Bonus 
Action on your turn, you may end the Blinded Condition 
on yourself. 


Molt on command 
Requires: Aquatic, Avian or Reptile 


You may shed your feathers, scale, or exoskeleton to 
heal yourself. As an Action on your turn you may roll 
any amount of Hit Die and regain that many Hit Points, 
this can not restore you above your Maximum Hit 
Points. 


Poison Barbs 
Requires: Aquatic, Insect, Mammal, or Reptile 


You possess sharp spines or claws that can inject 
poison into your foes. You may replace the Damage 
Type of any Melee Weapon, Unarmed Strike, Armed 
Technique or Unarmed Technique that you cast to 
Poison Damage. 


Poison Bite 
Requires: Insect, or Reptile 


You possess a sharp set of fangs capable of granting a 
debilitating toxin. As a Bonus Action on your turn you 
may bite a creature within your Unarmed Strike Range. 
Make an Unarmed Technique Attack Roll against the 
target, granting the Poisoned Condition for 1 minute on 
a hit. A Poisoned Creature may remake the Saving 
Throw at the end of their turn to end the effect early. 


Poison Sac 
Requires: Aquatic, Insect, Mammal, or Reptile 


You possess a unique but weak organ that creates a 
thick poison to be used to kill your enemies. You may 
replace the Damage Type of any Basic Ki Blast or Ki 
Technique that you cast to Poison Damage. 


Powerful Leaps 
Requires: Avian, Insect, Mammal 


Your legs are built for short-twitch movement which 
greatly increases your ability to jump. When you make a 
running long jump, you can cover a distance up to 10 
times your Strength Score in feet. When you make a 
standing long jump, you can cover a distance up to 5 
times your Strength Score in feet. Your high vertical 
leap allows you to jump a number of feet equal to 3 + 
your Strength Modifier. 


Regenerative Body 
Requires: Aquatic, Insect or Reptile 


You are capable of detatching limbs on command. As an 
Action on your turn you may detatch 1 Limb of your 
choice to end a Grapple that is effecting you. 
Additionally, you may expend 2 Stamina as an Action to 
regrow any singular lost Limb. 


Shifting Pigmentation 
Requires: Aquatic or Reptile 


You possess a natural ability to hide yourself. As an 
Action on your turn you may attempt to hide yourself 
with this ability. So long as you hold Concentration, you 
have Advantage on all Stealth Checks and your Passive 
ki Stealth is considered 5 higher than it actually is. 


CEREALIANS 


Humanoid 
PHYSICAL DESCRIPTION 


Cerealians look similar to Human-type Earthlings, 
though they all seem to have green-colored hair and 
have an average lifespan of 200 years, Their right eyes 
have also evolved to grant them incredible visual acuity, 
having a merged iris and pupil, which is deep red in 
color. 


HISTORY 


The Cerealians were once the inhabitants of Cereal and 
coexisted with a tribe of Namekians who settled on the 
planet after traveling from another realm. Around Age 
733, the Cerealian homeworld was ravaged by the 
Frieza Force and its Saiyan Army. Using the full moon, 
the Saiyans transformed into Great Apes and 
annihilated nearly all of the population and their cities. 
Fortunately, a powerful Cerealian warrior named Flayk 
was able to destroy the planet’s moon causing the 
Saiyans to revert to their base forms. Unfortunately, the 
invaders were still too powerful for the Cerealian and 
Namekian inhabitants to handle; fortunately, a handful 
of Cerealianss survived and scattered throughout the 
universe. 


SOCIETY 


Little is known about Cerealian Society since the loss of 
their homeworld, most are solitary nomads in the 


galaxy. 
RACIAL TRAITS 


ABILITY SCORE INCREASE 
Wisdom +2, Dexterity +1 

SPEED 

Your Base Walking Speed is 30 feet. 
LANGUAGE 


You can speak Common and 1 other Language of your 
choice. 


SKILLS 
You gain the Perception and Technology Skills 


RACIAL FEATURES 


CEREALIANS Focus 


As a Bonus Action on your turn you may spend 1 
Stamina to gain advantage on all Ranged Weapon 
Attack Rolls and Basic Ki Blasts until the end of your 
next turn. You may do this a number of times equal to 
your Proficiency Bonus per Long Rest. 


HYPER REFLEXES 


Your brain is evolved to take on more information than 
others. You gain an additional Reaction each round that 
can only be used for an Attack of Opportunity, Clash 
Stamina Manuever, or the Interception Stamina 
Manuever. 


RED EYE OF THE CEREALIANS 


Cerealians are born with a strange quirk, a single hyper- 
evolved red eye. Your right eye becomes a Hyper 
Focused Red-Eye and you gain the Red Eye Focus 
Power-Up so long as you have that eye. 

Additionally, each time you Rank Up you gain one 
Red Eye Focus Form-Specific Modification. 


LASER SIGHT 


Your supernatural aim allows you to make every shot a 
little more deadly. Your first Ranged Weapon Attack 
each turn deals additional Damage equal to double your 
Proficiency Bonus. 


TENACITY 


Once per Long Rest when you would hit O HP you 
instead drop to 1 HP. 
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GALACTIC CITIZENS 


Humanoid 
PHYSICAL DESCRIPTION 


They come in all shapes and sizes; some are large, 
some are small, some are bald, some have three eyes. 
Humanoids are strong in their own right, but have less 
flashy abilities than other races. 


HISTORY 


The civilized races of the universe are extremely varied, 
each carrying their own unique histories. 


SOCIETY 


The civilized races of the universe are extremely varied, 
each carrying their own unique societies or integrating 
themselves into otherm older societies. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 


Increase all Ability Scores by 1 OR increase 2 by 1 and 
gain a Feat. 


SPEED 
You have a Base Movement Speed of 30 feet. 


LANGUAGE 


You can speak Common and 1 additional Language of 
your choice. 


SKILLS 
You gain any 2 Skills of your choice. 


KRILLIN 
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RACIAL FEATURES 


HEROIC NATURE 


A life of strife and growth has led to you having stores of 
heroism that those that are stronger still find hard to 
emulate. At 1st Level and everytime you Rank Up you 
gain one Heroic Feature of your choice, this does not 
count as gaining a Heroic Feature as a Class Feature. 


HUMANOID LINEAGE 


Humanoid species come in a wide variety. You must 
choose your Lineage from the following list, detailed at 
the end of this Race: 


e Brench-Seijin 
e Creamorian 

e Crystalian 

e Earthling 

e Heater 

e Hera Clan 

e Jiangshi 

e Konatsian 

¢ Outworlder 

e Triclops 


INDOMITABLE WILL 


Your determination to live is stronger than most. Once 
per Long Rest when you drop to O Hit Points, but are 
not killed outright, you may instead drop to 1 Hit Point. 


Know-How 


Due to the ever changing nature of your life, it has 
become easier to learn things as you go and make the 
best of every opportunity to do so. 

Whenever a Level-Up would not grant you a 
Technique, you gain one, and you gain an additional 
Technique every Level beyond 20. Additionally, you gain 
1 additional Training Boon each time you have a 
Training Arc. 


STRANGE QUIRKS 


Requires: Humanoid Lineage 


Many humanoids possess minor differences that set 
them apart from each other. Choose two options from 
the Quirks List listed at the end of this Race, these can 
not be changed later. 


HUMANOID LINEAGE (CONT.) 
BRENCH-SEIJIN 


Brench-Seijin spent most of their known history under 
the reign of the Cold Empire and as such lack a formal 
history of their own. 


Galactic Artillery 

Your people are hailed for their impressive energy 
attacks. Your Ki Techniques deal an additional 2 
Damage. 


Long Ranged 

You take pride in your energy projections, and their 
effectiveness reflects this. All Ki Techniques that you 
cast have their Range extended as if they were Charged 
once. 
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CREAMORIAN 


Creamorians have spent most of their known history 
under the reign of the Cold Empire and as such lack a 
formal history of their own. 


Dashing Combatant 

You strive to keep your fights as captivating as yourself. 
All Strike Techniques with a Range of Melee gain 10 
feet of Movement as part of their Casting. 


Galactic Infantry 
Your Strike Techniques deal an additional 2 Damage. 
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EARTHLING 


The dominant race of Earth, Earthlings have held the 
planet for as long as sentient life has existed there, 
protecting it time and time again with the help of the 
more powerful and clever among them. 


I can figure this out, right? 

You gain a bonus to any Skill Check involved with using 
an Item or Vehicle that you are not Proficient with equal 
to 1/3 of your Proficiency Bonus, rounded up. 


Intelligent Ape 

Your deep-rooted ape biology has its advantages, 
including an ease at learning the basics. All Rank 1 
Techniques that you learn immediately gain 1 Rank of 
Mastery. 
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HEETER TRIBE 


With bright blue skin and horns of various sizes that 
extend from their head, the Heaters are a race of 
nomadic people. Many Heaters find themselves in 
positions as mercenaries or soldiers due to their hardy 
nature. 


Unyielding Ferocity 

Your inner rage is able to push you through injury. You 
gain Damage Resistance equal to 1/3 of your 
Proficiency Bonus, rounded up. 


Warrior’s Wrath 

Generations traversing the stars has left you with a 
survival instinct that comes out whenever you are in 
danger. The first time per Long Rest that you are 
reduced below 50% of your Maximum Hit Points, you 
gain the Enraged Condition. 
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HERA CLAN 


Long ago the Hera Clan were a proud and respectable 
warrior race before the unfortunate loss of their 
homeworld that led to their survival through piracy. 
Throughout the ages many Hera-Jin have denounced 
this life and settled on quiet planets, though most of 
them to this day still find themselves being born in the 
medbay of a Warship. 


Space Pirate 

Years aboard Starships and mercenary vessels have 
taught you all manner of combat. You gain Proficiency 
in all Martial Weapons. 


Powerful Body 

You are considered one Size Category larger then 
normal when Grappling or interacting with the Launch 
Mechanic. 
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HERCULEAN 


Long ago their was another sub-species of Earthling 
known as the Herculeans that were said to be blessed 
by the gods with divine might. 


Empowered Fists 

Your fists are weapons in their own right. Your 
Unarmed Strikes can be treated as Combat Gauntlets 
for the sake of casting Armed Techniques. 


Legendary Might 

You have an innate wellspring of strength that you can 
call on temporarily. Once per Long Rest as a Bonus 
Action on your turn you may gain the Boosted Condition 
or the Empowered Condition for a number of rounds 
equal to your Ki Rank. 
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JIANGSHI KONATSIAN 


With stark white skin, save for their rosie cheeks, the The Konatsians once waged war against power hungry 

Jiangshi are a rare sight to see. The Jiangshi are seen as aliens known as the Kashvar, who re-awakened the 

a sub-species to modern Earthlings. ancient monster Hirudegarn. Two legendary heroes 
split the beast in half and sealed it within themselves to 

Magic Being protect what remained of their people, leaving them to 

You gain a bonus to all Saving Throws enforced by rebuild in relative peace. 


Spells equal to your Ki Rank. 

; Mystical Nature 
Psychic Energy x. You possess natural magical qualities. You gain two 
You may replace the Damage Type of your Basic Ki Cantrips of your choice. 


Blasts and Ki Techniques to Psychic Damage. 
Space Knights 
You may treat any Martial Melee Weapon that you are 
Proficient in as a Monastic Weapon. 
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TAPION 
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OUTWORLDERS 


Outworlders make up the majority of the space fairing 
population. They can be found in every corner of the 
universe using their experience with technology and 
space travel to make a living in different kinds of ways. 


Alien Knowledge 

Your myriad of offworld knowledge has led to you being 
incredibly gifted with creating things. The Base Zeni 
Cost to create any object is reduced by 25% of it’s 
original Zeni Cost. 


Alien Technology 
You are used to far more advanced gear than you keep 
finding yourself with, they aren’t permament upgrades 
but you have some tricks up your sleeve. Whenever you 
take a Long Rest and are in possession of a set of 
Mechanic’s Tools, you may add one Upgrade Option to 
a set of Armor or an available Battle Mecha or Mecha of 
your choice. Alternatively, if you have a Vehicle with the 
Hover Option you may instead choose to grant it that. 
These upgrades last for 24 hours before degrading 
and needing to be replaced. 
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TRICLOPS 


Almost indistinguishable from Earthlings, the Triclops 
intermingled and interbred with them. The Triclops of 
the modern day are seen as a sub-species to modern 
Earthlings. 


Sight of Three Eyes 

As an Action on your turn you may focus the true 
strength of your third eye, granting you Truesight in a 
range of 30 feet until the end of your next turn. 


Improved Perception 

As a Bonus Action on your turn you may focus all three 
eyes on one point, granting you Advantage on the next 
Attack Roll or Perception Check that you make. You 
may use this Feature a number of times per Long Rest 
equal to your Proficiency Modifier. 
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TSUFRUIAN 


Otherwise known as the Tuffles, the Tsufruians were a 
race of highly advanced people that were attacked and 


seemingly wiped out by the Saiyan Armada years prior. 


Tales arise all throughout the galaxy of sightings of 
them, yet the greater universe has yet to see direct 
evidence. 


Beautiful Mind 

You are capable of performing intense calculations in 
your head to assist in combat. As a Bonus Action on 
your turn you may begin running calculations, allowing 
you to use your Intellegence Modifier in place of the 
Attack Modifier or Casting Modifier of the next Attack 
Roll that you make or Technique that you cast. 


Master Craftsmen 

Your people were famous for their abiity to learn and 
create things. You gain Proficiency in three Toolkits of 
your choice. 
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WAGASHI-SEIJIN 


Sometimes referred to as the “Grand Pontas”, the 
Wagashi-Seijin are a species of red skinned individuals 
that became renowned for their Universe-spanning 
delivery service. 


Space Couriers 

You're not exactly the fastest thing in the universe, but 
that doesn’t mean you aren’t quick. Your Base Walk 
Speed increases by 10 feet. 


Inner Cowardice 

No matter how brave they may be, part of your very 
genetics is always afraid and ready to flee. You may take 
the Dash or Disengage Action as a Bonus Action on 
your turn. 
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STRANGE Quirks (CONT.) 
ANALYTIC MIND 


Your brain works more on facts and logic then emotion. 
You gain a bonus to all Saving Throws against being 
Charmed or Frightened equal to your Ki Rank. 


DARKVISION 


Your eyes are able to pierce through the veil of 
darkness. You gain 60 feet of Darkvision. 


DENSE BODY 


You're not fat, you’re just big boned! You are treated as 
one Size Category larger than you really are whenever 
an effect would attempt to Launch you. 


ENERGIZED SPIRIT 


Though not powerful enough to produce the largest of 
attacks, your spirit radiates a strange energy. Choose 
one of the following Damage Types from the list below, 
this can not be changed later, and change the Damage 
Type of your Basic Ki Blast to it: 


¢ Cold 

e Fire 

e Lightning 
e Thunder 


ENHANCED SENSES (HEARING) 


Your ears are elongated and end in a point to aid in 
hearing. You gain Advantage on all Perception Checks 
involving hearing. 


ENHANCED SENSES (SIGHT) 


Your eyes are sharper than others. You gain Advantage 
on all Perception Checks involving sight. 


LONG LIVING 


You are destined to outlive the others of your species. 
Your Rate of Aging is one category higher than it would 
normally be. 


NAPOLEAN SYNDROME 


You have complete understanding that other species 
have flashier abilities than you and that just pushes you 
to try even harder. Whenever you make an Attack Roll 
against a creature with a higher Power Bonus than you, 
you gain a Static Bonus to the roll equal to half of the 
difference in Power, rounded up to a minimum of +1. 


NATURAL TALENT 


You find yourself more skilled then some of the more 
powerful species. At 1st Level, you gain Expertise in one 
Skill that you have Proficiency with. 


No Nose 


Your face is smooth and you possess a mutated 
circulatory system go along with that fact. You have 
Advantage on all Saving Throws against the Poisoned 
Condition and can hold your breath twice as long. 


RESILIENT 
Requires: Indomitable Will Racial Feature 


You are tougher than the rest of your species. You gain 
a second use of the Indomitable Will Racial Feature per 
Long Rest. 


SMALL STATURE 


You are as small as they come for your people. Your 
Base Walk Speed is increased by 10 feet but you are 
treated as one Size Category smaller than you really are 
whenever an effect would attempt to Launch you. 


WILD TENDENCIES 


“Citizen” doesn’t always mean civilized, and you are a 
prime example of that fact. You gain Proficiency in the 
Nature and Survival Skills, if you already have these 
Proficiencies they instead become Expertise. 


WITCH-BORN 


You come from a magical bloodline that fully manifested 
with your birth. At lst Level you must choose one 
branch of magic, this can not be changed later. You gain 
Spells from the chosen list at Character Levels listed 
below: 


e At 1st Level, you gain a 1st Level or lower Spell 
e At 3rd Level, you gain a 2nd Level or lower Spell 
e At 5th Level, you gain a 3rd Level or lower Spell 


Charisma is your Casting Modifier for these Spells 
and they are casted as if through the Mysticism Class 
Feature. 


OGRE 


Humanoid 
PHYSICAL DESCRIPTION 


Ranging in sizes from 3 to 8 feet tall, Ogres are 
universally strong and durable with horns and skin of 
vibrant shades of reds and blues. 


HISTORY 


Originally hailing from the otherworld, planets like 
Earth have allowed them to cross over through 
locations like Frypan Mountain to find better lives 
outside the confines of the Spiritual Realm. 


SOCIETY 


Ogres in the Otherworld tend to make their living as 
patrollers and guardians of hell and other otherworld 
systems, likewise many mortal realm ogres make a 
name for themselves and powerful warriors and 
champions, using their supernatural physical 
capabilities to give them the edge. 


RACIAL TRAITS 
ABILITY SCORE IMPROVEMENT 
Constitution +2, Strength +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 


You know Common and Infernal 


SKILLS 
You gain the Survival and Intimidation Skills. 
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RACIAL FEATURES 


BATTLE CRY 


Ogres have a natural ability to inspire anger and 
aggression from those near them. 

You gain the following Omni Technique and it’s rank 
matches your Ki Rank: 


BATTLE CRY 
Rank X Omni Technique 


Cost: 1 Stamina 

Casting Time: 1 Bonus Action 
Range: 30 Feet 

Duration: Special 


You attempt to compel a creature into a duel. One 
creature that you can see within range must make a 
Wisdom Saving Throw. On a failed save, the creature is 
drawn to you, compelled by your aggressive demand. 
For the duration, it has Disadvantage on Attack Rolls 
against creatures other than you, and must make a 
Wisdom Saving Throw each time it attempts to move to 
a space that is more than 30 feet away from you; if it 
succeeds on this Saving Throw, this Technique doesn’t 
restrict the target’s movement for that turn. 

The effects ends if you attack any unaffected creature, 
if you cast a Spell/Technique that targets a hostile 
creature other than a target, or if you end your turn 
more than 30 feet away from a target. 

For each additional Stamina you spend you may force 
an additional target in your range to make the Saving 
Throw as well, to a maximum number of targets equal 
to your Proficiency Bonus. 
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DEFENDER OF HFIL 


Your body is capable of being on the mortal planes but 
was designed for Otherworld. You gain the Infernal Tag 
and you may perform a Power Strike Manuever by 
expending Ki Points instead of Stamina at a rate of 10 
Ki Points per Stamina Point you would expend. 


MUSCULAR DURABILITY 


Your body is unnaturally durable. You gain Damage 
Reduction equal to your Ki Rank. 


OGRE STAMINA 


Your unique biology makes you longer winded than 
most species. You gain +1 Stamina at Level 1 and 
everytime you Level Up. 


OGRE’S ENDURANCE 


As an Action on your turn, you may spend Stamina to 
gain Xd12 Temporary HP where X is equal to the 
Stamina spent. This Temporary HP disappears after 1 
hour or whenever you gain another source of 
Temporary HP. 
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SAIYANS 


Humanoid 
PHYSICAL DESCRIPTION 


Saiyans are naturally muscle-bound and stocky, with 
very few being overweight or skinny, but even the most 
unassuming tend to pack a wallop. Saiyans stand from 
5-7 feet tall, can weigh from 140-300 pounds, and 
universally possess jet-black hair that retains one style 
their entire lives. Females are usually shorter than 
males and tend not to be especially voluptuous, as 
saiyans are built for combat. 


HISTORY 


Saiyans have a long history of invading and claiming 
planets to live on, often driving previous inhabitants to 
extinction. They are a fierce race born with a desire for 
conquest, but saiyan empires have never been 
established for long periods and the population remains 
relatively low. 


SOCIETY 


Saiyan society relies on an unsteady monarchy, ruled by 
a king. This position can be challenged at any moment 
by a competitor who believes themselves to be stronger, 
more worthy of the crown. Beyond that however they 
tend to stick to their families, in which they hunt, eat, 
and train with each other. While some might think of 
saiyans as cold to one another, they are not usually 
resentful, but respectful of a person’s space. They are 
typically very aggressive and hard-headed, with short 
explosive tempers. However, if they care for another, 
forgiveness comes quickly. 


FEATURES 


ABILITY SCORE INCREASE 
Strength +2, Dexterity or Constitution +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 


You know Common and Sadalan 


SKILLS 
You gain the Athletics and Acrobatics Skills 


RACIAL FEATURES 


SAIYAN INSTINCTS 


You add your Proficiency Bonus to Initiative and can act 
normally on the first round of combat even when 
Suprised. 

Additionally, you may learn Saiyan Tactics Trained 
Features as if they were Mortal Trained Features. 


SAIYAN LINEAGE 


Your Saiyan genes vary slightly the mix of Saiyans 
following the tournament of power. Regardless of your 
choice, you are eligible for the Super Saiyan God God 
Form and it’s ritual. You gain access to Saiyan Lineage 
Feats and you must choose your Lineage from the 
following list, detailed at the end of this Race: 


e Universe 7 “Child of the Great Ape” 
e Universe 6 “Masters of Super Saiyan” 


SUPER SAIYAN 


The golden form of legend. At Level 5 you gain the 
Super Saiyan Transformation. Additionally, you gain 
access to Super Saiyan Form-Specific Modifications as 
listed in the Form-Specific Modifications Section. 


SUPER STOMACH 


A race as powerful as the Saiyans requires 
extraordinary caloric intake. You require twice as much 
food as normal to avoid Exhaustion, however anytime 
that you eat an Attack Cuisine or a unit of Rations you 
regain 1d4 Stamina. This benefit becomes 2d4 Stamina 
at 10th Level. 


ZENKAI Boost (WIP wirH @DOMDOM) 


When pushed to near death the saiyan spirit is known to 
rebel against the threat of death, creating a stronger 
warrior when they are pushed to near death. 

Whenever you fail a Death Saving Throw, roll a d20 
Check with a DC starting at 6, increasing by 2 each time 
you succeed. On a Success you gain 1 Training Boon. 
You may use this Training Boon immediately or as soon 
as you regain conciousness for the chance at a second 
Zenkai Boost. 

This Feature only activates in times of Mortal Peril, 
your DM may decide that the situation doesn’t warrant a 
high enough threat level to induce growth. 


SATYAN LINEAGES (CONT.) 
UNIVERSE 7 


You gain access to Saiyan Feats with the U7 Tag and 
Feats in the Universe 7 Saiyan section. You also gain 
the Saiyan Pride , Saiyan Tail, and Warrior Race 
Features: 


Ruthless and battle hungry, Universe 7 Saiyans lived 
many years as planet conquerors and soldiers with the 
help of their tail and the mighty great ape 
transformation. 


Saiyan Tail 

Long enough to be wrapped around one’s waist. It 
cannot lift anything over 10 pounds, and is susceptible 
to pain. 

If your tail is ever severed it will regrow after 1d4 
weeks, so long as you are Level 5 or below. A creature 
may attempt to make a special Grapple Check against 
your tail as an Action, having Disadvantage on the 
check, Restraining the Saiyan on a Success. 

While you have your Tail you may use Great Ape 
Family Forms. 


Saiyan Pride 

Due to your indomitable spirit and pride you have 
advantage on saves against being Charmed or 
Frightened. You can not be put to sleep by magical 
means. 


Warrior Race 
At 1st Level and everytime you Level-Up you gain +1 
Maximum Hit Points. 
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UNIVERSE 6 


You gain access to Saiyan Feats with the U6 Tag and 
Feats in the Universe 6 Saiyan section. You also gain 
the Super Saiyan Superiority Feature: 


Otherwise known as Tail-less Saiyans, these are an 
alternate, or perhaps even future, evolution to the 
Universe 7 Saiyans. These Saiyans eventually lost their 
tails, replacing them with much higher S-Cells numbers. 
This change resulted in stronger, though slower to 
obtain, Super Saiyan Forms. 


Decades of Experience 

Due to the rise of Saiyans as peacekeepers instead of 
conqueror’s, the population had generations to progress 
their combat abilities. At Ist Level you gain a Paragon 
Mastery of your choice as if you had gained the Class 
Feature. 


Evolved Energy 

Evolving beyond the use of Great Ape, Universe 6 
Saiyans boast incredible energy reserves. At 1st Level 
and everytime you Level-Up you gain +1 Maximum Ki 
Point. 


Super Saiyan Superiority 

Saiyans in Universe 6 got to live a much more peaceful 
lifestyle, this peace and happiness evolved the saiyans 
into having higher S-cell counts than Universe 7 Saiyan. 
The Super Saiyan gains an additional +1 Power Bonus 
when used as a Form or Form Modification. 
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SHIN-JIN 


Humanoid 
PHYSICAL DESCRIPTION 


Humanoids that grew from a fruit from the Devine tree. 
As any fruit they come in many different colors only 
varying in their vibrancy. They have pointy ears and 
range in height and size. 


HISTORY 


The elder gods created a counter balance to the True 
Gods like Gods of Destruction and Angels through the 
use of an ancient Divine Tree. Whenever this Tree bears 
fruit, they change into a Shin-Jin. 

Long ago there grew a rotten fruit that resulted in a 
Shin-Jin by the name of Mechikabura who stole a 
clipping of the Divine Tree to grow his own twisted 
version in the Demon Realm. 


SOCIETY 


The “birth” of a Shin-jin is an uncommon affair and 
roughly ~100 of either kind exist is waiting, free of any 
divine responsibility. 


RACIAL TRAITS 
Wisdom +2, Charisma +1 


SPEED: 
Your Base Walking Speed is 30 feet. 


LANGUAGE 
Common and 1 other Language of your choice 


SKILLS 
You gain two Skills of your choice. 


RACIAL FEATURES 


BLOOD OF THE DIVINE TREE 


The remnants of ancient magics still runs through your 
veins. You gain Advantage on Spell Saving Throws. 
Additionally, whenever you use the Block Manuever you 
gain an additional +5 on all Spell Saving Throws. 


MINOR MYSTICISM 


At 1st Level you must choose one branch of magic, this 
can not be changed later. You gain Spells from the 
chosen list at Character Levels listed below: 


e At 1st Level, you gain a 2nd Level or lower Spell 
e At 4rd Level, you gain a 4th Level or lower Spell 
e At 7th Level, you gain a 5th Level or lower Spell 


Charisma is your Casting Modifier for these Spells 
and they are casted as if through the Mysticism Class 
Feature. 


MYSTICAL NATURE 


Your biology is fueled by magic. As a Bonus Action on 
your turn you can enter the Mystical Condition, this 
condition lasts for a number of rounds equal to your 
Proficiency Bonus. 

You may use this feature once per Long Rest, each 
additional time you choose to use this feature you gain 1 
Rank of Exhaustion. 


OTHERWORLDLY ENERGY 


Due to the strange energy flowing through you, 
creatures without God Ki treat your Passive Ki Stealth 
and Ki Stealth Checks as 5 higher than it would actually 
be. 


SHIN-JIN LINEAGE 


Your heavenly body is highly effeted by the domain you 
were grew in. You must choose your Lineage from the 
following list, detailed at the end of this Race: 


e Kaioshin 
e Makaioshin 
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SHIN-JIN LINEAGE (CoNnrT.) 
MAKAIOSHIN 


Born of a rotten fruit, or the fruit of the Demon Tree, 
you possess muted colors and dark abilites. 
You gain the following benefits: 


Children of Mekikabura 
e You gain the Infernal Tag and Infernal Language. 
e At 5th Level you gain the Dark Ki Power-Up. 
¢ Dark Energy Family Forms are not Berserker 
Forms for you. 
e Dark Majesty is a Racial God Form for you. 
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SHINLING 


Your angelic blessing from the Divine Tree allows you 
to more naturally develop divine abilities and is shown 
through the vibrant colors that your people sport. 


You gain the following benefits: 


Children of Order 


e You gain the Celestial Tag and Celestial Language. 

e At 1st Level and everytime you Rank-Up you may 
gain a Trained Feature from the Divine Trained 
Feature Lists that you fit the requirements for, 
except for the God Ki Creation Trained Feature. 
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ALIEN RACES 
ANDROID 


Alien 
PHYSICAL DESCRIPTION 


Visably identical to their designer’s species but 
completely artificial. 


HISTORY 


They’re hard to find, but certain scientists have the 
potential to turn you into an android. These cyborgs 
appear like Earthlings, but have far extended capability 
and power. However, they have little room for 
advancement without mechanical upgrades. 


SOCIETY 


Androids do not have their own society, instead they 
blend in with Earthling society. While most retain their 
old personality, some may have their brains 
reprogrammed when becoming an android. 


RACIAL TRAITS 

ABILITY SCORE INCREASE 

Any one Ability Score +2, Any one Ability Score +1. 
SPEED 

Your Base Walking Speed is 30 feet. 
LANGUAGES 

Common and 1 other Language of your choice. 


SKILLS 
You gain the Technology and History Skills. 


RACIAL FEATURES 


You may choose 5 of the following Racial Features. 
Regardless of chosen Race and Sub-Race Features, you 
must have the Robotic Body Racial Feature 


CRANK GENERATOR 


Your body possess a special generator that recharges 
you whenever you make excessive movements. Anytime 
you take the Attack Action you regain Ki Points equal to 
double your Ki Rank. This effect can not restore you 
above your Maximum Ki Points. 


LEECH CUFFS 


You have small machines in the base of your hands 
granting you the following benefits: 

When you would take the Redirect Stamina 
Maneuver, any damage that was reduced is converted 
into your Current Ki Points. This cannot raise you 
above your Maximum Ki Points. 

Alternatively, anytime you have a creature Grappled, 
you may expend your Bonus Action to steal Xd6 
Current Ki Points from the Grappled target, where X 
equals your Ki Rank. Should a target start their turn 
Grappled by you, they lose an amount of Current Ki 
Points equal to your Unarmed Damage Die and you 
gain the result into your Current Ki Points. This cannot 
raise you above your Maximum Ki Points. 


MENTAL PROCESSOR 


Your mind is assisted by a secondary processor to help 
filter out external stimuli. You gain Advantage on all 
Saving Throws against mind altering effects. 
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RoBOTIC BODY 


You have an internal power core that keeps you fueled. 
Your Creature Tag becomes Construct and you do not 
suffer negative effects from not eating. Additionally, the 
act of sleeping is replaced with a different, albeit 
similar, Recovery Mode to properly restore yourself 
where you are semi-aware of your surroundings. 

Additionally, you are incapable of regaining Ki from a 
Technique or Item, instead having a 4 Ki per round 
regen, this increases by 4 again at Levels 4, 7, 10, 13, 
16, and 19. Your artificicial energy also means that you 
may not be found through the use of the Ai Sense 
option of the Ki Control Heroic Feature. 


ROUTINE MAINTENANCE 


Your body was made to be quickly repairable. You do 
not need to sleep, or rather do not need to go into your 
Recovery Mode, and can not be forced to fall asleep by 
any means. 

To benefit from a Long Rest you must instead go into 
a Repair Mode where your systems fix themself. You 
may do light activity during this 4 hour rest period, 
alternatively you may benefit from a Short Rest in 10 
minutes. 


SIGNATURE UPGRADE 


A piece of advanced technology has been perfectly 
integrated into your mechanical form. You gain an 
option from the High-Tech Parts List, this does not fill 
an Attunement Slot. 


ANpROID 16 
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ARCOSIAN 


Alien 
PHYSICAL DESCRIPTION 


Arcosians or Frost Demons are vaguely humanoid 
aliens born with protective armor/skin, horns, and tails. 
All Frost Demons are males and they reproduce 
asexually. When a Frost Demon is born, it immediately 
covers itself in a thick, unbreakable layer of ice and 
begins a thawing process which can last a varying 
number of years. The number of years they remain in 
thawing determines how powerful they are when they 
emerge. The longer they thaw, the more powerful they 
will be. Upon emerging from this thawing period, they 
are fully grown adult Frost Demons. Afterwards, if it is 
needed, the Frost Demon will create for himself a 
varying number of transformations to help keep his 
power under control. 


HISTORY 


Frost Demons hail from one of the coldest planets in the 
Universe, Geyser. Due to the harsh nature of their home 
the population remains relatively low. However, this did 
not stop them from making a name for themselves, 
conquering and trading planets for thousands of years, 
acting as one of the largest empires in the universe for 
several years until they were defeated by the saiyans, an 
act of revenge for the destruction of their planet by 
Frieza. 


Lorp CHILLED 
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RACIAL TRAITS 


ABILITY SCORE INCREASE 


Intelligence +2 or Dexterity +2, Charisma +1 


SPEED 
Your Base Walk Speed is 40 feet. 


LANGUAGES 


You know Common and Cold 


SKILLS 


You gain the Persuasian and Deception Skills. 
RACIAL FEATURES 


ARCOSIAN LINEAGE 


Certain variations in genetics have appeared between 
the different tribes that have appeared throught the 
Universes. You must choose your Lineage from the 
following list, detailed at the end of this Race: 


e Cold Tribe 
e Hero Tribe 


GALACTIC LORDS 


Long ago your people were known for traveling the 
stars and conquering other planets. You do not need to 
breathe and have Resistance to Cold Damage as your 
body is designed to explore the vast reaches of space. 


INCREDIBLE POTENTIAL 


The emperors of old thrived by their incredible potential 
that was used to great, though simple, effect as many 
never sought out to find the depts of said potential. You 
gain an additional Training Boon anytime you have a 
Training Arc. 


SHORT FUSE 


You have inherited the same temper as the Arcosians of 
the past. A number of times per Long Rest equal to your 
Ki Rank you may gain the Enraged Condition. 


STRONG CARAPICE 


Your exoskeleton is strong and capable of cushioning 
the more vital parts of your anatomy. You gain 
Resistance against Bludgeoning, Piercing, and Slashing 
Damage. Additionally, at 10th Level you gain Resistance 
to Energy Damage. 


ARCOSIAN LINEAGE (CONT.) 
COLD TRIBE 


Long ago this Tribe controlled vast stretches of the 
known Universe, made famous by a small group of 
Mutants of the Tribe. While most never reach the 
caliber of the great Lord Frieza, the Tribe as a whole 
still greatly resemble the Tyrant of old. You gain the 
following benefit: 


Gated Power 

Born into their incredible power before hiding it 
through the use of Metamorphosis, the Cold Tribe 
spend a vast portion of their life attempting to “unlock” 
their original forms. At 1st Level the Power Regression 
Transformation is always active and must remain active 
at all times. 


YOUNG FRIEZA (ist Form) 
PINTEREST 


HERO TRIBE 


After the destruction of the Cold Empire it took many 
years for the members of the Hero Tribe to rejoin the 
greater society without predjudice. 


Metamorphosis 

Based on generations of learning to move through the 
galaxy to live and survive where they could, the Hero 
Tribe perfected the use of their innate metamorphic 
abilities to alter their form to better survive. At 5th Level 
you gain the Alter Form Transformation. 


FROZE 
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CHRONIN 


Alien 
HISTORY 


A secretive and long lived race, Chronins wander the 
galaxy learning and improving. Born with the innate 
ability to store excess time, generations of this has 
changed their biology to such a degree that they can live 
for hundreds if not thousands of years. Chronins tend to 
only have children in their final years, only raising thier 
children through their brief youth before leaving them to 
their own devices. 


PHYSICAL DESCRIPTION 


Purple and almost humanoid, Chronins are hairless 
with tympaniums in place of ears. They can range 
between 5 and 7 feet tall at maturity and can live 
between 1000 and 2000 years. 


SOCIETY 


Due to their upbringing Chronins rarely ever spend time 


around others of their species, instead traveling the 
stars for somewhere they may call home. 

Many Chronins become scientists and scholars, using 
their ability to manipulate time to persue the betterment 
of the future and eternal life; others still relish in their 
abilities, becoming mercinaries or assassins with deadly 
efficiency. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 
Wisdom +2 or Dexterity +2, Intellegence +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 


You can speak Common and 1 additional Language of 
your choice. 


SKILLS 
You gain any 2 Skills of your choice. 


RACIAL FEATURES 


ADAPTABILITY 


Your race survives on it’s ability to learn and adapt to 
threats. Whenever you are hit with a Critical Hit, rolla 
d20 Check with a DC starting at 10, increasing by 2 
each time you succeed. On a successful check you gain 
1 Training Boon. These Training Boons must be used 
immediately or at the start of your next turn. 

This Feature only activates in times of Mortal Peril, 
your DM may decide that the situation doesn’t warrant a 
high enough threat level to induce growth. 


er 


BLOOD OF TIME 


At Level 1, you gain the Time Storage Trained Feature 
and you can hold 1 additional Time Point. 


HIGH-SPEED REACTIONS 


Manuevers require 1 less Stamina to use, to a minimum 
of 1. 


MILLENIAL LEARNING CURVE 


Chronins have unique brain chemistry to support their 
extremely long lifespans of thousands of years, due to 
this they are able to compartmentalize specific 
knowledge so that it can be remembered and improved 
on easily. 

At 1st Level you gain 3 Skill, Tool, or Item 
Proficiencies of your choice. Each time your Proficiency 
Bonus increases you gain an additional proficiency of 
your choice. You may instead gain Expertise in a Skill 
you already have proficiency in. 


NOMADIC TENDENCIES 


Due to generations of lonely upbringing and long 
lifespans, Chronins gain an additional 1 Training Boon 
when Training Solo. 


Hit RENDER 2 
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DEMON 


Alien 
HISTORY 


Demons as a whole lack a generally accepted history, 
with many of them springing up from nothingness from 
negative emotion, collective conciousness, or 
manifested fears. 

Rarely long living demons find solace in each other 
and birth demons that are more free thinking, lacking 
the “programming” of other demons created from 
specific concious thought such as a nightmare demon. 


PHYSICAL DESCRIPTION 


Demons can come in many varieties, usually resembling 
the domain or concept they are connected to. True 
Demons, as they are sometimes called, are the results of 
demon marriages and appear extremely humanoid in 
comparison to other demons. 


SOCIETY 


Demons that reside in Other World tend to build a strict 
heirarchy based on strength, with the most powerful 
among them becoming The Demon King. Outside of 
this strength oriented society many demons find 
themself aimless, wandering to find meaning or 
entertainment wherever they may stumble across it. 


RACIAL TRAITS 

ABILITY SCORE INCREASE 

Any one Ability Score +2, Any one Ability Score +1 
SPEED 

Your Base Walk Speed is 30 feet. 

LANGUAGES 

You can speak Common and Infernal 


SKILLS 
You gain the Intimidation and Spirit Skills 


RACIAL FEATURES 


DARK NATURE 


The energies of HFIL flow through your veins, 
regardless of how you let it influence you. At 5th Level 
you gain the Dark Ki Power-Up and at 10th Level you 
gain the Evil Power Power-Up. 


HELLISH RESISTANCE 


You gain Resistance to 1 Damage Type of your choice, 
this can not be changed later. 


HELLISH FORTITUDE 


You have improved durability due to your unnatural 
body. All Hit Die you gain are increased by 1 step. 
(1d6>1d8>1d10>1d12>2d6) 


THE WEIGHT OF HEAVEN AND HFIL 


You carry on your shoulders the metaphysical weight of 
the realms as a curse, this however has only served to 
strengthen you. You gain the Infernal Tag and at Levels 
5, 10, 15, and 20 you gain the Weight Training Feat. If 
you already have the Weight Training Feat to its 
maximum, than you gain the Weight Acclimation Feat 
instead. 


Beevzeesus (SANDLAND) 
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DEMONIC ABILITY 


You possess an ability of your choice based on your 
hellish nature. You gain one of the following benefits: 


DARK MAGiIc 


You gain access to 1 branch of magic of your choice as if 
through the Mysticism Class Feature, additionally you 
may use Constitution as your Spell Casting Modifier for 
the Mysticism Class Feature. 


DEMONIC WINGS 


You possess a pair of bat-like wings that protrude from 
your back granting you a Fly Speed of 15x your Ki 
Rank. 


ELEMENTALIST 


Choose one Damage Type from the list below, this can 
not be changed later, anytime you cast a Technique you 
may spend Stamina equal to it’s Rank to change it’s 
Damage Type to your chosen Damage Type. 


e Fire 

e Cold 

e Lightning 
e Thunder 
e Force 

e Psychic 
e Poison 


ESoTErRic GIFT 


You gain 1 Esoteric Art from the Esoteric Arts Class 
Feature. 


FIENDISH POWER 


Whenever you make an Unarmed Strike or Melee 
Technique you may spend Stamina to give yourself a 
Static Boost equal to the amount spent for that casting. 
You may not spend more than half of your Proficiency 
Bonus, rounded up, in Stamina in this manner for a 
single attack roll. 


HARDENED BoDy 


You are naturally tougher than others, you gain a bonus 
to AC equal to your Ki Rank. 


SIZE MANIPULATION 


As an Action on your turn you may give yourself 1 Rank 
of Gigantification or Reduced for the next minute. You 
have a number of uses of this Feature per Long Rest 
equal to your Ki Rank. 


UNSTABLE BIOLOGY 


You have the ability to break down your physical 
structure on a whim to avoid harm. Your Wild Sense 
Manuever can now be used on Strength and 
Constitution Saving Throws as well to completly ignore 
effects on a success, if there would still be an effect. 


JANEMBA 
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GREYS 


Requested by @guardian on the Discord 
HISTORY 


Once a peaceful and spiritual people, the Greys lived 
simplistic prosperity. Using their incredible strength 
they tilled the land to their whims and grew kingdom 
sized farms. Peace rained until a mysterious threat 
appeared, single-handedly almost causing this race to 
go extinct. Luckily a few survived and escaped off of 
their plundered home. 


PHYSICAL DESCRIPTION 


Purple and humanoid, Greys are hairless with 
tympaniums in place of ears. They range from 6 to 9 
feet once they reach maturity, with overly defined 
musculature and almost pitch black eyes. 


SOCIETY 


Since the destruction of their Homeworld the Greys 
have become wanderers, some even leaving the bounds 
of their Ancestral Universe 11 and propagating in other 
universes. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 
Constitution +2 or Strength +2, Wisdom +1 


SPEED 
Your Base Walk Speed is 30 feet 


LANGUAGES 

You can speak Common and 1 additional Language of 
your choice. 

SKILLS 

You gain the Ki Control and Athletics Skills 


RACIAL FEATURES 


BURNING SPIRIT 


Your species isn’t always the most powerful yet they 
make up for that in an unyielding spirit that can 
temporarily push them further. You gain the Burning 
Spirit Transformation at Level 5. 


COMBATIVE NATURE 


Once per Long Rest, you may initiate a Clash without 
spending Stamina or Ki. This becomes once per Short 
Rest at level 10. 


DESTRUCTIVE STRIKES 


Your attacks are capable of shattering the things around 
you. All Damage that you deal to Structures is doubled. 


MEDITATIVE STATE 


As an Action on your turn, you may enter a special 
meditation stance to regain 10x your Ki Rank in Ki. You 
may extend this meditation into your Bonus Action to 
gain an additional 50% of that amount. 


RAw TALENT 


You are a creature of unparalleled potential and find 
yourself accidently developing incredible abilities. At 
5th Level and again at 15th Level you gain a Mortal 
Trained Feature that you would qualify for. 


Et HERMANO 
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MAJIN 


Alien 
PHYSICAL DESCRIPTION 


Majins have skin coming in various shades in colors, 
most commonly pink. Their body types come in all 
shapes and sizes. Skin is made of an elastic, goo like 
substance. Majin have a single tentacle emitting from 
their forehead can be used to make ranged attacks. 
They tend to live until destroyed, with no apparent age 
limit. 


HISTORY 


The original Majin Buu was an ancient evil, sealed 
within the Earth, but converted to a peaceful lifestyle 
after meeting Mr.Satan (World Martial Arts Champion) 
and became well-known as one of his promising pupils. 
Eventually, Buu became obsessed with understanding 
the concept of “love”, a realization which led him to split 
into two entities: the original Buu, and a new, female 
Buu. They instantly fell in love and reproduced over 
generations, leading to the current population. They 
have been accepted into society with open arms thanks 
to the efforts of Mr. Satan, and their personalities all 
represent parts of Buu. 


SOCIETY 


Majins were able to fit into society with varying degrees 
of success due to both the efforts of Mr. Satan and 
Earth’s inclusion into the Galactic Patrol. Some that 
represent the darker parts of Buu live in outcast and 
seclusion, but the majority of Majin settled in the cities 
and spend their days binging on treats. Some that found 
affiliation with smaller villages left the city to see more 
of the world and adventure. 


RACIAL TRAITS 


ABILITY SCORE INCREASE: 

Constitution +2 or Charisma +2, Dexterity +1 
SPEED: 

Your Base Walking Speed is 30 feet. 


LANGUAGE 


You can speak Common and 2 other Languages of your 
choice. 


SKILLS 
You gain the Arcana and Survival Skills 


RACIAL FEATURES 


ForM FIT 


You can squeeze through a space as narrow as 1 inch 
wide, leaving behind all items that can not also fit. You 
also have Advantage on all Skill Checks you make to 
initiate or escape a Grapple Check. 


MAGICAL STRETCH 


Your putty-like body gives you Resistance to 
Bludgeoning, Piercing, and Slashing Damage. Your 
Unarmed Strikes/Weapon Attack Rolls and 
Armed/Unarmed Techniques all gain an additional 5 
feet of the Reach Property equal to a third of your 
Proficiency Bonus, rounded up. 


MAGICAL NATURE 


You have Advantage on all Intelligence, Charisma, and 
Wisdom Saving Throws against magic. Additionally. at 
10th Level and above, whenever you first gain the 
Enraged Condition you gain the Steam Release Power- 
Up. 


MAJIN REGENERATE 


Your body is capable of reconstructing itself. As an 
Action you can heal yourself an amount equal to Ki 
points spent. You can spend Ki when you would hit 0 
HP equal to the amount of Damage that would put you 
below 1, to instead drop to 1 HP. 

At Level 5, so long as you are not under the effects of 
ki Exhaustion, you may spend a Bonus Action to 
regenerate a lost limb. 


Mazin RACE 
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MAJIN ABSORPTION 


At Level 10, Majins have access to the legendary power 
of Majin Buu himself. Candy Beam is added to your 
Learnable Technique List, and it’s Ki Rank matches 
your own, and you can benefit from its second ability. 


CANDY BEAM 


Rank X Ki Technique 

e Ki Cost: 30 Ki 

e Range: 60 Feet 

e Duration: 1 Minute (concentration) 
¢ Type: Omni 


Target one object or creature in your range, they must 
make a Constitution Saving Throw, turning the object 
or target (and all of their equipment) into a choice of 
food of your choice on a failure. Creatures affected by 
this have their Base Walk Speed set to 5 feet and their 
Unarmed Strike Damage Die becomes a 1d4, if not 
already. Candy Creatures also can’t use 
Techniques/Spells. A Candy Creature may attempt the 
Saving Throw again as an Action on their turn to end 
this effect. 

If a creature grapples the Candy Creature, they may 
attempt to eat them as an Action. Deal Damage equal to 
your Unarmed Damage Die + your Constitution 
Modifier, if you reduce the target to zero Hit Points in 
this manner you eat them. If you eat the candy creature 
you restore your own Ki and Stamina by the amount the 
Candy Creature had remaining, if you are a Majin then 
you may CHOOSE to trigger Majin Absorption. 


MajiIN ABSORPTION 


The following will be listed as the benefit if a Majin 
decides to absorb a Candy Creature that they eat. 

When you Absorb a Creatures you record the 
Creature and their Total Absorbed Power, as described 
below, turning you into a Majin Fusion. You gain the 
Creature’s Useable Absorbed Power unless an effect 
would cause you to seperate from an Absorbed 
Creature. 


You may Absorb a number of Creatures equal to half of 
your Proficiency Modifier, rounded up. Additionally, a 
Creature that is made of multiple other Creatures 
counts as the total number of Creatures that comprise 
it. 


Total Absorbed Power 

e Record the Creature’s Ability Scores that surpass 
your own. 

e Record the Creature’s Feats 

e Record the Creature’s Forms and Form 
Modifications 

e Record the Creature’s Techniques. 

e Record the Creature’s Trained Features. 


Useable Absorbed Power 
The Majin in question gains the following from the 
Creature’s Total Assimilated Power: 


e A+1 in your Ability Score that corresponds with the 
highest Ability Score the creature had. 
e The Creature’s recorded Techniques. 


Duration of a Majin Fusion 
A Majin Fusion has Maximum Stability Hit Points equal 
to 3x the number of Absorbed Creatures and has one 
Absorbed Creature seperated from them for each 3 
Stability Hit Points that they lose, losing all benefits of 
them in the process. 

Alternatively as an Action on your turn, you may 
choose to take 1 Rank of Exhaustion as you forcibly 
regurgitate the Absorbed Creature early. 


Buu (Kieiro Assorsep) [SDBH] 
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NAMEKIAN 


Alien 
PHYSICAL DESCRIPTION 


Namekians have primarily green skin, though the whole 
rainbow exsists among them, with patches of 
translucent skin that exposes their inner muscles. They 
all have antennas on their head and large, pointed ears 
that allow them to hear over great distance.They come 
in a very large variety of body types ranging from short 
and round to tall and lean/stocky. Namekians are 
known for their regenerative abilities and stretchable 
limbs. They are genderless with no distinguishing traits 
and reproduce asexually through eggs that come from 
the mouth. 


HISTORY 


Long ago, Namekians dwelled in the Demon Realm 
before they launched a mass scale escape to avoid 
subjegation. While many Namekians settled in isolation, 
many more congregated on empty worlds to make into 
their own. History is rarely on the side of the 
Namekians, however, and their societies are prone to 
destruction that prevents mass growth as a species. 


SOCIETY 


Namekians do not have armies or participate in war 
unless absolutely necessary. The peaceful nature of 
their species allowed for them to live several 
generations with little need to protect themselves. Still, 
every village has a guardian who has been trained in the 
ways of martial arts and watches over the town. All 
guardians report to a Guru, usually the oldest and 
wisest among them, and the creator of the planet’s 
currently used dragon balls. After the onslaught of 
Frieza’s men on planet Namek, many were trained in 
self-defense. This led to the establishment of barracks in 
each village with small groups of warriors that assist the 
presiding guardian when necessary. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 
Constitution +1, Wisdom +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 


You can speak Common and Namekian. 


SKILLS 
You gain the Arcana and Insight Skills 


RACIAL FEATURES 


NAMEKIAN ASSIMILATION 


As a highly spiritual demonic race, Namekian are 
capable of assimilating other willing Namekians into 
themselves to create a stronger being. 

As an Action on your Turn you may touch a willing 
Namekian and Assimilate them, turning you into a 
Namekian Fusion. When you Assimilate a Namekian 
you record the Creature and their Assimilated Power, as 
described below, and gain the Super Namekian Power- 
Up. You gain the Creature’s Assimilated Power unless 
an effect would cause you to seperate from an 
Assimilated Creature. 


You may Assimilate a number of Namekians equal to 
half of your Proficiency Modifier, rounded up. 
Additionally, a Namekian that has already Assimilated 
another using this Feature transfers all of their 
Assimilations to the Namekian that Assimilated them. 


ASSIMILATED POWER 


¢ Record the Creature’s highest Ability Score and 
increase your own matching Ability Score by 1. 
e Record and gain all of the Creature’s Techniques. 


DURATION OF A NAMEKIAN FUSION 


A Namekian Fusion has Maximum Stability Hit Points 
equal to 5x the number of Assimilated Namekians and 
has one Assimilated Namekian seperated from them for 
each 5 Stability Hit Points that they lose. 

Alternatively, a Wish Spell or use of a set of Dragon 
Balls can undo the Assimilation effect. 


NAMEKIAN BIOLOGY 


Namekians do not eat and survive only off of water. Due 
to this liquid nature namekians are able to stretch thier 
limbs for combat and utility purposes. 

Your Unarmed Strikes, Melee Weapon Attacks and 
Armed/Unarmed Techniques gain 5 feet of the Reach 
Property equal to your Ki Rank. When you make a 
Grapple Check you count as 1 Size Category larger for 
each rank of Reach Property. 


NAMEKIAN LINEAGE 


The Clan you originate from heavily impacts your 
abilities as a Namekian. At 1st Level you must choose 
one Lineage to gain the benefits from, detailed at the 
end of this Race: 


e Dark Clan Namekian 
e Dragon Clan Namekian 
e Warrior Clan Namekian 


PICCOLO 
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SOUNDS OF THE UNIVERSE 


The ears of Namekians are fine-tuned to hear oncoming 
noises so that they may hear danger encroaching on 
their homeworld. You gain a Static Bonus to hearing 
based Perception Checks and Passive Perception equal 
to your Proficiency Bonus. Additionally should you gain 
the ability to Sense Ki, you may hear the surroundings 
of any creature you Sense. 

Unfortunately your incredible hearing comes at a 
cost, you gain Vulnerability to Thunder Damage. 


TELEPATHY 


Namekians can speak telepathically to anyone within a 
mile that they know well. This range is increased to 10 
miles at Level 5, Continent-wide at Level 10, Planet- 
wide at Level 15, and Galaxy-wide at Level 20. 

This Feature can also target any creature who you 
can find through Sense Ki, so long as it is not from a 
Scouter. 


NAMEKIAN LINEAGES (CONT.) 
DARK NAMEKIAN 


These Namekians are hardier than most and are usually 
demonized in Namekian Society due to their duller 
colors and lack of distinct Namekian abilities. Dark 
Namekians have mastered their own regenerative 
capability, some say they evolved purely to combat the 
raging discrimination they once faced. You gain the 
following benefits: 


Demonic Durability 
Increase your Constitution Ability Score by 2. 


Hellish Regeneration 

As an Action or Bonus Action on your turn, you may 

expend Ki Points to regain twice as many Hit Points. 

This can not raise you above your Hit Point Maximum. 
Additionally as an Action on your turn, you may 

expend 10 Ki Points to regenerate a lost limb. 


DARK NAMEKIAN NARAKU (DRAGON BALL ONLINE) 
AMINOAPPS 


DRAGON CLAN WARRIOR CLAN 


Those attuned to the spirit of Zalama the dragon god. Namekians born for combat that can utilize the 
these namekians are spiritually gifted and some even monsterous Titan form. 
manage to emulate Zalama himself by creating Dragon 
Balls. Stunted Regeneration 

As an Action or Bonus Action on your turn, you may 
Ancient Teachings expend Ki Points to regain half as many Hit Points. 
Increase your Intellegence Ability Score and Wisdom This can not raise them above their Hit Point 
Ability Score by 1. Maximum. 

Additionally as an Action on your turn, you may 

Draconic Blessing expend 30 Ki Points to regenerate a lost limb. 
As an Action or Bonus Action on your turn, you may 
expend Ki Points to regain that many Hit Points. This Titan Namekian 
can not raise you above your Hit Point Maximum. You gain the Titan Namekian Transformation. 


Additionally you may touch a willing creature as an 
Action and expend Ki Points to restore half as many Hit 
Points to the Creature. This can not raise them above 
their Hit Point Maximum. 


Warrior’s Frame 
Increase your Dexterity Ability Score and Strength 
Ability Score by 1. 


NAMEKIAN (DBO) 
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NEKO MAJIN 


Alien 
HISTORY 


Neko Majins are an incredibly rare and mystical species 
capable of truly miraculous level of mimicry. Due to 
their magical nature they were once hunted to near 
extinction and most live in relative seclusion or small 
groups of 2 to 3. 


PHYSICAL DESCRIPTION 


Neko Majins in their true form resemble a small bipedal 
cat. They are intellegent and understand the concept of 
clothing, though some don’t quite figure out the 
execution of it. 


SOCIETY 


Neko Majins no longer have a dedicated society and 
instead are masters of integrating themselves into any 
society they find themselves in, changing their behavior, 
looks, and even identities to match if needed. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 


Charisma +2, Constitution or Wisdom +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 


You can speak common and 1 additional Language of 
your choice. 


SKILLS 
You gain any 2 Skills of your choice. 


NEKO MAJIN 
MAXIUCHIHA22 


RACIAL FEATURES 


MAGICAL SHAPE-SHIFTERS 


Years of hiding have made Neko Majins a master of 
hiding their true self. 

At Level 1 you know the Disguise Self and Alter Self 
Spells as if through the Mysticism Class Feature except 
their duration becomes 8 hours. 

At Level 10 you also gain the Polymorph Spell as if 
through the Mysticism Class Feature. 


These Spells can only target yourself. 


MYSTICAL MIMICRY 


You're ability to shape shift is so incredible that it allows 
you to mimic another’s very DNA. 

As a Reaction to seeing a creature activate a Form 
you may memorize that Form, without Form 
Modifications, for your own use, even if it is a Racial 
Form. You must have God Ki to copy a Godly Form. 


You keep this specific Form and may activate it at a 
later time, if you were to use this Feature again you may 
replace your current memorized Form, ending the Form 
if it was active. 


NATURAL INNOCENCE 


Your soul is bright and shining, even the most evil of 
Neko Majin radiates joy. You have advantage on all 
Saving Throws against being Berserk, Charmed, or 
Frightened. 


PRODIGIOUS LEARNERS 


You are a natural master of replicating what you see. 
You begin the game at Level 1 with the Eagled-Eyed 
Adaptation Heroic Feature but you may use it a number 
of times per long rest equal to your Proficiency Bonus. 

You can memorize a number of Techniques equal to 
your Intellegence Modifier at a time, replacing one of 
your choice if you were to exceed your maximum. 


SMALL BUT LEGENDARY 


At Level 1 you gain a single Heroic Feature. This does 
not count as gaining a Heroic Feature as a Class 
Feature. 


NEO MACHINE MUTANT 


Alien 
PHYSICAL DESCRIPTION 


Made of a futuristic bio-metal, Neo Machine Mutants 
were created by Tuffle scientists to appear unassuming 
amongst the populous to act as soldiers in response to 
threats. 


HISTORY 


Years of being invaded for either their luxurious planet 
or advanced led to the development of the Neo Machine 
Mutants. Once the devastation of Planet Plant was over 
the remaining Neo Machine Mutants that remained 
wandered hoping to find a new purpose, and even some 
seek revenge for the home they once lost. 


SOCIETY 


Since the lose of their home Neo Machine Mutants have 


little to no society to speak of without a Tuffle family to 
protect. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 

Any one Ability Score +2, Any one Ability Score +1 
SPEED 

Your Base Walk Speed is 30 feet. 


LANGUAGES 


You can speak Common and 1 additional Language of 
your choice. 


SKILLS 
You gain any 2 Skills of your choice. 


RACIAL FEATURES 


ECLIPSING BIOLOGY 


You were created with the capability to merge with 
other creatures, though the methodoligy may vary. 
Choose one of the following Fusion Methods to gain 
access to: 


e Parasitic Fusion 
e Symbiotic Fusion 


PARASITIC FUSION 


As an Action on your turn you may attempt to force a 
Creature that you are Grappling, that is not a Neo 
Machine Mutant, to allow you to merge with them. The 
targeted must make a contested Charisma Check 
against you or become a Parasitic Fusion. 


Duration of a Parasitic Fusion 
The Parasitic Fusion is under the control of the Neo 
Machine Mutant on its turn and treats its Participants’ 
Hit Die as its Stability Hit Points, reducing one of the 
Participant’s Current Hit Die amount by 1 at the start of 
each of its Turns, ending the Fusion once it reachs zero. 
Should a Parasitic Fusion reach zero Hit Points, they 
are Defused with both Participants at zero Hit Points. 
Alternatively the Neo Mutant Machine may choose to 
end this Fusion as an Action on the Parasitic Fusion’s 
Turn, returning all remaining Hit Die to the 
Participants. 


Mechanics of a Parasitic Fusion 

For the Duration of a Parasitic Fusion, all of the 
following Statistics of the Neo Machine Mutant are 
transfered to the Parasitic Fusion: 


e Class Features 
e Feats 

e Forms 

e Hit Die 

¢ Ki Points 

e Techniques 


Additionally, the Parasitic Fusion gains access to all 
Tufflized Family Forms and must have one active at all 
times. This effect forcibly ends, or moves if possible, any 
Power-Up that is currently active to activate the 
Tufflization Power-Up. 


SYMBIOTIC FUSION 


As an Action on your turn you may merge with a willing 
creature within your Melee Range, turning them into a 
Symbiotic Fusion. 


Duration of a Symbiotic Fusion 
A Symbiotic Fusion has the Ki Upkeep of all Tufflized 
Family Forms increased by 20 and lasts until the 
Symbiotic Fusion can no longer afford to pay the Ki 
Upkeep. 

Additionally whenever a Symbiotic Fusion has a 
Tufflized Family Form active, they defuse if they ever 
choose not to pay the Ki Upkeep. 


Mechanics of a Symbiotic Fusion 

For the Duration of a Symbiotic Fusion, all of the 
following Statistics of the Neo Machine Mutant are 
transfered to the Symbiotic Fusion: 


e Class Features 
e Feats 

e Forms 

e Hit Die 

e Ki Points 

e Techniques 


Additionally, the Symbiotic Fusion gains access to all 
Tufflized Family Forms and must have one active at all 


times. This effect forcibly ends, or moves if possible, any 


Power-Up that is currently active to activate the 
Tufflization Power-Up. 

Finally once a Tufflized Family Form is actived, you 
may only replace it with a Tufflized Family Form with a 
higher Ki Upkeep. 


LIQUIFICATION 


You have the ability to change your form into an 
amorphous blob or back to your original form as an 


Action or Bonus Action on your turn. While in your Blob 


Form you gain the following benefits: 


e You gain Resistance to all Damage Types except for 
Psychic. 

e You may slip through cracks as small as one inch 
wide 

¢ Your Unarmed Strikes deal 1d4 Damage. 

e You can not use the Ki Blast Action or Cast 
Techniques. 

e You gain Advantage on Stealth Checks. 

e Targets gain a negative equal to your Ki Rank when 
making contested Charisma Checks against you. 


NANOMACHINE FORM 


Your Creature Tag becomes Construct and you do not 
suffer negative effects from not eating. 

Additionally, your body is composed of reconstructive 
nanomachines which allow you to rebuild your form 
when injured. As an Action on your turn you may roll 
any number of your available Hit Die and regain double 
that amount in Hit Points. 


SEMI-SOLID FORM 

Your body flexes against intense pressure, softening the 
impact. You have Resistance to Fall Damage. 
SIGNATURE UPGRADE 


A piece of advanced technology has been perfectly 
integrated into your mechanical form. You gain an 
option from the High-Tech Parts List, this does not fill 
an Attunement Slot. 


OREN 
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SATEERY 
Alien 


HISTORY 


Not much is known about this ancient magic bearing 
race. They are very far and few and only occasionly 
reproduce, immiedietly abandoning their offspring 
trusting their magic to keep them safe. 


PHYSICAL DESCRIPTION 


Large and goat-like the Sateery are a race capable of 
living longer than civilizations and almost none have 
ever been documented to die of old age. 


SOCIETY 


One they were a powerful race of magic users, stories 
suggest they were responsible for teaching the wizard 


Bibidi magic and were thanked for their generosity with 


destruction from his later creation, Majin Buu. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 

Wisdom +2 or Charisma +2, Intellegence +1 
SPEED 

Your Base Walk Speed is 30 feet. 
LANGUAGES 


You can speak common and 1 additional Language of 
your choice. 

SKILLS 

You gain the Nature and Arcana Skills. 


RACIAL FEATURES 


ENERGY THIEF 

As an Action, you may radiate a 10 foot radius of 
Stamina draining energy. This radius increases by 10 
feet each time your Proficiency Bonus increases. This 


Feature requires concentration to maintain and cost at 


least 20 Ki. 


Whenever a creature enters this space or begin/ends 


it’s turn in the radius you absorb 1 Stamina per 20 ki 
spent to maintain this feature. 

All Stamina gained in this way over your maximum 
becomes Temporary Stamina. 


Major MysTICISM 


At 1st Level you must choose one branch of magic, this 
can not be changed later. You gain Spells from the 
chosen list at Character Levels listed below: 


e At 1st Level, you gain a 2nd Level or lower Spell 
e At 4rd Level, you gain a 4th Level or lower Spell 
e At 7th Level, you gain a 5th Level or lower Spell 
e At 10th Level, you gain a 6th Level or lower Spell 
e At 13th Level, you gain a 7th Level or lower Spell 


Charisma is your Casting Modifier for these Spells 
and they are casted as if through the Mysticism Class 
Feature. 


MAGICAL WEAKNESS 


You have Resistance to Energy Damage but have 
Disadvantage on all Saving Throws from Spells. 
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MYSTICAL NATURE 


Your biology is fueled by magic. As a Bonus Action on 
your turn you can enter the Mystical Condition, this 
condition lasts for a number of rounds equal to your 
Proficiency Bonus. 

You may use this feature once per Long Rest, each 
additional time you choose to use this feature you gain 1 
Rank of Exhaustion. 


SATEERY ASSIMILATION 


As an Action on your Turn you may target an 
Unconcious or willing Creature and Assimilate them, 
turning you into a Sateery Fusion. You gain the 
Creature’s Assimilated Power until you are seperated 
from your Assimilated Creature. 

You may Assimilate a single Creature in this way at a 
time and can not Assimilate a Creature who is 
comprised of more than one Creature already. 


ASSIMILATED POWER 


e All of the Creature’s Feats 

e All of the Creature’s Forms and Form Modifications 
e All of the Creature’s Techniques. 

e All of the Creature’s Racial Features. 

e All of the Creature’s Trained Features. 


DURATION OF A SATEERY FUSION 


A Sateery Fusion has Maximum Stability Hit Points 
equal to the Sateery’s Character Level and are 
seperated from their Assimilated Creature should they 
ever reach zero Stability Hit Points. 


Alternatively as an Action on your turn, you may choose 
to take 1 Rank of Exhaustion as you forcibly regurgitate 
the Assimilated Creature to end the Fusion early. 
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SEKHMEN-JIN 
Alien 
Naimed by @sajinsin 


HISTORY 


A long time ago on a desert planet who’s name time has 


forgotten, this race exsisted as gods over the common 
folk. Legend tells of a true god appearing one day, 
taking the Pharoh away and destroying his planet in 
retribution for his hubris. Thankfully Phelines exsisted 
out in the stars and the species lived on. 


PHYSICAL DESCRIPTION 


Standing between 4 and 6 feet fully grown, Phelines 
come in many skin tones with varying degrees of hair. 
Due to the nature of their homeworld Phelines from 
their home star sector universally tend to be hairless 
with skin that is shades of pink or purple. 


SOCIETY 


On their home planet they exsisted as a theocratic 
monarchy, though each believed themselves to be the 
blood creations of a much older god. This common 
believe led them to lead by strength and combat alone 
while being praised by the other species of their planet. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 
Dexterity +2 or Strength +2, Constitution +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGES 

You can speak Common and 1 additional Language of 
your choice. 

SKILLS 

You gain the Survival and Acrobatics Skills. 


RACIAL FEATURES 


BURNING SOUL 


Due to their supposed connection or perhaps some 
other strange genetic trait, Sekhmen-jin can choose to 
turn any Energy Damage they deal into Fire Damage. At 
Level 10 this ignores Resistance and treats Immunity as 
Resistance. 


CaT NAP 


@DomDom suggested 

Sleep is good, especially for you. Once per day, when 
you take a Short Rest you restore full Stamina instead 
of half. 


NINE LIVES 


You are extremely hard to kill, you gain proficiency in 
Dexterity Saving throws. If you already have that 
proficiency you may choose 1 Saving Throw that you do 
not already have proficiency in. 


PREDATORY COMBAT 


Your predatory nature shines when in combat. Your 
Unarmed Strikes can deal Slashing Damage and have 
their Unarmed Strike Damage Die increased by 1 step. 

On your turn if you take the Attack Action, Ki Blast 
Action or use a Technique that deals damage before you 
move or take any other action you gain +1 Power until 
the start of your next turn. 


PREDATORY RAGE 


As a Bonus Action on your turn you can enter the 
Enraged Condition, this condition lasts for a number of 
rounds equal to your Proficiency Bonus. 

You may use this feature once per Long Rest, each 
additional time you choose to use this feature you gain 2 
Ranks of Exhaustion. 


BEERUS 
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XENO 


Humanoid 
PHYSICAL DESCRIPTION 


Some inhabitants of the universe don’t fit into any 
existing categories and instead feature completely 
unique biology and culture. They hail from extremely 
diverse planets and environments, giving them 
adaptations and traits that almost no other residents 
across the universe possess. 


HISTORY 


These individuals tend to follow a nomadic lifestyle, 
roaming the galaxies rather than sticking to a particular 
home world. As a result most inhabitants of planets they 
visit typically refer to them simply as Xenos. 


SOCIETY 


Xenos usually possess sharp intellects and advanced 
technological skills as they make frequent use of space 
travel and the mechanisms associated with it, aiding 
them in their ability to integrate themsleves across the 


galaxy. 
RACIAL TRAITS 


ABILITY SCORE INCREASE 

Increase all Ability Scores by 1 OR increase 2 by 1 and 
choose a Feat. 

SPEED 

You have a Base Movement Speed of 35 feet. 


LANGUAGE 

You can speak Common and 1 other Language of your 
choice. 

SKILLS 


You gain the Technology Skill and one other Skill of 
your choice 


RACIAL FEATURES 
Know-How 


Due to the ever changing nature of your life, it has 
become easier to learn things as you go and make the 
best of every opportunity to do so. 

Whenever a Level-Up would not grant you a 
Technique, you gain one, and you gain an additional 
Technique every Level beyond 20. Additionally, you gain 
1 additional Training Boon each time you have a 
Training Arc. 


More “BEAST” THAN “MAN” 


You are closer to being a large animal than other 
intelligent species. You are treated as a Beast instead of 
a Humanoid to any Effect that would check what kind of 
Creature you are. 


PRIMAL ENERGY 


You are far more physically fit than most other 
humanoid races. At 1st Level and every time you Level- 
Up you gain +1 to your Maximum Stamina Points and 
+1 to your Maximum Hit Points. 


XENO CHARACTERISTICS 


Requires: Animal Lineage Racial Feature 

Choose two options from the Bestial Characteristcs 
List listed at the end of this Race, these can not be 
changed later. 


XENO LINEAGE 


Your animal nature shows itself in a variety of ways. 
You must choose your Lineage from the following list, 
detailed at the end of this Race: 


e Aquatic 

e Avian 

e Crystaline 
e Mammal 

e Reptile 


Tosi (HEROES) 
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XENO LINEAGE (CONT.) 
AQUATIC 


You possess a mucus lined skin or a covering of light 
scales that help you move smoothly in the water. 


Born to Swim 
At 1st Level you gain the Nonterrestrial Fightning Style 
from the Warrior Class. 


Semi-Aquatic 

You are capable of breathing underwater as well as in 
open air. Additionally, you may hold your breath for 
twice as long. 


AVIAN 


You possess feathers, a beak, and even have arms that 
double as wings. 


Echolalia 

Your voicebox is made to be contorted for incredible 
effect. You gain a Static Bonus to Performance Checks 
that involve talking, singing, or impersonating another 
sound equal to your Ki Rank. 


Winged Form 

Your arms function as wings. So long as you are not 
holding a Weapon in either hand you gain a Fly Speed 
equal to 15x your Ki Rank. 


CRYSTALINE 


Though rare, Crstaline Xenos are highly durable and 
stand out as the least “animal” of all Xenos. 


Crystal Body 

You body is made of a strong crystal structure. You gain 
Damage Reduction equal to half of your Proficiency 
Bonus, rounded up. 


Silicon Based 

Your body is made of a natural silicon-like material. The 
More “Beast” Than “Man” Racial Feature makes you a 
Construct rather than a Beast. 


MAMMAL 


MammalType Xeno are a widely seen type of Xeno, 
able to survive in many enviroments and possessing 
superior strength. 


Dread Hunter 

Your animal instincts are geared toward finding prey 
and noticing threates. You gain a Static Bonus equal to 
your Ki Rank on any Skill Check to locate a creature 
that you have previously seen, or have identified with Ki 
Sense. 


Polyphasic Sleep 

Due to your animal instincts you find it almost 
impossible to sleep through the night, instead sleeping 
in sporadic naps that leave you minimally aware of their 
surroundings. You only need to sleep for 4 hours out of 
a Long Rest, leaving the other 4 hours for light activity. 
Additionally, you may make perception checks as if you 
were awake while you are Unconscious. 


REPTILE 


You are cold blooded and have scales that protects your 
vulnerable form. 


Hard Scales 

Your scales are still immature but will harden through 
experience. You gain Damage Reduction equal to your 
half of your Proficiency Bonus, rounded up. 


Lizard Brain 

Your reptilian nature causes you to be impossible to 
sway through magical effects. are Immune to any 
magical effect that would attempt to impart the Berserk, 
Charmed, or Frightened Condition. 


XENO CHARACTERISTICS (CONT.) Enhanced Physicallity 
GENERAL XENO CHARACTERISTICS Your animal muscularity helps you with physical acts. 
You gain Proficiency in your choice of Acrobatics or 


The following Xeno Characteristics can be chosen Athletics, if you already have Proficiency in the chosen 


regardless of what Xeno Lineage you choose: Skill you gain Expertise in it. 


Aquatic Hunter 
You are a master of the water and the ability to go 
unnoticed while in it. Whenever you are in water or a 


Magnetic Navigation 

You can sense the planet’s magnetic fields, aiding in 
long-distance navigation. So long as you are on a Planet, 
similar liquid, you are considered Heavily Obscured. you have Advantage on Survival Checks to find your way 


4 Tes over vast distances and in unfamiliar terrain, such as 
Bio-Electricity 


You possess a unique but organ that creates an 
electrical current to be used to empower your natural 
energies. You may replace the Damage Type of any 
Melee Weapon, Unarmed Strike, Basic Ki Blast or 
Technique that you cast to Lightning Damage. 


tracking or orienting yourself in a large, unexplored 
area. 


Membranous Eyelid 
You possess an additional, translucent eyelid that helps 
scatter bright lights and defend from debris. As a Bonus 


, : Action on your turn, you may end the Blinded Condition 
Bioluminescence 


You are capable of illuminating the surrounding area 
with your own light. As an Action or Bonus Action on 
your turn you make give off Bright Light for 10 feet and You are capable of producing explosive gas that can 
Dim Light for another 10 feet. This effect requires ignite as you expel it. You may replace the Damage 
Concentration to maintain. Type of any Melee Weapon, Unarmed Strike, Basic Ki 
Blast or Technique that you cast to Fire Damage. 


on yourself. 


Methane Production 


Burrowing 
You are capable of tearing through the ground to 


traverse. You gain a 30 foot Burrow Speed. é = 
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You possess natural armor made of chitin, keratin, or 
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other natural building blocks. You gain a bonus to AC 
equal to your Ki Rank. Va 


Climbing Expert 

You have a Climbing Speed of 30 feet, allowing you to 
scale vertical surfaces and cling to walls without 
needing to make an Ability Check. This Climbing Speed 
functions similarly to your Walking Speed and can be 
used to traverse surfaces or obstacles. 


Darkvision 
Your eyes are specialized for sight in low light 
conditions. You gain Darkvision in a range of 60 feet. 


Echolocation 

You are capable of sending out sharp clicks into your 
surroundings. As a Bonus Action on your turn you may 
chirp, granting you Blindsight in a range of 30 feet until 
the end of your next turn. “4 
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Mighty Beast 
You are larger than your contemporaries. You are 
always under 1 Rank of Enlarged. 


Molt on command 

You may shed your feathers, scale, or exoskeleton to 
heal yourself. As an Action on your turn you may roll 
any amount of Hit Die and regain that many Hit Points, 
this can not restore you above your Maximum Hit 
Points. 


Natural Weapons 

You possess sharp claws that can be used for combat. 
You may replace the Damage Type of any Unarmed 
Strike or Unarmed Technique that you cast to Slashing 
Damage. 


Pack Tactics 

Your instincts are to hunt with the rest of your pack. 
Whenever you make an Attack Roll against a creature 
within 5 feet of an allied creature, you have Advantage 
on it. 


Pheromone Communication 

You can use chemical signals to communicate with 
others of your species. You can use this ability to 
coordinate complex actions like defense or finding food 
with any creature similar to your Lineage within 1 mile, 
provided they understand your chemical signals. This 
communication can convey simple instructions or 
emotional states but cannot convey complex concepts. 


Poison Bite 

You possess a sharp set of fangs capable of granting a 
debilitating toxin. As a Bonus Action on your turn you 
may bite a creature within your Unarmed Strike Range. 
Make an Unarmed Technique Attack Roll against the 
target, granting the Poisoned Condition for 1 minute on 
a hit. A Poisoned Creature may remake the Saving 
Throw at the end of their turn to end the effect early. 


Poison Secretion 

You possess a unique but weak organ that creates a 
thick poison to be used to kill your enemies. You may 
replace the Damage Type of any Melee Weapon, 
Unarmed Strike, Basic Ki Blast or Technique that you 
cast to Poison Damage. 


Powerful Leaps 

Your legs are built for short-twitch movement which 
greatly increases your ability to jump. When you make a 
running long jump, you can cover a distance up to 10 
times your Strength Score in feet. When you make a 
standing long jump, you can cover a distance up to 5 
times your Strength Score in feet. Your high vertical 
leap allows you to jump a number of feet equal to 3 + 
your Strength Modifier. 


Prehensile Tail 

You possess a tail long enough to be wrapped around 
your waist. It cannot lift anything over 10 pounds, and is 
susceptible to pain. Additionally, you may wield a Light 
Weapon with it as if it were an additional Of-Hand. 


Regenerative Body 

You are capable of detatching limbs on command. As an 
Action on your turn you may detatch 1 Limb of your 
choice to end a Grapple that is effecting you. 
Additionally, you may expend 2 Stamina as an Action to 
regrow any singular lost Limb. 


Shifting Pigmentation 

You possess a natural ability to hide yourself. As an 
Action on your turn you may attempt to hide yourself 
with this ability. So long as you hold Concentration, you 
have Advantage on all Stealth Checks and your Passive 
ki Stealth is considered 5 higher than it actually is. 


Sharp Vision 

You have Advantage on Wisdom (Perception) Checks 
that rely on sight. You can see clearly at long distances, 
granting you a range of vision up to twice the normal 
distance for spotting creatures or objects. You also have 
Advantage on Perception Checks to spot fine details or 
hidden features. 


Temperature Adaptation 

You are naturally adapted to hot climates. You have 
Resistance to Fire Damage and Advantage on any 
Saving Throw made to ignore the negative effects of 
extremely hot enviroments. 


Thick Hide 

Your covered in a dense layer of hair or insulating skin. 
You have Resistance to Cold Damage and Advantage on 
any Saving Throw made to ignore the negative effects of 
extremely cold enviroments. 


Toe Pads 

You feet are tipped with pads that aid in traction control. 
So long as you are not wearing shoes you have 
Advantage on Saving Throws against being knocked 
Prone. Additionally, you are not effected by the effects of 
Difficult Terrain while you are on the ground. 


Toxin Tolerance 

Your body is adept at fighting off poisons and toxins. 
You gain Advantage on Saving Throws against effects 
that would deal Poison Damage or give you the 
Poisoned Condition. Additionally, you have Resistance 
against Poison Damage. 


YARDRATIAN 
PHYSICAL DESCRIPTION 


A relitively small race in comparison to most, standing 
between 3 and 5 feet tall, Yardratians are a peaceful and 
deeply spiritual people. Seperated between 2 visual 
destinct but otherwise virtually identical species. The 
breed standing closer to 5 feet tend to be Pink with 
wrinkled skin and multicolored spots while the smaller 
breed are smooth skinned and come in a wide variety 
and gradient of colors. 


HISTORY 


Not much is known of the ancient history of the 
Yardratians as most important knowledge is only known 
by their leader: The Great Elder. Very occasionally a 
yardratian is born with incredible combat potential and 
they are quickly exiled after their training is complete to 
become the guardian of the planet. 


SOCIETY 


The planet of Yardrat funtions as a planetary wide 
monastary, preaching the understanding and masterery 
of the Spirit inside of everything. They are an incredibly 
peaceful people who under normal circumstances never 
leave their home planet. 


RACIAL TRAITS 


ABILITY SCORE INCREASE 
Wisdom +2 or Intelligence +2, Charisma +1 


SPEED 
Your Base Walk Speed is 30 feet. 


LANGUAGE 

You can speak Common and one additional Language 
of your choice. 

SKILLS 

You gain the Ki Control and History Skills. 


RACIAL FEATURES 


BOUNTIFUL ENERGY 

Your energy flows far easier then others. Anytime you 
would regain Ki Points, you regain additional Ki Points 
equal to your Ki Rank. 


Know-How 


Due to the ever changing nature of your life, it has 
become easier to learn things as you go and make the 
best of every opportunity to do so. 

Whenever a Level-Up would not grant you a 
Technique, you gain one, and you gain an additional 
Technique every Level beyond 20. Additionally, you gain 
1 additional Training Boon each time you have a 
Training Arc. 


MASTERS OF SPIRIT 


You have spent your life in tune with your own spirit and 
due to this you can manipulate it with little effort. 
You gain the option to reduce the casting time of any 
Spirit Control Trained Feature you use by 1 step. 
(Action>Bonus Action>Reaction) 


POWERFUL ENERGY 


Your energy is so dense that it can bore through 
defenses. Your Basic Ki Blasts ignore Resistance to 
Energy Damage. 


SPIRIT CONTROL PROGENITOR 


At Level 1 you gain 1 Spirit Control Trained Feature of 
your choice. You also gain an additional Spirit Control 
Trained Feature each time your Ki Rank increases. 


YARDRATIAN 
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SUBRACES 


Sub-race are racial modifiers that can be added to your 
race. After you have decided your primary race you may, 
if you qualify for it, designate a Sub-race. 

When choosing your sub-race you may replace up to 
3 racial features of your primary race with the racial 
features of the Sub-Race. 


Note: You may not have more than 1 Superiority Racial 
Feature or repeat Racial Features by any means. 


CYBORG 


Unavailable to Androids and Bio-Androids 


You've been rebuilt, they had the technology, and now 
your body is as much man as machine. 


SUB-RACE FEATURES 


CRANK GENERATOR 

Your body possess a special generator that recharges 
you whenever you make excessive movements. Anytime 
you take the Attack Action you regain Ki Points equal to 
double your Ki Rank. This effect can not restore you 
above your Maximum Ki Points. 


SIGNATURE UPGRADE 

A piece of advanced technology has been perfectly 
integrated into your mechanical form. You gain an 
option from the High-Tech Parts List, this does not fill 
an Attunement Slot. 


UPGRADE COMPATABILITY 


Your electronics are primed for upgrade. You do not 
gain any Negatives for Attuning to High-Tech Parts. 
Additionally, you gain the Construct Tag. 


EXPERIMENT 
Unavailable to Androids and Bio-Androids 


Rigerous experimentation on your DNA has left you 
partially merged with another Race. 


SUB-RACE FEATURE 


EXPERIMENTAL DNA 

Through intensive experimentation for an extended 
time frame has allowed you, or another, to implant DNA 
from another species into yours. Gain one Racial 
Feature from a Race of your choice. 


By DM’s discretion you may take this Sub-Race Feature 
additional times. 
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HYBRID 
Unavailable to Alien Races 


Your parents were not the same species, though were 
close enough to still produce someone like you. 


SuB-RACE FEATURES 


DILUTED BLOOD 

Choose a Humanoid Race that is not your Race, this is 
now your Hybrid Bloodline. You may replace this Sub- 
Race Feature with a Racial Feature from your Hybrid 
Bloodline 


MIXED BLOOD 
Requires: Diluted Blood Sub-Race Feature 


The blood of your Father is strong in your veins. You 
may replace this Sub-Race Feature with a Racial 
Feature from your Hybrid Bloodline 


POTENT BLOOD 
Requires: Mixed Blood Sub-Race Feature 


The blood of your Father is so strong that it is can be 
hard to tell which parent was which. You may replace 
this Sub-Race Feature with a Racial Feature from your 
Hybrid Bloodline 


UNSTABLE GENETICS 
Requires: Diluted Blood Sub-Race Feature 


The mixture of genetics leads to issues with your 
psyche. Once per Long Rest you may use your Bonus 
Action to gain the Enraged Condition for a number of 
Rounds equal to your Proficiency Bonus. 


GOTEN AND TRUNKS 
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BLESSING OF KOMEDI 
(JOKE CHARACTER) 


Sometimes during the birth of a creature the Universe 
itself takes notice, and laughs at them. Those carrying 
the divine blessing of Komedi are born with unholy 
amounts of luck, though no one can ever truly 
determine if it is good or bad. 


SUB-RACE FEATURES 


DIVINE COMEDY 


Whenever you roll a 1 on a d20 roll, you may treat it asa 
20, however the next 20 you roll becomes a 1, this 
Feature can then be used again. 

This Feature persists between game sessions. 


SHENANIGANS 


Something always seems to go wrong when people 
attack you. You have Resistance to all Magical and 
Nonmagical Bludgeoning, Piercing, and Slashing 
Damage. 


Wacky ANTICS 


Something about the way you carry yourself can make 
those around you burst into laughter. An amount of 
times per Long Rest equal to half of your Proficiency 
Bonus, you may know and may cast Tasha’s Hideous 
Laughter Spell as if through the Mysticism Class 
Feature. You may also Master this Spell as if it were a 
Technique without a Class Feature to allow you to do 
SO. 
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MUTANT 


Whether through a genetic abnormality or just chance 
your genetics are strange when compared to the rest of 
your species. 


SuB-RACE FEATURES 


NEVERENDING ENERGY 


You never seem to tire. At 1st Level and everytime you 
Level-Up you gain an additional 1 Maximum Stamina. 
Additionally you may ignore the negative effects of 1 
Rank of Exhaustion, though still die at 10. 


LIMITLESS 


You seem to have a higher ceiling for strength then 
others. You gain a bonus to your Maximum Power 
Overload equal to your Ki Rank. 


UNCONTROLLABLE POWER 


Your power seems to be magnified and hard to control. 
All Forms and Form Modifications you use gain a +1 
Power Bonus. Additionally, you recieve a negative to 


your Maximum Power Overload equal to your Ki Rank. 


TITANIC VITALITY 


You are supernaturally tough for your kind. You gain 
Damage Reduction equal to half of your Proficiency 
Bonus, rounded up. 
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SPEEDSTER 


Blessed with the gift of super speed for one reason or 
another, you are the embodiment of “Gotta go fast”. 


SUB-RACE FEATURES 


LIKE THE WIND 


While you are taking the Dash Action you are unaffected 
by Difficult Terrain. 


QUICKER THEN THE REST 


Your Base Walk Speed is 2x your race’s Base Walk 
Speed and you can Dash as a Bonus Action on your 
turn. While you are under the effects of the Dash Actin, 
you may travel vertically or horizontally across any 
surface, such as up walls or across water so long as you 
do not end your turn there, falling if you do. 


SPEED FORCE 


You’re quick, some may even call you “The Fastest 
Thing Alive”. At Level 1 you gain the Super Speed 
Power-Up. Additionally, you gain access to Super Speed 
Form-Specific Modifications as listed in the Form- 
Specific Modifications Section. 


DysPo 
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PREHISTORIC BLOOD 


Saiyan Race Only 


Born in ancient times, these Prehistoric Saiyans boast a 
potent, primal Ki that drives them to seek out powerful 
foes to test themselves in battle. Though many are 
prime examples of ‘survival of the fittest’ or ‘might 
makes right’, there are still kind-hearted Saiyans to be 
found among the brutish bunch. 


SuB-RACE FEATURES 


NOSE For BATTLE 


Saiyans in ancient times were blessed with the ability to 
“sniff out” strong foes. Due to their lack of 
understanding of true Ki capabilities, this was done in a 
much more true sense. You can sniff out creatures with 
a Power Level that are not Concealing it. 

As an Action on your turn, make a Wisdom 
(Perception) Check at Advantage to Sense Ki at a 
Continental Scale. You have an inate sense of the 
location and Power Level of any creature you sense with 
this method so long as you hold Concentration and they 
remain on the same Continent as you, or the equivalent 
distance. Whenever you Rank Up your range for this 
effect increases as listed below: 


e Ki Rank 2 - Planetary 

e Ki Rank 3 - Solar System 

e Ki Rank 4 - Galactic Sector (Roughly 25% of a 
Universe) 


This Feature it is not effected by Ki Exhaustion. 


PREHISTORIC LINEAGE 
Replaces: Saiyan Lineage Racial Feature 


In the ancient times there were two distinct bloodlines 
of Saiyans that rose to great power before seemingly 
vanishing. You must choose one of the following 
Lineages to gain the benefits of, detailed at the end of 
this section: 


e Saiyan God Blood 
e Dark Saiyan Blood 


WaAR-TORN WORLD 


The Saiyan homeworld was frought with dangers, be 
they animal, landscape, or other Saiyans, but this 
produced a truly tougher breed. You gain Damage 
Reduction equal to half of your Proficiency Bonus, 
rounded up. 
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PREHISTORIC LINEAGE (CONT.) 
DARK SAIYAN BLOOD 


There once was a Saiyan born with such dark malice in 
his heart that his very soul darkened to the point that it 
stained his lineage. You gain the following benefits: 


Powerful Saiyan Tail 
Long enough to be wrapped around one’s waist. It 
cannot lift anything over 10 pounds, and is susceptible 
to pain. Additionally, you may wield a Light Weapon 
with it as if it were an additional OffHand. If your tail is 
ever severed it will regrow after 1d4 weeks, so long as 
you are Level 10 or below. 

While you have your Tail you may use Great Ape 
Forms. 


Tainted Energy 

The darkness in your veins has lead to the 
manifestation of a dark energy. At 1st Level you gain the 
Dark Saiyan Power-Up. Additionally, you can not gain 
the Super Saiyan God Godly Power-Up. 
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SAIYAN GOD BLooD 


You gain the following benefits: 


Powerful Saiyan Tail 
Long enough to be wrapped around one’s waist. It 
cannot lift anything over 10 pounds, and is susceptible 
to pain. Additionally, you may wield a Light Weapon 
with it as if it were an additional Off-Hand. If your tail is 
ever severed it will regrow after 1d4 weeks, so long as 
you are Level 10 or below. 

While you have your Tail you may use Great Ape 
Forms. 


Remnants of the Divine 

The powers of the first Super Saiyan God still runs in 
your blood, however diluted. At 15th Level you gain the 
Super Saiyan God Godly Transformation except it has 
the following modifications until you obtain God Ki: 


e Super Saiyan God does not increase your AC 
e Super Saiyan God has its Power Bonus reduced by 
1, to a total of a +3 Power Bonus. 


Additionally when you gain God Ki, Super Saiyan 
God has its Power Bonus increased by 1, to a total ofa 
+5 Power Bonus. 
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S-CELL OVERLOAD 


Saiyan Race Only 


Saiyans that were born with a genetic mutation and 
produce incredible amounts of S-cells, unfortunately, 
many can’t control this power. 


SuB-RACE FEATURES 


BERSERKER SUPER SAIYAN 
Replaces: Super Saiyan Racial Feature 


Your body produces an overabundance of S-Cells, the 
cell responsible for producing Super Saiyan. At 1st 
Level and above, when you first gain the Enraged 
Condition you unlock and activate the Super Saiyan 
Transformation with the following changes: 


e All Super Saiyan Family Forms gain +1 Power 
Bonus as well as +5 Ki Upkeep. 

e All Super Saiyan Family Forms grant 1 Rank of 
Enlarged. 

e All Super Saiyan Family Forms become Berserker 
Forms with a Starting Berserk DC equal to 8 + 2x 
Super Saiyan Power Bonus. 

e You may not benefit from Super Saiyan Grades 
Family Forms. 


BUBBLING ENERGY 
Replaces: Saiyan Instincts Racial Feature 


You're never quite able to pull back the power of your 


Super Saiyan abilities due to how much power you held 


in at all times. You gain an additional +1 Maximum 
Stamina at 1st Level and every time you Level-Up. 
Additionally, you have Disadvantage on Berserk Saving 
Throws and Saving Throws against the Charmed 
Condition. 


“EVIL SATYAN” 


Requires: Saiyan Lineage (Universe 6) Racial Feature, 
Berserker Saiyan Sub-Race Feature 


Legends in Universe 6 talk about a Saiyan with so much 


power that they could transform and lay siege with the 
entire universe should they be able to control it, those 
that look at you even start to believe it’s true. All Super 
Saiyan Family Forms gain +1 Power Bonus as well as 
+10 Ki Upkeep. 


MIGHTY APE 
Requires: Saiyan Lineage (Universe 7) Racial Feature 


Your massive energy levels have leaked into your Great 
Ape form. While in the Great Ape Form you gain an 
additional Rank of Gigantification and +1 Power while 
the Berserk DC of the Great Ape Form increases by an 
additional +1 every time you succeed the Berserk 
Saving Throw. 

Additionally, the Saiyan Elite Feat does not allow you 
automatically succeed the Berserk Saving Throw for 
Great Ape. 


BROLY 
ZANNINRENDERS 


OPTIONAL: 
REINCARNATION 


Sometimes people die and they pass on to the higher or 
lower planes, sometimes they are brought back to life in 
their bodies and continue their lives where they left off, 
and on even rarer occasions they are reborn into new 
bodies carrying with them a fraction of their previous 
lives abilities. 

When you are a reincarnation you choose up to 3 
Racial Features from your previous life and replace your 
new Racial Features with them. 

If your new body is physically incapable of specific 
Forms such as ones granted through Gates of Power, 
they instead grant cosmetic changes to 
skin/hair/eyes/aura to imitate the visual flair, this does 
not effect the functionality of the Forms themselves. 


Androids can not reincarnate. 
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OPTIONAL: 
REINCARNATION (VARIANT) 


Sometimes people die and they pass on to the higher or 
lower planes, sometimes they are brought back to life in 
their bodies and continue their lives where they left off, 
and on even rarer occasions they are reborn into new 
bodies carrying with them a fraction of their previous 
lives abilities. 

Choose two different Races, one race to be your Main 
Race and the other to be your Dormant Race. You gain 
the Racial Features of your Main Race. Additionally, you 
count as both Races for the purposes of Features and 
Interactions. 

When you would gain an Ability Score Improvement, 
you may alternatively spend 3 points to gain a Racial 
Feature from your Dormant Race. You may only gain an 
amount of Racial Features this way equal to your Ki 
Rank. 


Alternatively, when you would gain the benefits of a 
Training Arc while Training with Partner or Training 
with Master of the same Race as your Dormant Race, 
you may both spend 2 Training Boons to gain a Racial 
Feature of your Dormant Race. You may never have 
more Racial Features from your Dormant Race than 
half of Proficiency Bonus, rounded up. 


CHAPTER 4: CLASSES 


SAIYAN TIGHTENS HER WRISTBANDS AND FLAIRS STANDARD 5E CLASSES 


This system is a REPLACEMENT for dnd 5e and as 
such you should only use races and classes from this 
book. 


her energy before flying at the larger man 

before her, a devestating flurry of punches 

and kicks quickly overwhelm the man who 

is quickly knocked out of the tournament 

arena. 

The young ceralian boy takes a breath to 

steady himself before focusing his vision and letting a 
barrage of ki bullets fly at his would-be assailants. Every 
shot rings true as the 3 older men drop to the ground 
unconcious, all 3 shots had hit a vital location. 

The large android blasts through the line of enemies 
taking shot after shot glancing off his partially 
mechanical body. These people took his normal life 
from him and now he was angry. 

There are many types of fighters in the Dragon Ball 
Universe. From master martial artists to psychic frog 
men to a goatman who eats planets. This Chapter will 
outline the classes designed off the Z - Fighters and 
other characters in the expanded Dragon Ball universe. 
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AGENT 


N THE AGENT 


Level Proficiency Bonus Features 

Ist +3 Close Quarter Combat, Unarmored Defense, Expertise 
2nd +3 Gadgets, Fighting Style 

3rd +3 Heroic Feature 

4th +4 Ability Score Improvement 
5th +4 Extra Attack, Jack of All Trades 
6th +4 Heroic Feature 

7th ars) Expertise 

8th +5 Ability Score Improvement 
9th a5) Battery Pack, Engineering 
10th +6 Heroic Feature 


11th +6 Gadgets 

12th +6 Ability Score Improvement 

13th +7 Extra Attack 

14th +7 Heroic Feature 

15th +7 Empowered Gadgets 

16th +8 Ability Score Improvement 
Reliable Talent 


Gadgets 
Ability Score Improvement 
Quantum Battery 


TECH-SAVVY SOLDIERS HiT POINTS GAINED UPON LEVEL UP 


A Konatsian ducks around a corner, arming a bomb 1d10 (or 6) + Constitution Modifer 
from his bag. He never was much for the powerful 

sorceries some of his peers could do but it didn’t bother Ki POINTS 

him much, he could do enough with the metal in his Ki MopIFIER 

hands. 

“Three against one, maybe you all actually stand a 
chance.” The young ceralian takes a deep breath to 
steady himself, it’s been a long time since he had odds 
stacked against him this far. He throws a small device 
on the ground that slows the attackers before picking 
them apart with deadly efficiency. 

Agents are quick thinkers and even quicker doers. 
Armed with impressive combat abilities and gadgets CASHMAN 
that allow them greater flexibility and versatility. AMINO EES 


CLASS FEATURES 


+1 


As an Agent you gain the following features: 


HiT PoINts 
Hit Dice 


1d10 per Agent level 


Hit POINTS AT FIRST LEVEL 
10+ Constitution Modifier 


PROFICIENCIES 
ARMOR: 


Light and Medium Armor, Shields 


WEAPONS: 
Simple Weapons, Martial Weapons, Monastic Weapons 


TOOLS: 


(a) Disguise Kit, (b) Thieves Tools, or (c) Mechanics 
Toolkit 


SAVING THROWS: 


You have proficiency in Charisma and Intelligence 
Saving Throws 


SKILLS: 


You gain any five Skills of your choice 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e 1 set of Light or Medium Armor 

¢ 1 Toolkit of your choice 

e 1 Martial or Simple Weapon 

e 1 (a) Pistol or (b) Rifle with 1 Magazine 
e A pouch containing 150,000 Zeni 


CLOSE QUARTERS COMBAT 


Close Quarters Combat, or CQC, is a style of practiced, 
practical fighting combinations. You have traditional 
close quarter combat training, gain the following 
benefits when unarmed: 


e You can use a d4 in place of the your Unarmed 
Strike and Finesse Weapon’s Damage Die. This die 
increases as you gain Agent Levels, as shown on the 
CQC Table above. 

e Your Unarmed Strikes have the Finesse Property (if 
they didn’t already), allowing you to use either 
Dexterity or Strength for Attack and Damage Rolls 
with Unarmed Strikes. 

e You may use Dexterity instead of Strength when 
determining Attack Roll Bonus and Save DC for 
Unarmed Techniques. 


UNARMORED DEFENSE 


While you are not wearing Armor or wielding a Shield, 
your AC equals 10 + your Dexterity Modifier + your 
Wisdom Modifier + half of your Proficiency Bonus, 
rounded up. 


EXPERTISE 


At 1st Level, choose two of your Skill Proficiencies, or 
one of your Skill Proficiencies and a Tool Proficiency of 
your choice. Your Proficiency Bonus is doubled for any 
Ability Check you make that uses either of the chosen 
proficiencies. 

At 7th Level, you can choose two more of your 
proficiencies (in Skills or with Tools) to gain this 
benefit. 


GADGETS 


You always have some tool for the situation needed or 
have made your own for just this occasion. Your “spell 
casting” takes the form of tools and machines that 
produce wondrous effects. 

Whenever you gain this feature choose 1 school of 
magic, you may now add Spells and Cantrips from 
schools that you choose to your Learnable Technique 
List. You may not learn or cast a Spell of a higher Spell 
Level than half of your Proficiency Bonus rounded up. 

To cast Spells you spend Stamina equal to the Spell 
Level to cast them. Intelligence is your Casting Modifier 
for these Spells. You do not require a Powersource to 
cast these Spells. 

The list of Magic Schools includes: 


e Conjuration 

e Necromancy 

e Evocation 

e Abjuration 

¢ Transmutation 
e Divination 

e Enchantment 

e [Illusion 


FIGHTING STYLE 


You adopt a particular style of fighting as your specialty. 
Choose one of the following options. You can’t take a 
Fighting Style option more than once, even if you later 
get to choose again. 


RANGED 


You gain a +2 Static Bonus to Ranged Weapon Attack 
Rolls and Basic Ki Blasts. 


BLIND FIGHTING 


You have Blindsight with a range of 10 feet. Within that 
range, you can effectively see anything that isn’t behind 
total cover, even if you’re blinded or in darkness. 
Moreover, you are aware of any invisible creatures 
within that range, unless the creature successfully hides 
from you using Stealth. 


DEFENSE 


While you are wearing Armor, you gain a bonus to AC 
equal to your Ki Rank. 


DUELING 


When you are wielding a Melee Weapon in one hand 
and no other weapons, you gain a +2 bonus to Damage 
Rolls with that weapon. 


GREAT WEAPON FIGHTING 


When you roll a 1 or 2 on a Damage Die for an attack 
you make with a Melee Weapon that you are wielding 
with two hands, you can reroll the die and must use the 
new roll, even if the new roll is a 1 or a 2. The weapon 
must have the Two-Handed or Versatile Property for 
you to gain this benefit. 


INTERCEPTION 


When a creature you can see hits a target within your 
Melee Range, other than you, you can use your Reaction 
to reduce the damage the target takes by 1d10 + your 
Proficiency Bonus (to a minimum of 0 damage). You 
must be wielding a Shield or a Simple or Martial 
Weapon to use this Reaction. 


PROTECTION 


When a creature you can see attacks a target other than 
you that is within your Melee Range, you can use your 
reaction to impose Disadvantage on the triggering 
Attack Roll. You must be wielding a Shield. 


SUPERIOR TECHNIQUE 


You learn one Combat Maneuver of your choice from 
among those available to the Warrior Class. If a Combat 
Maneuver you use requires your target to make a 
Saving Throw to resist the Combat Maneuver’s effects, 
the Saving Throw DC equals 8 + your Proficiency 
Bonus + your Strength or Dexterity Modifier (your 
choice.) 

You gain one Superiority Die, which is a d6 (this die 
is added to any Superiority Die you have from another 
source). This die is used to fuel your Combat 
Maneuvers. A Superiority Die is expended when you 
use it. When you finish a Short or Long Rest, you regain 
your expended Superiority Die. 


THROWN WEAPON FIGHTING 


You can draw a weapon that has the Thrown Property 
as part of the attack you make with the weapon. 

In addition, when you hit with a Ranged Attack Roll 
or Shot Technique using a Melee Weapon, you gain a +2 
bonus to the Damage Roll. 


Two-WEAPON FIGHTING 


When you engage in two-weapon fighting, you can add 
your Ability Modifier to the Damage Roll of the off-hand 
weapon. 


CLOSE QUARTER COMBAT SPECIALIST 


Your Close Quarters Combat Class Feature deals an 
additional 1 point of Damage. 


CLOSE QUARTERS SHOOTER (UA) 


When making a Ranged Weapon Attack Roll or Shot 
Technique while you are within 5 feet of a hostile 
creature, you do not have disadvantage on the attack 
roll. Your Ranged Weapon Attacks ignore half cover and 
three-quarters cover against targets within 30 feet of 
you. You have a +1 Static Bonus to Ranged Weapon 
Attack Roll or Shot Techniques. 


NONTERRESTRIAL 


As long as you are not wearing Heavy Armor or using a 
Shield, you have a Swimming Speed and a Climbing 
Speed equal to your Walk Speed, and you gain a +1 
bonus to AC while in the water or flying. 


TUNNEL FIGHTER (UA) 


As a Bonus Action, you can enter a defensive stance that 
lasts until the start of your next turn. While in your 
defensive stance, you can make Attacks of Opportunity 
without using your Reaction, and you can use your 
Reaction to make a Attacks of Opportunity against a 
creature if it moves more than 5 feet while within your 
Melee Reach. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 


and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, you can attack twice, instead of 
once, whenever you take the Attack Action on your turn. 
The number of attacks increases to three when you 
reach 13th Level in this class. 


JACK OF ALL TRADES 


Starting at 5th Level, you can add half your Proficiency 


Bonus, rounded down, to any Skill Check you make that 
doesn’t already include your Proficiency Bonus. 


BATTERY PACK 


At 9th Level you have built a small fusion battery to fuel 


your Gadgets Class Feature. You have a secondary pool 
of Stamina equal to your Proficiency Bonus that can 
only be used to cast spells through your Gadgets Class 
Feature. This battery refills on a Short or Long Rest. 


ENGINEERING 


At 9th Level you have become adept at tinkering with 
your Gadgets, you can now master Spells learned 
through your Gadgets Class Feature as if they were 
Techniques. 


EMPOWERED GADGETS 


You have learned to tap into your own power to fuel 
your gadgets. At 15th Level you may now add your 
Power Bonus to Spells you know through your Gadgets 
Class Feature. 


RELIABLE TALENT 


By 17th Level, you have refined your chosen skills until 


they approach perfection. Whenever you make an 
Ability Check that lets you add your Proficiency Bonus, 
you can treat a d20 roll of 9 or lower as a 10. 


QUANTUM BATTERY 


You have finally perfected your fusion battery. At 20th 
Level, your Battery Pack Class Feature now has a pool 
of Stamina equal to double your Proficiency Bonus that 
can only be used to cast Spells through your Gadgets 
Class Feature. This battery refills on a short or long 
rest. 
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BASTION 


N THE BASTION 


Level Proficiency Bonus _— Features 
Ist Close Quarter Combat, Long-Winded, Unarmored Defense 
2nd Defensive Combat, Fighting Style 
3rd Heroic Feature 
Ath Ability Score Improvement 
5th Extra Attack, | Don’t Think So 
6th Heroic Feature 
7th Incredible Defense 
8th Ability Score Improvement 
9th Go All Day 
10th Heroic Feature 
11th The Wall Standing Tall 
12th Ability Score Improvement 
13th Extra Attack 
14th Heroic Feature 
15th Incredible Defense (2) 
16th Ability Score Improvement 
The Final Bastion 
Living Guardian 
Ability Score Improvement 
Unyielding 


LAST MAN STANDING CLASS FEATURES 


Worn and bloody the Namekian stands back up from As a Bastion you gain the following features: 
the crater he was in, thankfully he could take that hit 


better than the others. Looking up he sees an energy HiT PoINTs 
beam hurtling towards him and he prepares an attack of Hit Dice 
his own knowing full well that he would not be able to 1d10 per Bastion level 
regenerate in time. 
The Saiyan man rushes as fast as his feet will carry HiT POINTS AT FIRST LEVEL 


him, the light coming from the oncoming beam almost 
blinding him as he throws himself in the way of the 
attack headed towards his friend and in one swift Hit PoINTS GAINED UPON LEVEL UP 
movement flings it into the atmosphere safely. He was 
fast enough, this time. 

Bastions are the last line of defense when the world is Ki PoINtTs 
in danger. Bastions make the most out of every Ki MODIFIER 
opportunity for defense that they can find. 

+2 


10 + Constitution Modifier 


1d10 (or 6) + Constitution Modifer 


PROFICIENCIES 
ARMOR: 


e All Armor and Shields 


WEAPONS: 
e Simple and Martial 


TOOLS: 


e none 


SAVING THROWS: 


You have proficiency in Constitution and Wisdom 
Saving Throws 


SKILLS: 


Choose two from Athletics, Ki Control, Nature, 
Perception, Spirit, and Survival 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) a Longsword, (b) a Warhammer, or (c) a Simple 
Weapon of your choice 

e Aset of Armor of your choice 

e (a) a Battle Buckler, (b) Shield, or (c) a War Shield 

e (a) an Explorer’s Pack or (b) an Entertainer’s Pack 

¢ a pouch containing 100,000 Zeni 

e A pouch containing 100,000 Zeni 


CLOSE QUARTERS COMBAT 


Close Quarters Combat, or CQC, is a style of practiced, 
practical fighting combinations. You have traditional 
close quarter combat training, gain the following 
benefits when unarmed: 


e You can use a d4 in place of the your Unarmed 
Strike and Finesse Weapon’s Damage Die. This die 
increases as you gain Bastion Levels, as shown on 
the CQC Table above. 

e Your Unarmed Strikes have the Finesse Property (if 
they didn’t already), allowing you to use either 
Dexterity or Strength for Attack and Damage Rolls 
with Unarmed Strikes. 

e You may use Dexterity instead of Strength when 
determining Attack Roll Bonus and Save DC for 
Unarmed Techniques. 


LONG-WINDED 


Your combat style lends itself to outlasting your 
opponents. At 1st Level and everytime you gain a 
Bastion Level, you gain an additional +1 Maximum 
Stamina. 


UNARMORED DEFENSE 


At 1st Level while wearing no Armor and not wielding a 
Shield, your AC equals 10 + your Dexterity Modifier + 
your Constitution Modifier + half of your Proficiency 
Bonus, rounded up. 

If you are wearing Armor you can use your 
Constitution for AC calculation instead of your 
Dexterity. 


DEFENSIVE COMBAT 


You pride yourself in your ability to survive any threat 
placed in front of you. You gain the ability to replace any 
amount of the Stamina Cost of the following Stamina 
Manuevers with Ki Points at a rate of 15 Ki Points to 1 
Stamina: 


e Block 

e Clash 

e Interception 
e Redirect 

e Wild Sense 
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FIGHTING STYLE 


You adopt a particular style of fighting as your specialty. 


Choose one of the following options. You can’t take a 
Fighting Style option more than once, even if you later 
get to choose again. 


BLIND FIGHTING 


You have Blindsight with a range of 10 feet. Within that 
range, you can effectively see anything that isn’t behind 
total cover, even if you’re blinded or in darkness. 
Moreover, you are aware of any invisible creatures 
within that range, unless the creature successfully hides 
from you using Stealth. 


DEFENSE 

While you are wearing Armor, you gain a bonus to AC 
equal to your Ki Rank. 

DUELING 


When you are wielding a Melee Weapon in one hand 
and no other weapons, you gain a +2 bonus to Damage 
Rolls with that weapon. 


GREAT WEAPON FIGHTING 


When you roll a 1 or 2 on a Damage Die for an attack 
you make with a Melee Weapon that you are wielding 
with two hands, you can reroll the die and must use the 
new roll, even if the new roll isa 1 or a 2. The weapon 
must have the Two-Handed or Versatile Property for 
you to gain this benefit. 


INTERCEPTION 


When a creature you can see hits a target within your 
Melee Range, other than you, you can use your Reaction 
to reduce the damage the target takes by 1d10 + your 
Proficiency Bonus (to a minimum of 0 damage). You 
must be wielding a Shield or a Simple or Martial 
Weapon to use this Reaction. 


PROTECTION 


When a creature you can see attacks a target other than 
you that is within your Melee Range, you can use your 
reaction to impose Disadvantage on the triggering 
Attack Roll. You must be wielding a Shield. 


RANGED 


You gain a +2 Static Bonus to Ranged Weapon Attack 
Rolls. 


SUPERIOR TECHNIQUE 


You learn one Combat Maneuver of your choice from 
among those available to the Warrior Class. If a Combat 
Maneuver you use requires your target to make a 
Saving Throw to resist the Combat Maneuver’s effects, 
the Saving Throw DC equals 8 + your Proficiency 
Bonus + your Strength or Dexterity Modifier (your 
choice.) 

You gain one Superiority Die, which is a d6 (this die 
is added to any Superiority Die you have from another 
source). This die is used to fuel your Combat 
Maneuvers. A Superiority Die is expended when you 
use it. When you finish a Short or Long Rest, you regain 
your expended Superiority Die. 


THROWN WEAPON FIGHTING 


You can draw a weapon that has the Thrown Property 
as part of the attack you make with the weapon. 

In addition, when you hit with a Ranged Attack Roll 
or Strike Technique using a Thrown Weapon, you gain 
a +2 bonus to the Damage Roll. 


Two-WEAPON FIGHTING 


When you engage in two-weapon fighting, you can add 
your Ability Modifier to the Damage Roll of the off-hand 
weapon. 


CLOSE QUARTER COMBAT SPECIALIST 


Your Close Quarters Combat Class Feature deals an 
additional 1 point of Damage. 


CLOSE QUARTERS SHOOTER (UA) 


When making a Ranged Weapon Attack Roll or Shot 
Attack Roll while you are within 5 feet of a hostile 
creature, you do not have disadvantage on the attack 
roll. Your Ranged Weapon Attacks ignore half cover and 
three-quarters cover against targets within 30 feet of 
you. You have a+1 Static Bonus to Ranged Weapon 
Attack Roll or Shot Techniques. 


NONTERRESTRIAL 


As long as you are not wearing Heavy Armor or using a 
Shield, you have a Swimming Speed and a Climbing 
Speed equal to your Walk Speed, and you gain a +1 
bonus to AC while in the water or flying. 


TRAINED COMBATANT 


Your Close Quarters Combat Class Feature now 
benefits Weapons with the Light Property as if they had 
the Finesse Property. 


TUNNEL FIGHTER (UA) 


As a Bonus Action, you can enter a defensive stance that 
lasts until the start of your next turn. While in your 
defensive stance, you can make Attacks of Opportunity 
without using your Reaction, and you can use your 
Reaction to make a Attacks of Opportunity against a 
creature if it moves more than 5 feet while within your 
Melee Reach. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 
and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, you can attack twice, instead of 
once, whenever you take the Attack Action or Ki Blast 
Action on your turn. The number of attacks increases to 
three when you reach 13th Level in this class. 


——————E—E——E—E——— Ss 
ICARUS THE QUESTIONING DRAGON: 
What does this do? 
“I! Don’t Think So” sounds familiar doesn’t it? Nice catch! “1 
Don’t Think So” is almost the same as the Stamina 
Manuevers, Intercept(Ally) and Intercept(Enemy), except that 
the Feature does not cause you to automatically take the 
Damage and/or effects. 


cee, OC,aDOQDD-D-DC""r 
I DON’T THINK SO 


At 5th Level when an enemy targets someone other 
than you with an Attack Roll, forces a Saving Throw 
that does not include you, or otherwise creates a hostile 
effect whose area does not include you you may, as a 
Reaction, move up to your Movement Speed to take the 
place of a single creature that would be effected. This 
Feature leaves you in the nearest unoccupied space next 
to the creature you protected. 


Additionally, a creature Damaged by your Attack Action 
has Disadvantage on Attack Rolls that do not target you 
until the end of their next turn. 


ANpROID 17 (DAMAGED) 
PRINCEOFDBZGAMES 


INCREDIBLE DEFENSE 


Extensive use of defensive tactics have made them a 
more practical portion of your kit. Your Defensive 
Combat Class Feature has its Ki Cost reduced by 5 Ki at 
7th Level and again at 15th Level. 


Go ALL DAy 


You are a nearly unstoppable engine. At 9th Level you 
may, as an Action, expend any number of your Hit Die to 
gain one of two effects: 


DETERMINATION 

Nothing will take you down, you’ve never been more 
sure. Roll the expended Hit Die and regain half that 
amount of Hit Points. This can not restore you above 
your Maximum Hit Points. 


GAS IN THE TANK 


By pushing your body further than ever before you can 
find stamina where none remained. You regain 1 
Stamina for each Hit Die expended. 


THE WALL STANDING TALL 


Battered and beaten, you will not fall. At 11th Level 
each time you would be knocked down to 0 Hit Points 
but not killed outright, you may make a Constitution 
Saving Throw against DC 5, on a success, you are 
brought back to 1 Hit Point. For each success, the DC 
increases by 5. This DC resets on a Long Rest. 


THE FINAL BASTION 


At 17th Level whenever you would benefit from The 
Wall Standing Tall, you may expend any number of your 
Hit Die and heal the amount rolled. This Feature 
recharges on a long rest. 


LIVING GUARDIAN 


Your defensive capabilites are second to none. At 18th 
Level you may use Stamina Manuevers that can only be 
used once per round, an additional time per round. 


UNYIELDING 


Combat after combat of pushing yourself to defend 
others has left you with a hidden wellspring of energy. 
At 20th Level if you roll Initiative and have less then 
50% of your maximum Hit Die remaining, you regain 
Hit Die until you reach 50% of your maximum amount. 


XENO TRUNKS 
ZELVES|23, 


BRUISER 


N THE BRUISER 


Proficiency 
Level Bonus 
Ist +3 


Features 

Crushing Strength, Unarmored 
Defense 

Dragon Soul 

Heroic Feature 

Ability Score Improvement 
Extra Attack 

Heroic Feature 

Block Breaker 

Ability Score Improvement 
Brutal Critical 

Heroic Feature 

Block Breaker 

Ability Score Improvement 
Brutal Critical 

Heroic Feature 

Block Breaker 

Ability Score Improvement 
Brutal Critical 

Limit Breaker 

Ability Score Improvement 
Embodiment of Power 


2nd +3 
3rd +3 
4th +4 
5th +4 
6th +4 
7th +5 
8th +5 
9th +5 
10th +6 
11th +6 
12th +6 
13th +7 
14th +7 
15th +7 
16th +8 


BIG AND BURLY 


A grey flare’s his energy eager to take every shot flying 
his way, once the barrage ends it’s his chance to close 
the distance and once he did that, the fight was over. 

A young Saiyan roars in excitement, this was the first 
time he had fought all out in months, too bad none of 
them could deal any serious damage against him. 

Bruisers are terrors of the battlefield, capable of 
resisting attacks and dishing out incredible melee 
damage. Many bruisers become seen as paragons of 
pure strength. 


CLASS FEATURES 
As a Bruiser you gain the following features: 


HiT PoINtTs 
Hit Dice 


1d12 per Bruiser level 


Hit PoINTS AT FIRST LEVEL 
12 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL UP 
1d12 (or 7) + Constitution Modifer 


Crushing 
Strength Uses Bonus 


Dragon Soul Dragon Soul Static 


1d6 0 0 


1d6 
1d6 
1d6 
1d8 
1d8 
1d8 
1d8 
1d10 
1d10 
1d10 
1d10 
1d12 
1d12 
1d12 
1d12 
2d6 
2d6 
2d6 6 

2d6 Unlimited 


2 
2 
3 
3 
3 
4 
4 
4 
4 
4 
4 
5 
5 
5 
5 
5) 
6 


WWWWWNNNNNND |] BS BS a a a a 


Ki PoINTs 
Ki MODIFIER 


+] 
PROFICIENCIES 
ARMOR: 

All Armor 


WEAPONS: 
Simple Weapons 
TOOLS: 


none 


SAVING THROWS: 

You gain proficiency in Strength and Constitution 
Saving Throws 

SKILLS: 


Choose two from Animal Handling, Athletics, 
Intimidation, Nature, Perception, and Survival 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e 1 Simple Weapon of your choice 
¢ (a) two Handaxes or (b) any Simple Weapon 
e An Explorer’s Pack and four Javelins 


CRUSHING STRENGTH 


Your incredible strength places you beyond others in 
raw might. You can use a d6 in place of your Unarmed 
Strike’s Damage Dice. This die increases as you gain 
Bruiser Levels, as shown on the table above. 


UNARMORED DEFENSE 


At 1st Level while wearing no Armor and not wielding a 


Shield, your AC equals 10 + your Dexterity Modifier + 
your Constitution Modifier + half of your Proficiency 
Bonus, rounded up. 

If you are wearing Armor, you use Constitution for AC 
calculation instead of Dexterity. 


DRAGON SOUL 


You pull from your warrior spirit to empower you. On 
your turn, you can activate your Dragon Soul as a Bonus 
Action. 

While active, you gain the following benefits if you 
aren’t wearing Heavy Armor: 


e You have Advantage on Strength Checks and 
Strength Saving Throws. 

e When you make a Melee Weapon Attack/Unarmed 
Attack using Strength or a Armed/Unarmed 
Technique that uses Strength, you gain a +1 Static 
Bonus to its Attack Roll or Save DC. This bonus 
increases as you increase in Bruiser Levels. 

e You have Resistance to all Damage except for 
Destruction Damage and Psychic Damage. 


Your Dragon Soul lasts for 1 minute. It ends early if 
you are knocked Unconscious or if your turn ends and 
you haven’t attacked a hostile creature since your last 
turn or taken damage since then. You can also end your 
Dragon Soul as a free action at any time. 

You may activate Dragon Soul a number of times per 
long rest as shown on the Dragon Soul Table above, you 
may activate it again past your maximum and gain a 
Rank of Exhaustion when it ends. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 
and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


NAPPA 
ZANNINRENDERS 


EXTRA ATTACK 


Beginning at 5th Level you may make an additional 
attack as part of your Attack Action. 


BLOCK BREAKER 


Starting at 7th Level, once per Long Rest, when a target 


attempts to Block your Melee Attack or 
Armed/Unarmed Technique you may expend your 
Reaction to power through, ending their Block early. 
You gain an additional use of this Feature at 11th 
Level and it recharges on a Short Rest at 15th Level. 


BRUTAL CRITICAL 


Beginning at 9th Level, when you deal a Critical Hit 
with a Melee Attack or Armed/Unarmed Technique, you 
may deal additional damage equal to the Ability Score 
Modifier used for the Attack Roll. 

The additional damage is double it’s original damage 
at 13th Level and triple at 17th Level. 


LIMIT BREAKER 


At 18th Level you have pushed your body to 
unimaginable heights. Increase your Strength and 
Constitution Ability Scores and Ability Score 
Maximums by 2. 


EMBODIMENT OF POWER 


At 20th Level you push your Dragon Soul to the 
absolute limit. When you activate your Dragon Soul you 
may choose to empower it, doubling your Static Bonus 
for the duration. You may use this ability once per Long 
Rest. 


Bosack FuLt Power RENDER 
MAxIUCHIHA22 


CHALLENGER 


N THE CHALLENGER 


Level Proficiency Bonus Features CQC Rivalry Bonus Ki Blast 
Ist +3 Announce Rivalry, Close Quarter Combat, Unarmored Defense 1d4 1d4 
2nd Rising Frustration 1d4 1d4 
3rd Heroic Feature 1d4 1d4 
4th Ability Score Improvement 1d4 1d4 
5th Extra Attack 1d4 1d6 
6th Prodigious Skill 1d6 1d6 
7th Rising Frustration (2) 1d6 1d6 
8th Ability Score Improvement 1d6 1d6 
9th Heroic Feature 1d6 1d8 
10th Trying To Run Away? 1d6 1d8 
11th I'll Find You! 1d8 1d8 
12th Ability Score Improvement 1d8 1d8 
13th Heroic Feature 1d8 1d10 
14th Rising Frustration (3) 1d8 1d10 
15th I’ll Show You How It’s Done! 1d8 1d10 
16th Ability Score Improvement 1d10 1d10 

Heroic Feature 1d10 1d12 
I'll Take You Both Down! 1d10 1d12 

Ability Score Improvement 1d10 1d12 
| Am The Hype! 1d10 1d12 


“TI SWEAR I WILL SURPASS YOU!” CLASS FEATURES 


A female saiyan smirks as she stares down the enemy As a Challenger you gain the following features: 
demon in front of her. They point at them as she states 


in pure confidence to her party to leave them to her. Ina Hir Points 

matter of second both are in the air exchanging blows at Hit Dice 

lightning speed. At first they are evenly matched but 1d10 per Challenger level 
quickly the demon begins to have the upper hand 

evading her punches and getting in clean strikes. The HiT POINTS AT FIRST LEVEL 


enemy mocks her, maybe she was all bark and no bite, 
the saiyan wipes the blood of her face and grits her 
teeth, dashing as she screams in rage. Hit POINTS GAINED UPON LEVEL UP 


The demon is caught off guard as a punch lands -.. ' 
straight in his gut ching an spit on Be ground. She pM OOF: Cees cap eielier 
continues her onslaught as her attacks land easier than Ki PoINtTs 
before. The demon tries to flee, pleading for their Ki MODIFIER 
teammates’ help but as they run away they are stopped 
in their tracks by the Saiyan woman wagging her index +2 
from side to side. She raises her hands in the air and 
swiftly brings them down, spiking them to the ground. 

She smiles and scoffs and she looks into the battlefield 
to single out her next opponent. 


10 + Constitution Modifier 


Challengers are fighters who single out opponents in 
the field and engage in fierce duels against them 
displaying their combat prowess and without a shadow 
of a doubt why they are number one! 


PROFICIENCIES 
ARMOR: 


All Armor 


WEAPONS: 
All Weapons 


TOOLS: 


Scouters and Mechanics Kit 


SAVING THROWS: 


You gain proficiency in Dexterity and Wisdom Saving 
Throws 


SKILLS: 
You gain any 3 Skills of your choice 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) a Quarterstaff, (b) a Longsword, or (c) any Simple 
Weapon 

e (a) an Explorer’s Pack or (b) an Entertainer’s Pack 

e Light Battle Armor and a Dagger 

e A pouch containing 150,000 Zeni 


ANNOUNCE RIVALRY 


You have set your sights on the one you are going to 
surpass. At 1st Level you may use your Action or Bonus 
Action to announce a creature that you can see as your 
Rival. The chosen creature remains your Rival until they 
die or you announce a different creature as your Rival. 

For the duration of this Feature your Rival take an 
additional +1 Damage from your Unarmed Strikes, 
Weapon Attacks, and Techniques. This additional 
Damage increases as you gain Challenger Levels as 
shown in the Rivalry Bonus Table above. 


Additionally, whenever a creature that is the target of 
Announce Rivalry hits 0 Hit Points you may 
immediately announce another creature that you can 
see as your Rival as your Reaction. 


CLOSE QUARTERS COMBAT 


Close Quarters Combat, or CQC, is a style of practiced, 
practical fighting combinations. You have traditional 
close quarter combat training, gain the following 
benefits when unarmed: 


e You can use a d4 in place of the your Unarmed 
Strike and Finesse Weapon’s Damage Die. This die 
increases as you gain Challenger Levels, as shown 
on the CQC Table above. 

e Your Unarmed Strikes have the Finesse Property (if 
they didn’t already), allowing you to use either 
Dexterity or Strength for Attack and Damage Rolls 
with Unarmed Strikes. 

e You may use Dexterity instead of Strength when 
determining Attack Roll Bonus and Save DC for 
Unarmed Techniques. 


UNARMORED DEFENSE 


While you are not wearing Armor or wielding a Shield, 
your AC equals 10 + your Dexterity Modifier + your 
Wisdom Modifier + half of your Proficiency Bonus, 
rounded up. 


RISING FRUSTRATION 


You find it impossible to accept that you can’t defeat 
your opponent. At 2nd Level whenever a target 
succeeds on a Saving Throw from one of your 
Techniques that only targeted it or you miss a target 
with an Unarmed Strike, Weapon Attack Roll, or a 
Technique Attack Roll you start to get angry at the foe. 
For the next minute, until you target another creature 
with an Attack Roll, or you force a Saving Throw that 
does not include the target, you have a +1 Static Bonus 
on all Unarmed Strikes, Weapon Attacks, and 
Techniques against the target. 

At 7th Level your frustrations at not being the best 
have gotten even stronger. Whenever you miss a target 
that is already the target of Rising Frustration, the 
Static Bonus increases by +1, to a maximum of a +2 
Static Bonus. At 14th Level this maximum increases to 
Bars} 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 


and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level you may make an additional 
attack as part of your Attack Action. 


PRODIGIOUS SKILL 


You find that you’re so superior to others that their 
techniques are almost useless. At 6th Level you must 
choose one type of Saving Throw of your choice, this 
can not be changed later. Whenever you succeed a 
Saving Throw of that type that would result in you 
taking half Damage you instead take no damage or you 
gain Advantage on the Saving Throw should it not deal 
half Damage on a success. 


TRYING TO RUN AWAY? 


Of course your opponents would fear your superiority, 
that doesn’t mean you’re going to let them just get away. 
At 10th Level you gain Advantage on Attacks of 
Opportunity. 

Additionally if you defeat your Rival with an Attack of 
Opportunity, you may immediately designate a new 
creature as your Rival. 


I’LL FIND You! 


You have to know where your Rival is at all times, how 
else are you supposed to know how strong to get? At 
11th Level you gain a Static Bonus on all Skill Checks 
made to find the location of your Rival equal to your Ki 
Rank. 


I’LL SHow You How It’s DONE! 


These weaklings that you’ve surrounded yourself with 
can barely hold a candle to your majesty, thankfully you 
can show them the ropes despite how angry it makes 
you. At 15th Level, whenever you announce an allied 
creature as your Rival you may choose to grant them the 
benefit of your Rising Frustration Class Feature so long 
as you or the creature can see each other. Only one 
allied creature may gain this benefit at one time. 


I’LL TAKE You BOTH Down! 


You are so obviously superior than others that you’re 
confident that you’re worth more than a single fighter. 
At 18th Level you may have two Rivals simultaneously. 


I AM THE HypPE! 


This is impossible, you’re the greatest in the Universe 
and you will prove it! At 20th Level whenever your 
Rising Frustration reaches a +3 bonus, any creature 
gaining the benefit gains the Enraged Condition until 
the benefit from Rising Frustration lowers. 


VEGETA (MaAsIN) 
DoxkANASSETS 


ELITE 


N THE ELITE 


Level Proficiency Bonus Features 
Ist +3 
2nd 
3rd 
4th 
5th 
6th 
7th 
8th 
9th 
10th 
11th 
12th 
13th 
14th 
15th 
16th 


Decisive Action 

Heroic Feature 

Ability Score Improvement 
Extra Attack 

Uncanny Dodge 

Expertise (2) 

Ability Score Improvement 
Heroic Feature 

Reliable Talent 

Ability Score Improvement 
Heroic Feature 

Evasion 


Ability Score Improvement 
Heroic Feature 

Elusive 

Ability Score Improvement 
Masterful Skill 


COM MMUNUADADADAHUHK ER AWY 


MAKE EVERY STRIKE COUNT 


The grizzled human tightens his gi and begins scanning 
the glowing opponent in front of him, he was going to 
prove that Super Saiyans are nothing against the 
skilled. A flash of yellow almost too fast to follow 
streaks toward him, with one quick strike the opponent 
flickers out like a candle. The fight was over as quickly 
as it began. 

Elites are masters at using their few abilities to the 
fullest. Capable of learning many skills and landing 
devestating strikes, Elites exsist in all groups across the 
universe. 


CLASS FEATURES 
As an Elite you gain the following features: 


HiT PoINTs 
Hit Dice 


1d8 per Elite level 


Hit POINTS AT FIRST LEVEL 


8 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL UP 
1d8 (or 5) + Constitution Modifer 


CQC Critical Blow Ki Blast 


Critical Blow, Close Quarter Combat, Unarmored Defense, Expertise 1d4 1d6 1d4 


1d4 1d6 1d4 
1d4 2d6 1d4 
1d4 2d6 1d4 
1d4 3d6 1d6 
1d6 3d6 1d6 
1d6 4d6 1d6 
1d6 4d6 1d6 
1d6 5d6 1d8 
1d6 5d6 1d8 
1d8 6d6 1d8 
1d8 6d6 1d8 
1d8 7d6 1d10 
1d8 7d6 1d10 
1d8 8d6 1d10 
1d10 8d6 1d10 
1d10 9d6 1d12 
1d10 9d6 1d12 
1d10 10d6 1d12 
1d10 10d6 1d12 


Ki POINTS 
Ki MODIFIER 


+2 
PROFICIENCIES 
ARMOR: 

Light Armor 


WEAPONS: 


Simple Weapons, Monastic Weapons, Shortswords, 
Longswords, Rapiers, Pistols, Rifles, and Sniper Rifles 


TOOLS: 

Scouters, Disguise Kit, Thieves Tools, and Mechanics 
Kit 

SAVING THROWS: 


You gain proficiency in Dexterity and Intelligence 
Saving Throws 


SKILLS: 
You gain any 5 Skills of your choice 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) a Rapier, (b) a Longsword, or (c) any Simple 
Weapon 

e (a) a Diplomat’s Pack or (b) an Entertainer’s Pack 

e (a) a Lute or (b) any other Musical Instrument 

e Light Battle Armor and a Dagger 

e A pouch containing 150,000 Zeni 


CRITICAL BLOW 


Beginning at 1st Level, you know how to strike subtly 
and exploit a foe’s distraction. Once per turn, you can 
deal an extra 1d6 Damage to one creature you hit with 
an attack if you have advantage on the Attack Roll. The 
attack must use an Unarmed Strike, a Finesse/Ranged 
Weapon Attack Roll, or a Basic Ki Blast. 

You don’t need Advantage on the Attack Roll if 
another enemy of the target is within 5 feet of it, that 
enemy isn’t incapacitated, and you don’t have 
Disadvantage on the Attack Roll. 

The amount of the extra damage increases as you 
gain levels in this class, as shown in the Critical Blow 
column of the Elite Table. 


CLOSE QUARTERS COMBAT 


Close Quarters Combat, or CQC, is a style of practiced, 
practical fighting combinations. You have traditional 
close quarter combat training, gain the following 
benefits when unarmed: 


e You can use a d4 in place of the your Unarmed 
Strike and Finesse Weapon’s Damage Die. This die 
increases as you gain Elite Levels, as shown on the 
CQC Table above. 

¢ Your Unarmed Strikes have the Finesse Property (if 
they didn’t already), allowing you to use either 
Dexterity or Strength for Attack and Damage Rolls 
with Unarmed Strikes. 

e You may use Dexterity instead of Strength when 
determining Attack Roll Bonus and Save DC for 
Unarmed Techniques. 


UNARMORED DEFENSE 


While you are not wearing Armor or wielding a Shield, 
your AC equals 10 + your Dexterity Modifier + your 
Wisdom Modifier + half of your Proficiency Bonus, 
rounded up. 


EXPERTISE 


At 1st Level, choose two of your Skill Proficiencies, or 
one of your Skill Proficiencies and a Tool Proficiency of 
your choice. Your Proficiency Bonus is doubled for any 
Ability Check you make that uses either of the chosen 
proficiencies. 

At 7th Level, you can choose two more of your 
proficiencies (in Skills or with Tools) to gain this 
benefit. 


DECISIVE ACTION 


Starting at 2nd Level, your quick thinking and agility 
allow you to move and act quickly. You can take the 
Dash, Disengage, or Hide Action as a Bonus Action. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


VEGETA (SAIYAN SAGA) 
MAXIUCHIHA22 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 


and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level you may make an additional 
attack as part of your Attack Action. 


UNCANNY DODGE 


Starting at 5th Level, when an attacker that you can see 


hits you with an attack, you can use your reaction to 
halve the attack’s damage against you. You may use this 
Feature a number of times equal to 1/3 of your 
Proficiency Bonus, rounded up, per Long Rest. 


RELIABLE TALENT 


By 11th Level, you have refined your chosen skills until 


they approach perfection. Whenever you make an 
Ability Check that lets you add your Proficiency Bonus, 
you can treat a d20 roll of 9 or lower as a 10. 


EVASION 


Beginning at 14th Level, you can nimbly dodge out of 
the way of certain area effects, such as an Ancient Red 
Dragon's Fiery Breath or an Ice Storm Spell. When you 
are subjected to an effect that allows you to make a 
Dexterity Saving Throw to take only half damage, you 
instead take no damage if you succeed on the Saving 
Throw, and only half damage if you fail. 


ELUSIVE 


Beginning at 18th Level, you are so evasive that 
attackers rarely gain the upper hand against you. No 
Attack Roll can have advantage against you while you 
aren’t Incapacitated. 


MASTERFUL SKILL 


At 20th Level, you have an uncanny knack for 
succeeding when you need to. If one of your Attack 
Rolls misses a target within range, you can turn the 
miss into a hit. Alternatively, if you fail an Ability Check, 
you can treat the d20 roll as a 20. 

Once you use this Feature, you can’t use it again until 
you finish a Short or Long Rest. 


YOUNG TIEN SHINHAN RENDER 
MAaAxiucHIHA22 


N THE HERO 


Level Proficiency Bonus Features 
Ist +3 


Heroic Strength Heroic Inspiration Ki Blast 
Bolster Allies, Heroic Strength, Heroic Inspiration 1d4 1d6 1d4 


2nd Secret Fighting Pose 


3rd Heroic Feature 

4th Ability Score Improvement 

5th Extra Attack, Heroic Inspiration 
6th Unifying Presence 

7th Heroic Feature 

8th Ability Score Improvement 


9th Secret Fighting Pose, Heroic Inspiration 


10th Heroic Feature 
11th Extra Attack 
12th Ability Score Improvement 


13th Signature Move, Heroic Inspiration 


14th Heroic Feature 
15th Secret Fighting Pose 
16th Ability Score Improvement 


Secret Fighting Pose 
Ability Score Improvement 
Heroic Feature 


SUPER FIGHTING HEROES 


A purple alien walks before his men eyeing each of 
them before their upcoming battle. “Alright men, 
prepare yourself to engage and steel your hearts!” The 
captain strikes an eccentric pose that seems to 
encourage his team before leading them into yet 
another successful mission. 

Heroes are leaders that have learned that the only 
way to success is through your team. Leading with the 
ability to buff their allies and inspire them to greater 
heights, heroes are always welcome on a battlefield. 


CLASS FEATURES 
As a Hero you gain the following features: 


HiT PoINTs 
Hit Dice 


1d8 per Hero level 


Hit PoINTS AT FIRST LEVEL 


8 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL UP 
1d8 (or 5) + Constitution Modifier 

Ki PoINTs 

Kt MODIFIER 

+3 


1d4 1d6 1d4 
1d4 1d6 1d4 
1d4 1d6 1d4 
1d6 1d8 1d6 
1d6 1d8 1d6 
1d6 1d8 1d6 
1d6 1d8 1d6 
1d8 1d10 1d8 
1d8 1d10 1d8 
1d8 1d10 1d8 
1d8 1d10 1d8 
1d10 1d12 1d10 
1d10 1d12 1d10 
1d10 1d12 1d10 
1d10 1d12 1d10 


Extra Attack, Heroic Feature, Heroic Inspiration 1d12 2d6 1d12 


1d12 2d6 1d12 
1d12 2d6 1d12 
1d12 2d6 1d12 


PROFICIENCIES 
ARMOR: 


All Armor, Shields 


WEAPONS: 

Simple Weapons, Martial Weapons, and Monastic 
Weapons 

TOOLS: 


2 Tool Proficiencies of your choice 


SAVING THROWS: 


You gain proficiency in Strength and Constitution 
Saving Throws 


SKILLS: 
You gain any four Skills of your choice 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) a Rapier, (b) a Longsword, or (c) any Simple 
Weapon 

e (a) a Diplomat’s Pack or (b) an Entertainer’s Pack 

¢ (a) a Lute or (b) any other Musical Instrument 

e Light Battle Armor and a Dagger 

e A pouch containing 150,000 Zeni 


BOLSTER ALLIES 


As a Bonus Action choose a number of creatures equal 
to or less than your Charisma Modifier, within 120 feet 
who can see or hear you. They gain 1d8 + your 
Charisma Modifier + your Hero level in Temporary HP. 
These last for 1 hour. You must finish a Long Rest 
before you can use it again. 


HEROIC STRENGTH 


Your strength of spirit pushes past normal limitations. 
When you attack with an Unarmed Strike or a Weapon 
Attack Roll using Strength that you are proficient with, 
you may replace the Damage Die with the Damage Die 
shown in the Heroic Strength Table above. 


HEROIC INSPIRATION 


You can inspire others through stirring words or music. 
As a Bonus Action on your turn, choose one creature 
other than yourself within 60 feet of you who can hear 
you. That creature gains one Heroic Inspiration Die, a 
do. 

Once within the next 10 minutes, the creature can roll 
the die and add the number rolled to one Ability Check, 
Attack Roll, or Saving Throw they make. The creature 
can wait until after it rolls the d20 to decide to use the 
Heroic Inspiration Die, but must decide before the DM 
says whether the roll succeeds or fails. Once the Heroic 
Inspiration Die is rolled, it is lost. A creature can have 
only one (set of in the case of 2d6) Heroic Inspiration 
Die at a time. 

You can use this feature a number of times equal to 
your Charisma Modifier, minimum of once. You regain 
any expended uses when you finish a Long Rest. 

Your Heroic Inspiration Die changes when you reach 
certain Hero levels in this class as shown in the Heroic 
Inspiration Table. 


Ginyu Force 
ALEXISCABO1 


SECRET FIGHTING POSES 


At 2nd Level whenever you would use your Heroic 
Inspiration, you may instead give a number of targets 
that can see you, equal to your Charisma Modifier 
minimum of 1, a bonus for the next minute by striking a 
powerful pose. 

Each time you gain this Feature you choose one of the 
following poses listed below. If you choose the same 
pose more than once you gain an improved version. 
POSE OF VALOR 


Targets gain +2 to their Strength Ability Score and 
Maximum and +1 Static Bonus to Melee Attacks Rolls 
and Unarmed Strikes. 


e Static Bonus increases to +2 


POSE OF GRACE 


Targets gain +2 to their Dexterity Ability Score and 
Maximum and double their Base Fly and Walk Speed. 


e Your Movement Speed can not be lowered by any 
means. 


POSE OF VITALITY 


Targets gain +2 to their Constitution Ability Score and 
Maximum and +1 Static Bonus to Beam Techniques. 


e Static Bonus increases to +2 


POSE OF ACUITY 


Targets gain +2 to their Intelligence Ability Score and 
Maximum and +1 Static Bonus to Omni Techniques. 


e Static Bonus increases to +2 


POSE OF CLARITY 


Targets gain +2 to their Wisdom Ability Score and 
Maximum and +1 Static Bonus to Blast Techniques. 


e Static Bonus increases to +2 


POSE OF HOPE 


Targets gain +2 to their Charisma Ability Score and 
Maximum and a +1 to all Saving Throws. 


e Saving Throw bonus increases to +2 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT/ FEAT 


When you reach 4th Level, and again at 8th, 12th, 16th, 
and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, and again at 11th and 17th 
Level, you may make an additional attack as part of your 
Attack Action. 


UNIFYING PRESENCE 


At 6th Level your unifying presence enhances the 
party’s ability to resist all manner of external attacks. As 
a Reaction to you or a creature that you can see making 
a Saving Throw, a number of creatures of your choice 
(including yourself) up to your Charisma Modifier may 
add your charisma bonus to that Saving Throw. You can 
use this Feature after the rolls are made but not after 
the results are said. You must wait until you finish a 
Long Rest before you can use it again. 


SIGNATURE MOVE 


At 13th Level you may take a Long Rest to familiarize 
yourself with a specific Technique for constant use. 
Choose a Technique that has a Saving Throw or an 
Attack Roll, you gain a Static Bonus to that Technique 
equal to your Ki Rank. 

You may take a Long Rest and change your Signature 
Move. 
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N THE MAcus 


Level Proficiency Bonus _‘ Features 
Ist +3 
2nd Magic Infusion, Fighting Style 
3rd Heroic Feature 

4th Ability Score Improvement 
5th Extra Attack 

6th Heroic Feature 

7th Esoteric Arts 

8th Ability Score Improvement 
9th Magic Infusion (2) 

10th Heroic Feature 

11th Mysticism: Burst, Extra Attack 
12th Ability Score Improvement 
13th Esoteric Arts (2) 

14th Heroic Feature 

15th Magical Infusion (3) 

16th Ability Score Improvement 
Esoteric Arts (3) 

Heroic Feature 

Ability Score Improvement 
Mysticism: Burst 


BURSTING WITH POWER 


A demon chants a quick hex in the middle of his duel, it 
explodes with so much negative energy that it leaves his 
opponent fumbling for the rest of their encounter. 

A Sateery charges a large earthquake of mystical 
energy, his spells are few and far between but fatal, both 
to his enemies and the surrounding planet. 

Magi carry magic innately and choose to focus on the 
raw power output from their abilities rather than the 
reliability of their more cousins in the Mystic Class. 
They make up for this difference with more 
sustainability in close combat. 


CLASS FEATURES 
As a Magus you gain the following features: 


HiT PoINTs 
Hit Dice 


1d8 per Magus level 


Hit PoINTs AT First LEVEL 


8 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL Up 
1d8 (or 5) + Constitution Modifier 


Martial Arts Ki Blast 


Martial Arts, Unarmored Defense, Mysticism: Burst 1d4 1d4 


1d4 1d4 
1d4 1d4 
1d4 1d6 
1d4 1d6 
1d6 1d6 
1d6 1d6 
1d6 1d8 
1d6 1d8 
1d6 1d8 
1d8 1d8 
1d8 1d10 
1d8 1d10 
1d8 1d10 
1d8 1d10 
1d10 1d12 
1d10 1d12 
1d10 1d12 
1d10 1d12 
1d10 


Ki POINTS 
Ki MODIFIER 


+2 
PROFICIENCIES 
ARMOR: 

All Armor, Shields 


WEAPONS: 


Simple Weapons, Martial Weapons, and Monastic 
Weapons 


TOOLS: 


None 


SAVING THROWS: 

You gain proficiency in Constitution and Charisma 
Saving Throws 

SKILLS: 


Choose two from Athletics, Arcana, Insight, Religion, 
and Spirit 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e 1 set of Light or Medium Armor 

e 1 Simple Weapon or a Shield 

e 1 Martial or Simple Weapon 

e 1 (a) Pistol or (b) Rifle with 1 Magazine 
e A bag containing 50,000 Zeni 


MARTIAL ARTS 


Your practice of martial arts gives mastery over 
Unarmed Strikes and Monastic Weapons. Additionally 
you may treat Shortswords and any Simple Melee 
Weapons without the Heavy or Two-handed Property as 
a Monastic Weapon. 

You gain the following benefits when Unarmed or 
wielding only Monastic Weapons: 


e Your Unarmed Strikes and Monastic Weapons deal 
damage equal to the Martial Arts Table above 

e Your Unarmed Strikes and Monastic Weapons have 
the Finesse Property (if they didn’t already), allowing 
you to use either Dexterity or Strength for Attack 
and Damage Rolls with them 

e When you take the Attack Action with an Unarmed 
Strike or Monastic Weapon on your turn, you may 
make one Unarmed Strike as a bonus action. 

e You may use Dexterity instead of Strength when 
calculating Attack Roll Bonus and Save DC for 
Unarmed Techniques and Armed Techniques that 
use Monastic Weapons 


UNARMORED DEFENSE 


At 1st Level while wearing no Armor and not wielding a 


Shield, your AC equals 10 + your Dexterity Modifier + 
your Constitution Modifier + half of your Proficiency 
Bonus, rounded up. 

If you are wearing Armor you can use your 
Constitution for AC calculation instead of your 
Dexterity. 


MYSTICISM: BURST 


Your magical abilities come from a much more raw and 
less defined place, allowing you to do less frequent but 
more potent magic. 

Whenever you gain this feature choose 1 school of 
magic, you may now add Spells from schools that you 
choose to your Learnable Technique List. You may not 
learn a Spell of a higher Spell Level than your Ki Rank 
which increases by 1 when you gain God Ki. 

Spells that you cast through the Mysticism: Burst 
Class Feature gain the benefit of the Energy Bonus 
granted by Power as if they were a Technique. 


You may cast Spells you learn in this way a total 
number of times equal to your Proficiency Bonus, 
expended uses replenish on a Short or Long Rest. 

These Spells are cast at a Spell Level equal to your 
Proficiency Bonus. Charisma is your Casting Modifier 
for these Spells. You do not require a Arcane Focus to 
cast these Spells. 


The list of Magic Schools include: 


e Conjuration 

e Necromancy 

e Evocation 

e Abjuration 

e Transmutation 
e Divination 

e Enchantment 

e Illusion 


ZAHHA 
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MAGIC INFUSION 


At 2nd Level you gain access to a slowly expanding 
repitoire of Magical Effects that you can call ata 
moment’s notice. You gain one of the following options 
from the list below, this can not be changed later. 
Whenever you would Damage a target with a 
Technique, Unarmed Strike, or Weapon Attack you may 
expend one use of this Feature to change the Damage 
Type to the chosen option and cause an additional 
effect, known as a Stinger, based on the option chosen. 
The Stinger effect lasts for 1 Minute and an effected 
creature may repeat the Saving Throws at the end of 
their Turns to end the effect early. You may use this 
Feature a number of times per Long or Short Rest equal 
to your Charisma Modifier. 

You gain an additional choice from the list below each 
time you gain this Class Feature. 


e Acid. Effected creatures must make a Dexterity 
Saving Throw equal to your Spell Save DC, targets 
that fail lose all bonus to AC granted by Armor for 
the duration. 

e Cold. Effected creatures must make a Constitution 
Saving Throw equal to your Spell Save DC, targets 
that fail must choose between using their Bonus 
Action or their Movement on their next turn. 
Additionally, targets that fail have their Movement 
Speeds reduced by half for the duration. 

e Fire. Effected creatures must make a Dexterity 
Saving Throw equal to your Spell Save DC, targets 
that fail shed bright light for 10ft and cannot benefit 
from the Invisible Condition for the duration. 

e Force. Effected creatures must make a Strength 
Saving Throw equal to your Spell Save DC, targets 
that fail are Launched 10 feet backwards whenever 
they take Damage from any source for the duration. 

e Ki. Effected creatures must make a Wisdom Saving 
Throw equal to your Spell Save DC, targets that fail 
gain their choice of the Empowered, Enlightened, 
Mystical, or Super-Charged Condition and lose Ki 
Points at the start of each of their turns equal to 5x 
Caster’s Ki Rank, ending the effect early should they 
reach Ki Exhaustion. 

e Lightning. Effected creatures must make a 
Constitution Saving Throw equal to your Spell Save 
DC, targets that fail cannot take Reactions or use 
Stamina Maneuvers for the duration. 

e Necrotic. Effected creatures must make a 
Intelligence Saving Throw equal to your Spell Save 
DC, targets that fail cannot regain Hit Points or Ki 
Points for the duration. 

e Poison. Effected creatures must make a Constitution 
Saving Throw equal to your Spell Save DC, targets 
that fail have all Power Bonuses they benefit from 
halved, rounded up, for the duration. 


e Psychic. Effected creatures must make a Intelligence 
Saving Throw equal to your Spell Save DC, targets 
that fail have Disadavantage on Concentration 
Saving Throws for the duration. 

e Radiant. Effected creatures must make a Wisdom 
Saving Throw equal to your Spell Save DC, targets 
that fail have Disadvantage on Attack Rolls for the 
duration. 

e Thunder. Effected creatures must make a 
Intelligence Saving Throw equal to your Spell Save 
DC, targets that fail have Disadvantage on Acrobatics 
and Athletics Checks and are Deafened for the 
duration. 


FIGHTING STYLE 


You adopt a particular style of fighting as your specialty. 
Choose one of the following options. You can’t take a 
Fighting Style option more than once, even if you later 
get to choose again. 


RANGED 


You gain a +2 Static Bonus to Ranged Weapon Attack 
Rolls and Basic Ki Blasts. 


BLIND FIGHTING 


You have Blindsight with a range of 10 feet. Within that 
range, you can effectively see anything that isn’t behind 
total cover, even if you’re blinded or in darkness. 
Moreover, you are aware of any invisible creatures 
within that range, unless the creature successfully hides 
from you using Stealth. 


DEFENSE 


While you are wearing Armor, you gain a bonus to AC 
equal to your Ki Rank. 


DUELING 


When you are wielding a Melee Weapon in one hand 
and no other weapons, you gain a +2 bonus to Damage 
Rolls with that weapon. 


GREAT WEAPON FIGHTING 


When you roll a 1 or 2 on a Damage Die for an attack 
you make with a Melee Weapon that you are wielding 
with two hands, you can reroll the die and must use the 
new roll, even if the new roll is a 1 or a 2. The weapon 
must have the Two-Handed or Versatile Property for 
you to gain this benefit. 


INTERCEPTION 


When a creature you can see hits a target within your 
Melee Range, other than you, you can use your Reaction 
to reduce the damage the target takes by 1d10 + your 
Proficiency Bonus (to a minimum of 0 damage). You 
must be wielding a Shield or a Simple or Martial 
Weapon to use this Reaction. 


Macic AURA 


You may use Charisma instead of Constitution for your 
Unarmored Defense Class Feature. 


MAGICAL TALENT 


You gain a single Cantrip of your choice, regardless of if 
you can cast Spells of that School of Magic. 


PROTECTION 


When a creature you can see attacks a target other than 
you that is within your Melee Range, you can use your 
reaction to impose Disadvantage on the triggering 
Attack Roll. You must be wielding a Shield. 


SUPERIOR TECHNIQUE 


You learn one Combat Maneuver of your choice from 
among those available to the Warrior Class. If a Combat 
Maneuver you use requires your target to make a 
Saving Throw to resist the Combat Maneuver’s effects, 
the Saving Throw DC equals 8 + your Proficiency 
Bonus + your Strength or Dexterity Modifier (your 
choice.) 

You gain one Superiority Die, which is a d6 (this die 
is added to any Superiority Die you have from another 
source). This die is used to fuel your Combat 
Maneuvers. A Superiority Die is expended when you 
use it. When you finish a Short or Long Rest, you regain 
your expended Superiority Die. 


THROWN WEAPON FIGHTING 


You can draw a weapon that has the Thrown Property 
as part of the attack you make with the weapon. 

In addition, when you hit with a Ranged Attack Roll 
or Armed Technique using a Thrown Weapon, you gain 
a +2 bonus to the Damage Roll. 


TWISTING WEAPON MASTER 


Whenever you are wielding a Twisting Weapon you gain 
an additional attack from the Twisting Property but you 
now Damage yourself on a d20 Attack Roll of 1 or 2 
while wielding them. 


TWO-WEAPON FIGHTING 


When you engage in two-weapon fighting, you can add 
your Ability Modifier to the Damage Roll of the off-hand 
weapon. 


CLOSE QUARTERS SHOOTER (UA) 


When making a Ranged Weapon Attack Roll or Shot 
Attack Roll while you are within 5 feet of a hostile 
creature, you do not have disadvantage on the attack 
roll. Your Ranged Weapon Attacks ignore half cover and 
three-quarters cover against targets within 30 feet of 
you. You have a+1 Static Bonus to Ranged Weapon 
Attack Roll or Shot Techniques. 


NONTERRESTRIAL 


As long as you are not wearing Heavy Armor or using a 
Shield, you have a Swimming Speed and a Climbing 
Speed equal to your Walk Speed, and you gain a+1 
bonus to AC while in the water or flying. 


TUNNEL FIGHTER (UA) 


As a Bonus Action, you can enter a defensive stance that 
lasts until the start of your next turn. While in your 
defensive stance, you can make Attacks of Opportunity 
without using your Reaction, and you can use your 
Reaction to make a Attacks of Opportunity against a 
creature if it moves more than 5 feet while within your 
Melee Reach. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 
and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, and again at 11th Level, you 
may make an additional attack as part of your Attack 
Action. 


Super Fu 
MAxiUCHIHA22 


ESOTERIC ARTS 


At 7th Level, your magical capability has begun to 
manifest in strange and unique ways. You gain one of 
the following benefits of your choice, at 13th and 17th 
Level, you may gain an additional Esoteric Art of your 
choice or gain the improved version of one that you have 
already chosen. 


ARCANE BOLT 

You may change the Damage Type of your Basic Ki 
Blasts to a Damage Type of your choice that is not 
Destruction Damage. 


ADVANCEMENT 


You may now also change the Damage Type of your 
Techniques to the Damage Type you chose. 


ARCANE SHIELD 


You gain a single Damage Resistance of your choice, 
this can not be changed later. 


ADVANCEMENT 


You gain your choice of an additional Damage 
Resistance of your choice or changing your current 
Damage Resistance to Damage Immunity. 


DANCING WEAPON 


You learn a ritual that creates a magical bond between 
yourself and one weapon. You perform the ritual over 
the course of 1 hour, which can be done during a short 
rest. The weapon must be within your reach throughout 
the ritual, at the conclusion of which you touch the 
weapon and forge the bond. 

Once you have bonded a weapon to yourself, you may 
call it as a bonus action so long as it is on the same 
plane of exsistance as you. When called the weapon 
moves 60 feet towards you, repeating this movement at 
the start of each of your subsequent turns until it 
reaches you. The weapon then hovers within 5 feet of 
you until you command it to attack telepathically. 

Your bonded weapon now has a range of your Ki 
Rank x15 feet, as it now flies to attack and then return 
to you. This weapon functions as if you were wielding it 
with 2-hands. 

You may repeat this ritual with a second weapon to 
replace your original one. 


ADVANCEMENT 


You may now bond with a second weapon of your 
choice. 


FOURTH DIMENSIONAL ATTACKS 


You have the ability to create small portals that allow 
you to project your attacks for a short distance. Your 
Melee Reach become 15 feet and ignores up to Three- 
Quarters Cover. 


ADVANCEMENT 


Your portals now have a longer range. Your Unarmed 
Strike range becomes 30 feet. 


SPACIAL DISTORTIONS 


You have the ability to slip in and out of reality to travel 
distances instantly. As a Bonus Action on your turn you 
may spend Stamina to Teleport 15 feet per Stamina 
spent. You may not spend more Stamina in this way 
than your Proficiency Bonus. 


ADVANCEMENT 


You now have the additional option to use this Feature 
as an Action, increasing the distance of the Teleport to 
30 feet per Stamina. 


WILD MAGIc SURGE 


Your Spells gain a permanent +1 Static Bonus however 
once per turn, the DM can have you roll a d20 
immediately after you cast a Spell of 1st level or higher. 
If you roll a 1, roll on the Wild Magic Surge Table to 
create a magical effect. If that effect is a spell, it is too 
wild to be affected by your Metamagic, and if it normally 
requires concentration, it doesn’t require concentration 
in this case; the spell lasts for its full duration. 


ADVANCEMENT 
You now roll twice on the Wild Magic Surge Table and 


get to choose between the effects of the two. 


POWERFUL MAGIC 


Whenever you cast a Spell, you may expend an 
additional use of Mysticism: Burst as a Reaction to 
enforce Disadvantage on any Saving Throws it may 
force. 


ADVANCEMENT 


You may now also use this Feature on a Technique that 
is benefiting from Magic Infusion. 


MARTIAL ARTIST 


N THE MARTIAL ARTIST 


Level Proficiency Bonus _ Features Unarmored Movement Martial Arts Ki Blast 
Ist +3 Martial Arts, Unarmored Defense — 1d4 1d4 
2nd +3 Martial Mastery, Unarmored Movement +10 1d4 1d4 
3rd +3 Heroic Feature, Favored Weapon +10 1d4 1d4 
4th +4 Ability Score Improvement +10 1d4 1d4 
5th +4 Flurry of Blows, Extra Attack +15 1d6 1d4 
6th +4 Heroic Feature +15 1d6 1d6 
7th 45) Heel Spin +15 1d6 1d6 
8th +5 Ability Score Improvement +15 1d6 1d6 
9th +5 Mind Over Matter +20 1d8 1d6 
10th +6 Heroic Feature +20 1d8 1d6 
11th +6 Extra Attack +20 1d8 1d8 
12th +6 Ability Score Improvement +20 1d8 1d8 
13th +7 Dancing Blows +25 1d10 1d8 
14th +7 Heroic Feature +25 1d10 1d8 
15th +7 Diamond Soul +25 1d10 1d8 
16th +8 Ability Score Improvement +25 1d10 1d10 
Heroic Feature 1d12 1d10 
True Freedom 1d12 1d10 
Ability Score Improvement 1d12 1d10 
Sifu 1d12 1d10 


MASTERS OF THE RING 


debe oe Kr PoINTs 
The young saiyan takes a breath listening to the crowd Ki MopIFIER 
roaring in his ears, he was back and ready to claim the ts 


title this year. The bell rings and he rockets forward, 
throwing kicks and jabs with seemingly reckless 
abandoned before landing a spinning kick that launches 
his opponent outside of the ring, he may not have been 
as strong but none of these humans could match his 
skill. 

Martial artists are second to none when it comes to 
their skill in close ranged combat, boasting speed and 
skill to trip, disarm, and generally control the battlefield 
around them. 


CLASS FEATURES 
As a Martial Artist you gain the following features: 


HiT POINTS 
Hit Dice 


1d8 per Martial Artist Level 


Hit PoINTS AT FIRST LEVEL 


8 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL UP GRANDPA GoHAN 


bate ba MaxiucHiHA22 
1d8 (or 5) + Constitution Modifier 


PROFICIENCIES 
ARMOR: 


None 


WEAPONS: 


Simple Weapons, Monastic Weapons, Shortswords 


TOOLS: 


Choose one type of Artisan’s Tools or one Musical 
Instrument 


SAVING THROWS: 


You gain proficiency in Charisma and Dexterity Saving 
Throws 


SKILLS: 


Choose two from Acrobatics, Athletics, History, Insight, 
Ki Control, Religion, and Stealth 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) a Shortsword or (b) any Simple Weapon 

¢ (a) a Dungeoneer’s Pack or (b) an Explorer’s Pack 
e 10 Darts 

e A pouch containing 50,000 Zeni 


MARTIAL ARTS 


Your practice of martial arts gives mastery over 
Unarmed Strikes and Monastic Weapons. Additionally 
you may treat Shortswords and any Simple Melee 
Weapons without the Heavy or Two-handed Property as 
a Monastic Weapon. 

You gain the following benefits when Unarmed or 
wielding only Monastic Weapons: 


e Your Unarmed Strikes and Monastic Weapons deal 
damage equal to the Martial Arts Table above 

e Your Unarmed Strikes and Monastic Weapons have 
the Finesse Property (if they didn’t already), allowing 
you to use either Dexterity or Strength for Attack 
and Damage Rolls with them 

e When you take the Attack Action with an Unarmed 
Strike or Monastic Weapon on your turn, you may 
make one Unarmed Strike as a bonus action. 

e You may use Dexterity instead of Strength when 
calculating Attack Roll Bonus and Save DC for 
Unarmed Techniques and Armed Techniques that 
use Monastic Weapons 


UNARMORED DEFENSE 


While wearing no Armor and not wielding a Shield, 
your AC equals 10 + your Dexterity Modifier + your 
Proficiency Bonus. 


MARTIAL MASTERY 


At 2nd Level you can manipulate yourself and your 
opponents with your attacks. Once per turn whenever 
you would Damage a creature with an Unarmed Strike 
or Melee Weapon Attack with a Monastic Weapon, you 
may apply one of the following effects to the attack: 


e Circumvent. You are capable of slipping through the 
guard of another. The Target is treated as if they 
were not Blocking for the rest of your turn. 

e Leading Strike. You learn to pull back on an attack 
to use it as set up for the next. The Triggering Attack 
does not add your Ability Score Modifier to damage, 
but you gain Advantage on your next Attack Roll. 

e Palm Strike. By attacking with a flat hand and 
following through with all of your might, you can 
send an opponent spinning away from you. The 
Target is Launched 10 feet in the opposite direction 
of you. 

¢ Reposition. You may move yourself with the weight 
of your attack. You may move yourself to any location 
you can see that would keep the Target in your 
Melee Range, without provoking Attacks of 
Opportunity. 

e Stumble. By aiming for the target’s center of gravity 
you can throw of their balance. The Target has their 
Movement Speed halved until the start of their next 
turn. 

e Wind. You strike the opponent’s midsection to force 
out the air from their body. The Target can not use 
Reactions until the start of their next turn. 


UNARMORED MOVEMENT 


Starting at 2nd Level, your speed increases by 10 feet 
while you are not wearing armor or wielding a shield. 
This bonus increases when you reach certain Martial 
Artist levels, as shown in the Martial Artist Table. 

Additionally, you gain the ability to move along 
vertical surfaces and across liquids on your turn without 
falling during the move. 


FAVORED WEAPON 


At 3rd Level you have learned to impart your ki into a 
weapon, making it a true extention of yourself. 
Whenever you take a Short Rest you may touch a single 
Martial Melee Weapon and infuse it with your Ki and 
treat it as a Monastic Weapon. This effect lasts until you 
replace it with a different Weapon on another Short 
Rest. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


At 4th Level, and again at 4th, 8th, 12th, 16th, and 19th 


Level, you have 3 points to distribute into your Ability 
Scores. You can’t increase an Ability Score above your 
Ability Score Maximum using this feature. Alternatively, 
you may instead gain a Feat for the cost of 2 points. 


EXTRA ATTACK 


Beginning at 5th Level, and again at 11th Level, you 
may make an additional attack as part of your Attack 
Action. 


FLURRY OF BLOWS 


At 5th Level you can push yourself to pull off incredible 


strings of attacks. As a Bonus Action on your turn you 
may expend 2 Stamina to make 2 Unarmed Strikes or 
Weapon Attacks with a Monastic Weapon. 


HEEL SPIN 


At 7th Level you have learned to use the momentum 
from your attacks to keep moving in combat. Whenever 
you hit a creature with a Unarmed Attack or Damage a 
creature with a Armed/Unarmed Technique you may 
expend your Reaction to gain the benefits of the 
Disengage Action for the rest of your turn. 

Additionally, you have learned to push your body to 
extreme levels of mobility. As a Bonus Action on your 
turn, you may expend 1 Stamina to take the Dash, 
Disengage, or Dodge Action. 


MIND OVER MATTER 


At 9th Level, you have learned to use your superior state 


of mind to push your body beyond it’s limitations. When 
you are at 0 Stamina you may spend Hit Die in place of 
any Stamina Cost/Upkeep, expending 1 Hit Die per 
Stamina. 


DANCING BLOWS 


At 13th Level your ability to use your own momentum 
allows you to reposition yourself with each attack. 
Whenever you take the Attack Action or use the Flurry 
of Blows Class Feature on your turn, you gain an 
additional 10 feet of Movement Speed each time you hit 
a new creature. This additional Movement Speed lasts 
until the end of your turn. 


DIAMOND SOUL 


At 15th Level your mastery over your Ki grants you 
Proficiency in all Saving Throws. 


TRUE FREEDOM 


You have reached a level of enlightenment that has 
granted you massive freedom. At 18th Level no effect 
can reduce your Movement Speed. 


SIFU 


You have made your martial arts a part of everything 
attack that you make. At 20th Level you may use your 
Martial Mastery Class Feature multiple times in one 
turn, however a single creature can not be the target of 
it more than once per turn. 
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MyYSsTIC 


N THE Mystic 


Level Proficiency Bonus Features 
Ist +3 
2nd Magyk Conversion 

3rd Heroic Feature 

4th Ability Score Improvement 
5th - 
6th Magyk Power 

7th Mysticism 

8th Ability Score Improvement 
9th Sparking 

10th - 

11th Heroic Feature 

12th Ability Score Improvement 
13th Mysticism, Signature Move 
14th Sparking 

15th Heroic Feature 

16th Ability Score Improvement 
Signature Move (2) 

Heroic Feature 

Ability Score Improvement 
Mysticism 


ARCANE ARSENALS 


A Shin-ling takes a deep breath before attempting his 
latest spell, he had never healed a wound this severe 
before and he prayed he had the strength left in him to 
pull it off. 

A rampaging Great Ape tears through the city before 
him, oblivious to the attempts to stop him. Before long a 
young Konatsian appears in front of him, and then 
another, and another, until the air around him is filled 
with dozens of the same man. The Ape swings and 
roars as he seemingly can’t make contact with the bug- 
like threats surrounding him. While the Ape is 
destracted it takes no effort at all to sneak up behind 
him and remove his tail. 

Mystics are as varied as the spells they can cast and 
thrive on their versatility and ability to almost magically 
restore themselves on the fly. 


CLASS FEATURES 
As a Mystic you gain the following features: 


HiT PoINTs 
Hit Dice 


1d6 per Mystic level 


Martial Arts Ki Blast 


Martial Arts, Mysticism, Unarmored Defense 1d4 1d4 


1d4 1d4 
1d4 1d4 
1d4 1d6 
1d4 1d6 
1d6 1d6 
1d6 1d6 
1d6 1d8 
1d6 1d8 
1d6 1d8 
1d8 1d8 
1d8 1d10 
1d8 1d10 
1d8 1d10 
1d8 1d10 
1d10 1d12 
1d10 1d12 
1d10 1d12 
1d10 1d12 
1d10 2d8 


Hit POINTS AT FIRST LEVEL 


6 + Constitution Modifier 


Hit POINTS GAINED UPON LEVEL UP 
1d6 (or 4) + Constitution Modifier 

Ki POINTS 

Ki MODIFIER 

+3 

PROFICIENCIES 

ARMOR: 

Light Armor 


WEAPONS: 


Simple Weapons, Monastic Weapons, Shortswords, 
Pistols 


TOOLS: 
Herbalist Kit 


SAVING THROWS: 


You have proficiency in Wisdom and Intelligence Saving 
Throws 


SKILLS: 


Choose two: Arcana, Investigation, Insight, Spirit, Ki 
Control 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e 1 set of Light Battle Armor 

e 1 Pistol with 1 Magazine 

e 1 Toolkit of your choice 

e A pouch containing 100,000 Zeni 


MARTIAL ARTS 


Your practice of martial arts gives mastery over 
Unarmed Strikes and Monastic Weapons. Additionally 
you may treat Shortswords and any Simple Melee 
Weapons without the Heavy or Two-handed Property as 
a Monastic Weapon. 

You gain the following benefits when Unarmed or 
wielding only Monastic Weapons: 


e Your Unarmed Strikes and Monastic Weapons deal 
damage equal to the Martial Arts Table above 

e Your Unarmed Strikes and Monastic Weapons have 
the Finesse Property (if they didn’t already), allowing 
you to use either Dexterity or Strength for Attack 
and Damage Rolls with them 

e When you take the Attack Action with an Unarmed 
Strike or Monastic Weapon on your turn, you may 
make one Unarmed Strike as a bonus action. 

e You may use Dexterity instead of Strength when 
calculating Attack Roll Bonus and Save DC for 
Unarmed Techniques and Armed Techniques that 
use Monastic Weapons 


CHAMEL 
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MYSTICISM 


Your arcane studies allow you to enforce your will onto 
reality, producing magical effects in the proccess. 

Whenever you gain this feature choose 1 school of 
magic, you may now add Spells and Cantrips from 
schools that you choose to your Learnable Technique 
List. You may not learn or cast a Spell of a higher Spell 
Level than your Proficiency Bonus. 

To cast Spells you spend Stamina equal to the Spell 
Level to cast them. Charisma is your Casting Modifier 
for these Spells. You do not require a Arcane Focus to 
cast these Spells. 

The list of Magic Schools include: 


e Conjuration 

e Necromancy 

e Evocation 

e Abjuration 

e Transmutation 
e Divination 

e Enchantment 

e [llusion 


UNARMORED DEFENSE 


Your natural magic has permeated into your aura 
bolstering your defense. While not wearing Armor your 
AC is equal to 10 + double your Charisma Modifier + 
half of your Proficiency Bonus, rounded up. 


MAGyYK CONVERSION 


At 2nd Level, as an Action on your turn you may convert 
Ki into Stamina at a rate of 10 Ki per Stamina. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


At 4th Level, and again at 8th, 12th, 16th, and 19th 
Level, you have 3 points to distribute into your Ability 
Scores. You can’t increase an Ability Score above your 
Ability Score Maximum using this feature. Alternatively, 
you may instead gain a Feat for the cost of 2 points. 


MAGYK POWER 


At 6th Level, Spells that you cast through the Mysticism 
Class Feature may gain the benefit of the Energy Bonus 
granted by Power as if they were a Technique. 

Additionally whenever you would have the option to 
Learn a Technique, you may instead Perfect a Spell. 
Whenever you Perfect a Spell, choose one Metamagic 
Option and permanently apply its benefit to that Spell 
without effecting its Casting Cost. 


SPARKING 


At 9th Level you dig down to your core to power yourself 
again. On your turn, you can use a Bonus Action to 
regain 1d6 Stamina. You also gain +2 Power until the 
start of your next turn. 

Once you use this Feature, you must finish a Long 
Rest before you can use it again. At 14th Level you can 
use this feature after a Short or Long Rest. 


SIGNATURE MOVE 


At 13th Level you may take a Long Rest to familiarize 
yourself with a specific Technique for constant use. 
Choose a Technique that has a Saving Throw or an 
Attack Roll, you gain a Static Bonus to that Technique 
equal to your Ki Rank. 

You may take a Long Rest and change your Signature 
Move. 

At 17th Level you may choose an additional 
Technique to gain this benefit and you may also choose 
Spells. 
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PUNISHER 


Level Proficiency Bonus _ Features 


Ist +3 


3rd Heroic Feature 

4th Ability Score Improvement 
5th Extra Attack 

6th Heroic features 

7th Signature Move 

8th Ability Score Improvement 
9th Combat Proficiency 

10th Heroic features 


11th Punishing Smite (2), Extra Attack 


12th Ability Score Improvement 
13th Combat Proficiency 

14th Heroic Feature 

15th Signature Move 


16th Ability Score Improvement 
Combat Proficiency 
Heroic Feature 

Ability Score Improvement 
Unbridled Grit 


UNSTOPPABLE COMBATANTS 


His tail has been cut off, he was almost bisected, nearly 
blinded, and yet the arcosian had not fallen. He gritted 
his teeth and stood once more ready to put his all into 
the next strike. 

The old sateery was beaten but not broken. He shot 
an empowered ki blast to remove 1 from the equation so 
he could weaken the nearest combatant, he knew they 
would never take him out before he drank them dry. 

A Punisher’s name is a double-edged sword for they 
can take punishment just as easily as they can inflict it. 
A Punisher will never back away from a challenge but 
may not always appear to be on the winning side until 
the end of the fight. 


CLASS FEATURES 
As a Punisher you gain the following features: 


HiT PoINtTs 
Hit Dice 


1d8 per Punisher level 


Hit PoINTs AT First LEVEL 


8 + Constitution Modifier 


Hit PoINTS GAINED UPON LEVEL Up 
1d8 (or 5) + Constitution Modifier 


Crushing Strength Ki Blast 


Crushing Strength, Grit, Unarmored Defense, 1d6 1d4 
2nd Punishing Smite, Fighting Style 


1d6 1d4 
1d6 1d4 
1d6 1d4 
1d8 1d4 
1d8 1d6 
1d8 1d6 
1d8 1d6 
1d10 1d6 
1d10 1d6 
1d10 1d8 
1d10 1d8 
1d12 1d8 
1d12 1d8 
1d12 1d8 
1d12 1d10 
2d6 1d10 
2d6 1d10 
2d6 1d10 
2d6 1d10 


Ki POINTS 
Ki MODIFIER 


+1 


PROFICIENCIES 
ARMOR: 


All Armor, Shields 

WEAPONS: 

Simple Weapons, Martial Weapons 
TOOLS: 


None 


SAVING THROWS: 

You gain proficiency in Charisma and Constitution 
Saving Throws 

SKILLS: 


Choose two from Athletics, Insight, Intimidation, 
Perception, and Spirit 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e 1 set of Light or Medium Armor 

e 2 Simple Weapons 

e 1 Martial or Simple Weapon 

e 1 (a) Pistol or (b) Rifle with 1 Magazine 
e A bag containing 100,000 Zeni 


CRUSHING STRENGTH 


Your incredible strength places you beyond others in 
raw might. 

You can use a d6 in place of the normal Damage Dice 
for Unarmed Strikes. This Damage Die increases as 
you gain Punisher Levels, as shown on the table above. 


GRIT 


At 1st Level, you have unyielding determination to stay 
in the fight. As a Bonus Action on your turn, you may 
spend Stamina to gain Temporary HP equal to 5x the 
Stamina spent, to a max of your Proficiency Bonus in 
Stamina. 


UNARMORED DEFENSE 


At 1st Level while wearing no Armor and not wielding a 
Shield, your AC equals 10 + your Dexterity Modifier + 
your Constitution Modifier + half of your Proficiency 
Bonus, rounded up. 

If you are wearing Armor you can use your 
Constitution for AC calculation instead of your 
Dexterity. 


FUTURE GOHAN 
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PUNISHING SMITE 


Starting at 2nd Level, you have learned to make the 
most out of your energy. When you hit a creature with a 
Melee Weapon Attack, Unarmed Strike, or a Basic Ki 
Blast, you can expend one Hit Die to deal Energy 
Damage to the target, in addition to the attack’s 
Damage Roll. The extra damage is 2d8 for 1 Hit Die, 
plus 1d8 for each additional Hit Die, to a maximum 
amount of Hit Die equal to your Proficiency Bonus. 

You may also Smite when casting Techniques at the 
cost of the Technique’s Ki Rank in Hit Die for each 
increase in Smite Damage. 


The next time you gain this feature, the first hit die gives 
3d8 extra damage and subsequently used hit die give 
2d8 each instead of their previous values. 


FIGHTING STYLE 


You adopt a particular style of fighting as your specialty. 
Choose one of the following options. You can’t take a 
Fighting Style option more than once, even if you later 
get to choose again. 


RANGED 


You gain a +2 Static Bonus to Ranged Weapon Attack 
Rolls and Basic Ki Blasts. 


BLIND FIGHTING 


You have Blindsight with a range of 10 feet. Within that 
range, you can effectively see anything that isn’t behind 
total cover, even if you’re blinded or in darkness. 
Moreover, you are aware of any invisible creatures 
within that range, unless the creature successfully hides 
from you using Stealth. 


DEFENSE 


While you are wearing Armor, you gain a bonus to AC 
equal to your Ki Rank. 


DUELING 


When you are wielding a Melee Weapon in one hand 
and no other weapons, you gain a +2 bonus to Damage 
Rolls with that weapon. 


GREAT WEAPON FIGHTING 


When you roll a 1 or 2 on a Damage Die for an attack 
you make with a Melee Weapon that you are wielding 
with two hands, you can reroll the die and must use the 
new roll, even if the new roll is a 1 or a 2. The weapon 
must have the Two-Handed or Versatile Property for 
you to gain this benefit. 


INTERCEPTION 


When a creature you can see hits a target within your 
Melee Range, other than you, you can use your Reaction 
to reduce the damage the target takes by 1d10 + your 
Proficiency Bonus (to a minimum of 0 damage). You 
must be wielding a Shield or a Simple or Martial 
Weapon to use this Reaction. 


PROTECTION 


When a creature you can see attacks a target other than 
you that is within your Melee Range, you can use your 
reaction to impose Disadvantage on the triggering 
Attack Roll. You must be wielding a Shield. 


SUPERIOR TECHNIQUE 


You learn one Combat Maneuver of your choice from 
among those available to the Warrior Class. If a Combat 
Maneuver you use requires your target to make a 
Saving Throw to resist the Combat Maneuver’s effects, 
the Saving Throw DC equals 8 + your Proficiency 
Bonus + your Strength or Dexterity Modifier (your 
choice.) 

You gain one Superiority Die, which is a d6 (this die 
is added to any Superiority Die you have from another 
source). This die is used to fuel your Combat 
Maneuvers. A Superiority Die is expended when you 
use it. When you finish a Short or Long Rest, you regain 
your expended Superiority Die. 


THROWN WEAPON FIGHTING 


You can draw a weapon that has the Thrown Property 
as part of the attack you make with the weapon. 

In addition, when you hit with a Ranged Attack Roll 
or Armed Technique using a Thrown Weapon, you gain 
a +2 bonus to the Damage Roll. 


Two-WEAPON FIGHTING 

When you engage in two-weapon fighting, you can add 
your Ability Modifier to the Damage Roll of the off-hand 
weapon. 


CLOSE QUARTERS SHOOTER (UA) 


When making a Ranged Weapon Attack Roll or Shot 
Attack Roll while you are within 5 feet of a hostile 
creature, you do not have disadvantage on the attack 
roll. Your Ranged Weapon Attacks ignore half cover and 
three-quarters cover against targets within 30 feet of 
you. You have a+1 Static Bonus to Ranged Weapon 
Attack Roll or Shot Techniques. 


CONTROLLED STRENGTH 


Your Crushing Strike Class Feature and Unarmed 
Techniques can now be calculated with Dexterity 
instead of Strength. 


NONTERRESTRIAL 


As long as you are not wearing Heavy Armor or using a 
Shield, you have a Swimming Speed and a Climbing 
Speed equal to your Walk Speed, and you gain a+1 
bonus to AC while in the water or flying. 


TUNNEL FIGHTER (UA) 


As a Bonus Action, you can enter a defensive stance that 
lasts until the start of your next turn. While in your 
defensive stance, you can make Attacks of Opportunity 
without using your Reaction, and you can use your 
Reaction to make a Attacks of Opportunity against a 
creature if it moves more than 5 feet while within your 
Melee Reach. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 
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ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 


and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, and again at 11th Level, you 
may make an additional attack as part of your Attack 
Action or Ki Blast Action. 


SIGNATURE MOVE 


At 7th Level you may take a Long Rest to familiarize 
yourself with a specific Technique for constant use. 
Choose a Technique that has a Saving Throw or an 
Attack Roll, you gain a Static Bonus to that Technique 
equal to your Ki Rank. You may take a Long Rest and 
change your Signature Move. 

At 15th Level you may designate 2 additional 
Techniques to gain this benefit. 


COMBAT PROFICIENCY 


At 9th Level, choose one type of Technique: Armed, 
Beam, Blast, Barrage, Omni, Shot, or Unarmed. You 
gain +1 Static Bonus this type of Technique. At 13th 
Level this becomes +2 and at 17th Level you get to pick 
a second type of Technique to gain this bonus as well. 


UNBRIDLED GRIT 


At 20th Level as a Bonus Action on your turn, you may 
spend Stamina to gain Temporary HP equal to 10x the 
Stamina spent, to a max of your Proficiency Bonus in 
Stamina. 
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VIRTUOSO 


N THE VIRTUOSO 


Level Proficiency Bonus Features Ki Enhanced Combat Ki Blast 
Ist Heroic Feature, Ki Enhanced Abilities, Unarmored Defense 1d4 1d4 
2nd Paragon Mastery 1d4 1d4 
3rd Signature Move 1d4 1d4 
4th Ability Score Improvement 1d4 1d6 
5th Extra Attack 1d4 1d6 
6th Heroic Feature 1d6 1d6 
7th Explosive Power 1d6 1d6 
8th Ability Score Improvement 1d6 1d8 
9th Paragon Mastery (2) 1d6 1d8 
10th Signature Move (2) 1d6 1d8 
11th Technical Genius 1d8 1d8 
12th Ability Score Improvement 1d8 1d10 
13th Natural Attunement 1d8 1d10 
14th Heroic Feature 1d8 1d10 
15th Paragon Mastery (3) 1d8 1d10 
16th Ability Score Improvement 1d10 1d12 

Signature Move (3) 1d10 1d12 
Heroic Feature 1d10 1d12 

Ability Score Improvement 1d10 1d12 

Technical Master 1d10 2d8 


MASTERS OF TECHNIQUE CLASS FEATURES 
A Namkian lies at the bottom of a waterfall, deep in As a Virtuoso you gain the following features: 


meditation as he hovers above the water with a faint 


aura surrounding him. Suddenly his concentration is HiT PoInTs 

broken by a barrage of blast pushing him into the Hit Dice 

waterfall. Only the briefest moment passed before the 1d8 per Virtuoso Level 

man closed on his assailant, burying his fist in their 

stomach. Hit POINTS AT FIRST LEVEL 


Tearing his way through the battlefield, the excited 
Saiyan had fell enemy after enemy without strife until 
suddenly a beam of energy almost knocks him from his Hit POINTS GAINED UPON LEVEL UP 
aerial position. “What a sorry excuse of a technique” he 
says as he generates a ball of purple between his palms. 
There was nothing that remained after the hit. 

Virtuosos are those that excel in the art of ki Ki PoInts 
manipulation. Their mastery over their own ki flow Ki MoDIFIER 
allows them to improve and enhance their techniques 
no matter the type, being able to make them deal more +3 
damage or be so fast the opponent can’t react. 


8 + Constitution Modifier 


1d8 (or 5) + Constitution modifer 


PROFICIENCIES 
ARMOR: 


Light and Medium Armor 


WEAPONS: 


Simple Weapons, Shortswords, Pistols, Rifles, and 
Sniper Rifles 


TOOLS: 


Scouters 


SAVING THROWS: 


You gain proficiency in Dexterity and Wisdom Saving 
Throws 


SKILLS: 


Choose two: Acrobatics, Arcana, History, Insight, 
Perception, Ki Control 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (A)1 set of Light Battle Armor or (B) 1 set of Medium 
Battle Armor 

e 2(A) Pistols or (B) 1 Rifle with 1 Magazine 

e (A) 1 Tier 1 Scouter or (B) 1 Toolkit of your choice 

e A pouch containing 100,000 Zeni 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


Ki ENHANCED ABILITIES 


You have learned to supercharge your attacks with your 
ki making your attacks hit with unearthly force. Wearing 
Armor does not affect this Feature. You gain the 
following benefits when unarmed: 


e You can use a d4 in place of your Unarmed Strike’s 
Damage Die. This die increases as you gain Virtuoso 
Levels, as shown on the table above. You may use 
Wisdom as your Modifier for Unarmed Strikes. 

e Your Basic Ki Blast Damage Die increases as you 
gain Virtuoso Levels, as shown on the table above. 


UNARMORED DEFENSE 


Your ki forms an invisible barrier around your body, 
softening impacts and shielding you from energy. 
While wearing no Armor and not wielding a Shield, 
your AC equals 10 + double your Wisdom Modifier + 
half of your Proficiency Bonus (rounded up). 
When you are wearing Armor you may use your 
Wisdom in place of Dexterity for AC Calculation. 


PARAGON MASTERY 


At 2nd Level, you learn a Paragon Mastery from the list 
below, this can not be changed later. On a long rest, you 
may choose a number of Techniques equal to your Ki 
Rank and assign each of them one of your Paragon 
Masteries until you complete a Long Rest. Anytime you 
cast one of the chosen Techniques you may choose to 
apply the benefit of the assigned Paragon Mastery. You 
learn an additional Paragon Mastery at 9th and 15th 
Level. 


PARAGON MASTERIES 
DENSE 


You've learned to make your Techniques so dense that 
it seems to warp around the edges. So long as the 
Technique casted is a Ki Technique, that does not have 
the Range of Melee, you may use Constitution as the 
Casting Modifier. 


EFFICIENT 


You have learned to pull off the same Techniques 
without expending the same energy as others. This 
Technique has its Casting Cost decreased by 25%, 
rounded up. 


EMPOWERED 


You can pour excess energy into your Techniques. This 
Technique has its Casting Cost increased by 50%, 
rounded up, but deals an additional amount of Damage 
Dice equal to your Ki Rank. 


FOCUSED CHARGE 


You are incredibly proficient in funneling energy into 
your attacks. This Technique can be Charged as an 
Action or Bonus Action on your turn, So long as its 
Casting Time isn’t 1 Turn. 


HoMING 


You've learned to make your Techniques into controlled 
seeking attacks. So long as the Technique casted is a Ki 
Technique, that does not have the Range of Melee, you 
may use Dexterity as the Casting Modifier. 


Quick 


You can send your attacks with such speed that it 
becomes almost inperceptible. This Technique ignores 
the target’s Wild Sense Manuever or their 
Evasion/Prodigious Skill Class Features. 


WILD 


Your Techniques shake and bend with intense energy. 
So long as the Technique casted has an Attack Roll, 
increase its Casting Cost by 50%, rounded up, and it 
now deals half Damage on a miss. 


SIGNATURE MOVE 


At 3rd Level you may take a Long Rest to familiarize 
yourself with a specific Technique for constant use. 
Choose a Technique that has a Saving Throw or an 
Attack Roll, you gain a Static Bonus to that Technique 
equal to your Ki Rank. You may take a Long Rest and 
change your Signature Move. 

At 10th and 17th Level you may designate an 
additional Technique to gain this benefit. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th Level, and again at 8th, 12th, 16th, 


and 19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, you can attack twice, instead of 
once, whenever you take the Attack Action. 


EXPLOSIVE POWER 


At 7th Level you gain the ability to empower your 
Techniques. Whenever you would cast a Technique you 
may expend your Reaction to double the Range, unless 
it is Melee Range, and treat it as if you Charged it one 
additional time. You may use this Feature a number of 
times equal to your Proficiency Bonus per Long Rest. 


TECHNICAL GENIUS 


At 11th Level your skill with your Techniques is 
unmatched. Whenever you would cast a Technique that 
targets a hostile creature you may grant yourself the 
Empowered or Super-Charged Condition for the 
duration. You may use this Feature a number of times 
equal to your Ki Rank per Long Rest. 


NATURAL ATTUNEMENT 


At 13th Level you have become supremely attuned to 
your own energies. Whenever you would roll dice to 
regain Ki Points it is always treated as the maximum 
amount. 


TECHNICAL MASTER 


At 20th Level your benefit from the Technical Genius 
Class Feature lasts until the end of your next turn or the 
next time you would use the Feature, whichever comes 
first. 
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Proficiency Bonus Features 

43 Close Quarters Combat, Unarmored Defense 
+3 Combat Mastery, Fighting Style 

4g Heroic Feature 

+4 Ability Score Improvement 

+4 Combat Maneuver, Extra Attack 

+4 Ability Score Improvement 

+5 Heroic Feature 

+5 Ability Score Improvement 

4H5 Combat Maneuver, Superiority Improvement 
+6 Heroic Feature 

+6 Extra Attack 

+6 Ability Score Improvement 

+7 Combat Maneuver 

+7 Ability Score Improvement 

de] Heroic Feature 


+8 Ability Score Improvement 
Superiority Improvement 
Heroic Feature 
Ability Score Improvement 
Extra Attack 


Ki POINTS 
Ki MODIFIER 


CONFIDENT AND DEPENDABLE 


The young Human looks around at his group, he wasn’t 
as skilled as his friend the Martial Artist, nor was he as +2 

clever and quick-witted as the Agent, and he truly was PROFICIENCIES 
not as dominant in combat as the Punisher but after A : 

taking time to assess himself he relized he never lacked Bohol 


when needed. 

Warriors are magnificent generalist with good ki and 
unarmed combat with the freedom to grow and develop 
themselves as they see fit. 


CLASS FEATURES 
As a Warrior you gain the following features: 


HiT PoINts 
Hit Dice 


1d10 per Warrior level 


Hit PoINTS AT FIRST LEVEL 


10 + Constitution Modifier 


Hit PoINTS GAINED UPON LEVEL UP 
1d10 (or 6) + Constitution Modifier 


All Armor, Shields 


WEAPONS: 


Simple Weapons, Martial Weapons, Monastic Weapons 


TOOLS: 


None 


SAVING THROWS: 

You gain proficiency in Strength and Constitution 
Saving Throws 

SKILLS: 


Choose two from Acrobatics, Animal Handling, 
Athletics, History, Insight, Intimidation, Perception, and 
Survival 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) Light Armor or (b) Medium Armor of your choice 

e (a) a Martial Weapon and a Shield or (b) two Martial 
Weapons 

e (a) a Pistol with 1 Magazine or (b) two Handaxes 

¢ (a) a Dungeoneer’s Pack or (b) an Explorer’s Pack 

e A pouch containing 100,000 Zeni 


CLOSE QUARTERS COMBAT 


Close Quarters Combat, or CQC, is a style of practiced, 
practical fighting combinations. You have traditional 
close quarter combat training, gain the following 
benefits when unarmed: 


e You can use a d4 in place of the your Unarmed 
Strike and Finesse Weapon’s Damage Die. This die 
increases as you gain Warrior Levels, as shown on 
the CQC Table above. 

e Your Unarmed Strikes have the Finesse Property (if 
they didn’t already), allowing you to use either 
Dexterity or Strength for Attack and Damage Rolls 
with Unarmed Strikes. 

e You may use Dexterity instead of Strength when 
determining Attack Roll Bonus and Save DC for 
Unarmed Techniques. 


UNARMORED DEFENSE 


While wearing no Armor and not wielding a Shield, 
your AC equals 10 + your Dexterity Modifier +your 
Proficiency Bonus. 
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COMBAT MASTERY 


Starting at 2nd Level, you learn three Combat 
Maneuvers of your choice. Many Combat Maneuvers 
enhance an attack in some way. You can use only one 
Combat Maneuver per attack. You learn two additional 
Combat Maneuvers of your choice at 5th, 9th, and 13th 
Level. Each time you learn new Combat Maneuvers, you 
can also replace one Combat Maneuver you know with 
a different one. 


Combat Maneuvers will be detailed at the end of this 
Class. 


SUPERIORITY DICE 


You have four Superiority Dice, which are d8s. A 
Superiority Die is expended when you use it. You regain 
expended Superiority Dice equal to your Ki Rank at the 
start of your turn. You gain another Superiority Die at 
5th Level and one more at 13th Level. 


SAVING THROWS 


Some of your Combat Maneuvers require your target to 
make a saving throw to resist the Combat Maneuver’s 
effects. The Saving Throw DC is calculated as follows: 


Combat Maneuver Save DC = 8 + your Proficiency 
Bonus + your Strength or Dexterity Modifier (your 
choice) 


FIGHTING STYLE 


At 2nd Level, you adopt a particular style of fighting as 
your specialty. Choose one of the following options. You 
can’t take a Fighting Style option more than once, even 
if you later get to choose again. 


RANGED 


You gain a +2 Static Bonus to Ranged Weapon Attack 
Rolls and Basic Ki Blasts. 


BLIND FIGHTING 


You have Blindsight with a range of 10 feet. Within that 
range, you can effectively see anything that isn’t behind 
total cover, even if you’re blinded or in darkness. 
Moreover, you are aware of any invisible creatures 
within that range, unless the creature successfully hides 
from you using Stea/th. 


DEFENSE 

While you are wearing Armor, you gain a bonus to AC 
equal to your Ki Rank. 

DUELING 


When you are wielding a Melee Weapon in one hand 
and no other weapons, you gain a +2 bonus to Damage 
Rolls with that weapon. 


GREAT WEAPON FIGHTING 


When you roll a 1 or 2 on a Damage Die for an attack 
you make with a Melee Weapon that you are wielding 
with two hands, you can reroll the die and must use the 
new roll, even if the new roll is a 1 or a 2. The weapon 
must have the Two-Handed or Versatile Property for 
you to gain this benefit. 


INTERCEPTION 


When a creature you can see hits a target within your 
Melee Range, other than you, you can use your Reaction 
to reduce the damage the target takes by 1d10 + your 
Proficiency Bonus (to a minimum of 0 damage). You 
must be wielding a Shield or a Simple or Martial 
Weapon to use this Reaction. 


PROTECTION 


When a creature you can see attacks a target other than 
you that is within your Melee Range, you can use your 
reaction to impose Disadvantage on the triggering 
Attack Roll. You must be wielding a Shield. 


SUPERIOR TECHNIQUE 


You have an additional Superiority Die. 


THROWN WEAPON FIGHTING 


You can draw a weapon that has the Thrown Property 
as part of the attack you make with the weapon. 

In addition, when you hit with a Ranged Attack Roll 
or Shot Technique using a Melee Weapon, you gain a +2 
bonus to the Damage Roll. 


Two-WEAPON FIGHTING 


When you engage in two-weapon fighting, you can add 
your Ability Modifier to the Damage Roll of the off-hand 
weapon. 


CLOSE QUARTERS SPECIALIST 


Attacks made with your Close Quarters Combat Class 
Feature deal an additional 1 point of Damage. 


CLOSE QUARTERS SHOOTER (UA) 


When making a Ranged Weapon Attack Roll or Shot 
Attack Roll while you are within 5 feet of a hostile 
creature, you do not have disadvantage on the attack 
roll. Your Ranged Weapon Attacks ignore half cover and 
three-quarters cover against targets within 30 feet of 
you. You have a+1 Static Bonus to Ranged Weapon 
Attack Roll or Shot Techniques. 


NONTERRESTRIAL 


As long as you are not wearing Heavy Armor or using a 
Shield, you have a Swimming Speed and a Climbing 
Speed equal to your Walk Speed, and you gain a +1 
bonus to AC while in the water or flying. 


TUNNEL FIGHTER (UA) 


As a Bonus Action, you can enter a defensive stance that 
lasts until the start of your next turn. While in your 
defensive stance, you can make Attacks of Opportunity 
without using your Reaction, and you can use your 
Reaction to make a Attacks of Opportunity against a 
creature if it moves more than 5 feet while within your 
Melee Reach. 


HEROIC FEATURE 


You gain two choices from the Heroic Features List. 
Every additional time you recieve this Class Feature, 
you gain an additional choice from the Heroic Features 
List. 


ABILITY SCORE IMPROVEMENT 


At 4th Level, and again at 6th, 8th, 12th, 14th, 16th, and 
19th Level, you have 3 points to distribute into your 
Ability Scores. You can’t increase an Ability Score 
above your Ability Score Maximum using this feature. 
Alternatively, you may instead gain a Feat for the cost of 
2 points. 


EXTRA ATTACK 


Beginning at 5th Level, and again at 11th and 20th 
Level, you may make an additional attack as part of your 
Attack Action. 


SUPERIORITY IMPROVEMENT 


Your Superiority Die becomes a d10 at 9th Level and a 
d12 at 17th Level. 


COMBAT MANEUVERS 
AMBUSH 


When you make a Dexterity (Stealth) Check or an 
Initiative Roll, you can expend one Superiority Die and 


add the die to the roll, provided you aren’t Incapacitated. 


BAIT AND SWITCH 


When you're within your Unarmed Melee Range of a 
creature on your turn, you can expend one Superiority 
Die and switch places with that creature, provided you 
spend movement equal to the distance traveled and the 
creature is willing and isn’t Incapacitated. This 
movement doesn’t provoke Attacks of Opportunity. 

Roll the Superiority Die. Until the start of your next 
turn, you or the other creature (your choice) gains a 
bonus to AC equal to the number rolled. 


BRACE 


When a creature you can see moves into the reach of 
your Unarmed Strike or the Melee Weapon you're 
wielding, you can use your Reaction to expend one 
Superiority Die and make one attack against the 
creature, using that weapon or Unarmed Strike. If the 
attack hits, add the superiority die to the Damage Roll. 


COMMANDER’S STRIKE 


When you take the Attack Action on your turn, you can 
forgo one of your attacks and use a Bonus Action to 
direct one of your companions to strike. When you do 
so, choose a friendly creature who can see or hear you 
and expend one Superiority Die. That creature can 
immediately use its Reaction to make one Weapon 
Attack, Unarmed Strike, or Technique with the casting 
time of Reaction, adding the Superiority Die to the 
attack’s Damage Roll. 


COMMANDING PRESENCE 


When you make a Charisma (Intimidation), a Charisma 
(Performance), or a Charisma (Persuasion) Skill Check, 
you can expend one Superiority Die and add the 
Superiority Die to the Skill Check. 


DISARMING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to disarm the target, forcing 
it to drop one item of your choice that it’s holding. You 
add the Superiority Die to the attack’s Damage Roll, 
and the target must make a Strength Saving Throw. On 
a failed save, it drops the object you choose. The object 
lands at its feet. 


DISTRACTING STRIKE 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to distract the creature, giving your 
allies an opening. You add the Superiority Die to the 
attack’s Damage Roll. The next Attack Roll against the 
target by an attacker other than you has Advantage if 
the attack is made before the start of your next turn. 


EVASIVE FOOTWORK 


When you move, you can expend one Superiority Die, 
rolling the die and adding the number rolled to your AC 
until you stop moving. 


FEINTING ATTACK 


You can expend one Superiority Die as a bonus action 
on your turn to Feint, choosing one creature within 5 
feet of you as your target. You have Advantage on your 
next Attack Roll against that creature this turn. If that 
attack hits, add the Superiority Die to the attack’s 
damage roll. 


GOADING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to goad the target into 
attacking you. You add the Superiority Die to the 
attack’s Damage Roll, and the target must make a 
Wisdom Saving Throw. On a failed save, the target has 
Disadvantage on all Attack Rolls against targets other 
than you until the end of your next turn. 


GRAPPLING STRIKE 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
Grappling Weapon on your turn, you can expend one 
Superiority Die and then try to grapple the target as a 
Bonus Action (see the Player’s Handbook for rules on 
grappling). Add the Superiority Die to your Strength 
(Athletics) Check. 


LUNGING ATTACK 


When you make a Weapon Attack, Unarmed Strike, or 
Armed/Unarmed Technique with a range of Melee or 
Weapon’s Reach on your turn, you can expend one 
Superiority Die to increase your reach for that attack by 
5 feet. If you hit, you add the Superiority Die to the 
attack’s Damage Roll. 


MANEUVERING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to maneuver one of your comrades into 
a more advantageous position. You add the Superiority 
Die to the attack’s Damage Roll, and you choose a 
friendly creature who can see or hear you. That creature 
can use its Reaction to move up to half its speed without 
provoking Opportunity Attacks from the target of your 
attack. 


MENACING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to frighten the target. You 
add the Superiority Die to the attack’s Damage Roll, 
and the target must make a Wisdom Saving Throw. On 
a failed save, it is Frightened of you until the end of your 
next turn. 


PARRY 


When another creature damages you with a Weapon 
Attack or Strike Technique, you can use your Reaction 
and expend one Superiority Die to reduce the damage 
by the number you roll on your Superiority Die + your 
Dexterity Modifier. 


PRECISION ATTACK 


When you make a Weapon Attack, Unarmed Strike, or 
Strike Technique with a range of Melee or Weapon’s 
Reach against a creature, you can expend one 
Superiority Die to add it to the Attack Roll. You can use 
this maneuver before or after making the attack roll, but 
before the results are determined. 


PUSHING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to drive the target back. You 
add the Superiority Die to the attack’s Damage Roll, 
and if the target is no larger than one Size Category 
larger than you, it must make a Strength Saving Throw. 
On a failed save, you push the target up to 15 feet away 
from you. 


QUICK Toss 


As a Bonus Action, you can expend one Superiority Die 
and make a ranged attack with a Weapon that has the 
Thrown Property. You can draw the weapon as part of 
making this attack. If you hit, add the Superiority Die to 
the weapon’s Damage Roll. 


RALLY 


On your turn, you can use a Bonus Action and expend 
one Superiority Die to bolster the resolve of one of your 
companions. When you do so, choose a friendly 
creature who can see or hear you. That creature gains 
Temporary HP equal to the Superiority Die roll + your 
Charisma Modifier. 


RIPOSTE 


When a creature misses you with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can use your 
Reaction and expend one Superiority Die to make a 
Weapon Attack or Unarmed Strike against the creature. 
If you hit, you add the Superiority Die to the attack’s 
Damage Roll. 


SWEEPING ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to damage another creature 
with the same attack. Choose another creature within 5 
feet of the original target and within your reach. If the 
original Attack Roll would hit the second creature, it 
takes damage equal to the number you roll on your 
Superiority Die. The damage is of the same type dealt 
by the original attack. 


TACTICAL ASSESSMENT 


When you make an Intelligence (Investigation), an 
Intelligence (History), or a Wisdom (Insight) Check, you 
can expend one Superiority Die and add the Superiority 
Die to the Ability Check. 


Trip ATTACK 


When you hit a creature with a Weapon Attack, 
Unarmed Strike, or Armed/Unarmed Technique with a 
range of Melee or Weapon’s Reach, you can expend one 
Superiority Die to attempt to knock the target down. 
You add the Superiority Die to the attack’s Damage 
Roll, and if the target is no more than one Size Category 
larger than you, it must make a Strength Saving Throw. 
On a failed save, you knock the target prone. 


CHAPTER 5: TRAINING 


SOY RAINING IS AN INTEGRAL PART OF CHARACTER 
development in Dragon Ball. While 
constant short bursts of training will add up 
to growth, diligent training for a longer 
period of time will boost your character 
significantly. 


TRAINING ARCS 


Training Arcs are large stretches of time, generally 
counted in intervals of 6 months, where the majority of 
your character’s time is spent training and preparing 
themselves for whatever may be ahead of them. 
Training is paramount in becoming the best possible 
version of yourself. 


Training is very powerful and can drastically affect the 
balance of the game and no more than one Training Arc 
is recommended per Ki Rank. 


SOLO TRAINING 


“There is no better master of me than myself” 


Training alone allows you to develop your own style 
more effectively. When training alone you gain the 
following benefits: 


e You (A) gain 3 Ranks of Mastery to put into 
Techniques you know or (B) gain 1 additional 
Training Boon. 

e You gain one Training Boon. 


Alternatively you may replace both of those options to 
gain 1 Technique of one Ki Rank higher than you 
currently are. 
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TRAINING WITH A PARTNER 


“Together, we form a necessary paradox; not a 
senseless contradiction.” 


Training with an adequate partner means training with 
another character within 3 Character Levels of your 
current Character Level. If the other character is more 
than 3 levels below you, you benefit as if you were Solo 
Training and they act as if Training with a Master. 

When training with a partner you gain the following 
benefits: 


e You gain 4 Training Boons, gaining an additional 
one for each 2 additional training partners. 

e Any 2 people in a Training Arc together like 
this may partner together and each expend 
Training Boons as listed below to teach 
something from one partner to the other: 


e 1 Training Boon: 1 Technique that they 
fit the Requirements for. 

e 2 Training Boons: 1 Mortal Trained 
Feature. 

e 3 Training Boons: 1 Alien Trained 
Feature. 


TRAINED By A MASTER 


“Yes! We'll spend this hour on good old napping. Work 
hard, study well and eat and sleep plenty... that’s the 
turtle hermit way to learn!” 


Training under a master is the most effective way to 
learn. A master must be above your current level by 3 
levels. While training under a master you gain the 
following: 


e You gain 6 Training Boons. 

e You may spend 2 Training Boons to gain a 
Mortal Trained Feature that your Master 
knows. 

e You may spend 3 Training Boons to gain a 
Alien/Divine Trained Feature that your Master 
knows. 

e You may spend 2 Training Boons to gain a 
Technique that is a single Ki Rank higher than 
you are, so long as you fit any other 
Requirements. 


‘TRAINING BOONS 


“Even a low-class warrior can surpass an elite. With 
enough hard work.” These words have echoed 
throughout history and inspired the greatest warriors of 
history. 


Training Boons are bonus gained from Training Arcs, 
Ordeals, as well as Racial Features like Zenkai Boost 
and Pure Progress. These bonuses can boost your 
character in-between level-ups and can provide much 
needed time to master abilities and unlock Forms or 
other methods of empowerment. 


For 1 Training Boon you may gain 1 of the following: 


e Increase one of your Resources. You may increase 
each Resource in this way a number of times equal 
to your Proficiency Bonus. 

e Gain an additional Hit Die and Maximum HP 
as if you gained a Level based on your most 
recent Class Level. 

¢ Gain Ki as if you gained a Level based on your 
most recent Class Level. 

e Maximum Stamina increases by 2. 

e Increase your Base Walk Speed by 5 feet 

e Gain 1 Rank of Mastery to put in one of your 
Techniques. 

e Learn a Technique of your Ki Rank that you qualify 
for. 

e You may not trade this Technique out on later 
Level-Ups or Training Arcs. 

e Gain proficiency in a Skill or Toolkit of your choice. 


For 2 Training Boons you may gain 1 of the 
following: 

e You may gain a Heroic Feature or a Feat. 

e Increase an Ability Score by 2 or two Ability Scores 
by 1. 


GAINING ADDITIONAL BOONS 


OPTIONAL RULE: TRAINING BOON 
EXCHANGES 
Whenever you gain an Ability Score Improvement you 
may replace the amount of points you may allocate into 
an equal amount of Training Boons. 

You may also replace gaining a Heroic Feature upon 
Level Up with gaining 2 Training Boons. 


DOWNTIME 


When dealing with smaller units of Downtime, 10 
weeks of Downtime equates to 1 Training Boon. This 
time does not need to be consecutive. 


EXTREME CONDITIONS 


If you have a Training Arc under conditions such as 
extreme gravity or harsh enviroments such as a desert 
planet like Vampa you gain an additional Training Boon 
upon completion. 


TIME CHAMBERS 


Chambers of time dialation that stretch the passing of 
time into incredible lengths and comes in multiple 
variations. Each Time Chamber has a different amount 
of time covered and bonuses gained. 

You may spend a total of 1 year Inside of a Time 
Chamber per Ki Rank or immediately roll on the 
Indefinite Madness Table from mental fatigue. You gain 
an additional year after you obtain God Ki. 


GALACTIC PATROL 


You may enter this desert like chamber to experience 3 
days in the time of 1. Training in this chamber allows 
for a Training Arc in 2 months. 


KAMI’s LOOKOUT 


This massive white expanse is filled with heightened 
gravity and chaotic weather. A single day in the outside 
world is 1 year inside this Time Chamber. You also 
benefit from Extreme Conditions for each Training Arc 
spent in this Chamber. 

Due to the nature of this chamber it is incredibly 
taxing on the mind of the users, for each Training Arc 
you wish to attempt you must make 3 DC 15 Saving 
Throws using either your Intellegence, Wisdom, or 
Charisma Score (your choice) or roll on the Indefinite 
Madness Table. If you are in the Time Chamber with at 
least 1 other person you have Advantage on this roll. 

If you fail this roll you may choose to exit the Time 
Chamber early instead of rolling on the Madness Table, 
gaining only 1 Training Boon for each successful Saving 
Throw before you failed, spending 2 months in the 
chamber for each success. 
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ORDEALS 


Ordeals are insurmountable or otherwise incredible 
moments that defy the odds or at the very least your 
own limits. Moments such as these are capable of 
granting you 1 Training Boon upon completion. You do 
not gain any benefits from completing Ordeals more 
than once. If you fail an Ordeal it must be reattempted 
from the start to gain any benefit. 


ORDEAL EXAMPLES 


MILK RUN 


The essence of the Milk Run is simple, your task is to 
deliver all of the milk in to the population of an island in 
a single day on foot. By spending 1 day you may attempt 
3 consecutive DC 15 Athletics Checks to succeed this 
task. 


KoORRIN’S TOWER 


Before you stands a tower ascending to the heavens and 
your job is to climb to the top and meet this land’s 
guardian. By spending 1 day you may attempt 5 
consecutive DC 15 Athletics Checks to succeed this 
task. 


SNAKE WAY 


Crossing Snake Way is not easy, factoring multiple 
aspects, the main two factors being your body’s fortitude 
and your mind’s will to persevere. You must roll a DC 
15 Constitution Saving Throw and a DC 10 Charisma 
Saving Throw. On a failure from either, you end up in 
HFIL(Hell) as your legs give out from weakness of body 
or spirit. 


PULLING THE Z-SWORD 

Lodged and sealed in an indestructable stone collumn, 
removing the Z-Sword is a herculean task of almost 
divine proportions. To succeed in removing the sword 
you must succeed in 3 DC 20 Athletics Checks or take 1 
Rank of Exhaustion on a failure as you end up slipping 
off the blade with skinned hands. 


You may add half of your current Power Bonus to this 
Athletics Checks. 
TRAINING TO WIELD THE Z-SwWORD 


Attuning to the Z-Sword is an Ordeal by itself. This 8 
hour Ritual leaves you with 1 Rank of Exhaustion. 
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"TRAINED FEATURE LISTS 


Occasionally you will see abilities that are so alien and 


Uu 
Nn 


nique that under normal circumstances they would 
ever be developed through training and growth, in 


situations like these it is prudent to seek out outside 


h 


elp from a Master. Trained Features come in 3 


different categories: Mortal, Alien, and Divine. 


Mortal Trained Features are abilities that exist 
somewhere in the realm of possibility for all living 
things, though many just never awaken it. 

Alien Trained Features are abilities that while, are 
possible to all living things, is usually predetermined 
to certain individuals or species. These are 
considerably more difficult to learn for the average 
individual. 

Divine Trained Features are the best of the best. 
Unable to be concieved by mortal minds, these 
Trained Features can only be obtained through being 
taught by a higher being or through a direct 
connection to the Divine. 
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MORTAL 
CRANE SCHOOL 
HEROIC RESOLVE 
SPIRIT CONTROL 


TURTLE SCHOOL 


ALIEN 


METAMORIAN SECRETS 


SAIYAN TACTICS 


DIVINE 

ANGEL 

DEMON SUPREME KAI 

GUARDIAN OF THE DRAGON BALLS 
Gop OF DESTRUCTION 

NortTH Kato 

SUPREME KAI 

SUPREME KAI OF TIME 


Ce 
DEVELOPER’S NOTES 
Additional Trained Feature Lists are planned for development 
to expand on Schools such as Turtle School and Crane School. 
Feel free to give ideas or suggestions for this as well. 


MORTAL TRAINED FEATURE LISTS 


CRANE SCHOOL 
ASSASSIN TECHNIQUES 


A number of times equal to your Proficiency Bonus you 
may replace the Damage Type of a Technique to Energy 
Damage. 


CRANE STYLE DISCIPLE 


Requires: Crane Style Stance 


The AC Bonus from the Crane Style Stance is increaesd 
by 1. 


FIST OF THE Four WITCHES 


You learned the mystical art of bodyshaping, allowing 
you to temporarily grow additional arms. You gain the 
Four Witches Power-Up 


Sky DANCING 


You gain a 20 foot Base Flight Speed or increase your 
Base Flight Speed by 20 feet. 


PsYCHIC REACH 


Through intense psychic focus and mastery of 
telekinetic power, you can extend the reach of your 
melee techniques far beyond normal limits. All 
Unarmed Techniques with a Range of Melee Range that 
you cast gain a 30 foot Range and deal Psychic Damage 
while using this additional Range. 


TELEKINESIS 


You have learned to use your energy as an extension of 
your body. You may make Grapple Checks instead of 
dealing damage with your Basic Ki Blast. To maintain 
the Grapple on a target you must maintain 
Concentration and use Spirit instead of Athletics when 
making contested Grapple Checks with the target. 

Additionally, creatures Grappled in this way are valid 
targets for Techniques that require Grappling the target, 
casting them as Omni Techniques. Techniques that 
would require you to be on the ground instead require 
the target to be on the ground. 
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HEROIC RESOLVE 

Typically inherited from a powerful bond with a mentor, 
friend, or even from Destiny itself; Heroic Will is 
exemplified by the user’s unrelenting strength and force 
of will - always finding a way to dig deep and pull off one 
last attack. 


HEROIC COMBATANT 


You were trained to fight as only a hero truly can, 
putting your entire heart and soul into every movement 
you do. You add Heroic Techniques to your Learnable 
Technique List, detailed at the end of this section. 


FORTIFIED RESOLVE 


You've learned to put yourself last and the safety of 
others first. You gain the Fortified Resolve Power-Up. 


INHERITED WILL 
Requires: Training with a Master 
Through your intense bond with another you find 


yourself an extension of their hopes and dreams. You 
gain the Inherited Will Transformation. 


TAPION AND MINOTIA 
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HEROIC TECHNIQUES 


Heroic Charge 

Rank 2 Armed Technique 

e KiCost: 25 

e Alternate Casting Cost: 1 Hit Die 

e Casting Prerequisite: 1 Simple or Martial Melee 
Weapon that you are proficient with. 

¢ Casting Time: 1 Action 

e Range: 30 feet 

e¢ Duration: Instantaneous 

e Chargeable: Yes 


Infusing yourself and your weapon with Ki, you whirl 
your body forward into a maelstrom of steel. You may 
move a number of feet up to the range of this 
Technique, any targets whose space you pass through 
must make a Dexterity Saving Throw or 4d12 Damage 
of your Weapon Damage Type, halved on a success. 


Heroic Upheaval 

Rank 3 Armed Technique 

e KiCost: 40 

e Alternate Casting Cost: 2 Hit Die 

¢ Casting Prerequisite: 1 Simple or Martial Melee 
Weapon that you are proficient with. 

¢ Casting Time: 1 Action 

e Range: Self (20ft Cone) 

e Duration: Instantaneous 

e Chargeable: Yes 


Infusing yourself and your weapon with Ki, you swing 
your weapon forward with such force that the earth 
itself is upheaved by your might. All targets in range 
must make a Strength Saving Throw or take 6d12 and 
be Launched 30 feet in the opposite direction of you. 
Creatures that pass take half Damage and are 
Launched 15 feet. 

Targets within your Weapon Range have 
Disadvantage on this Saving Throw. 


Heroic Strike 

Rank 2 Armed Technique 

e KiCost: 20 Ki per Set 

e Alternate Casting Cost: 1 Hit Die 

e Casting Prerequisite: 1 Simple or Martial Melee 
Weapon that you are proficient with. 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Chargeable: Yes 


Infusing yourself and your weapon with Ki, you make 
one singular, deadly strike filled with all of your 
strength. You make a single Combo Attack Roll against 
a target in range, dealing 5d10 Damage of your Weapon 
Damage Type on a hit. 


Heroic Redirection 

Rank 2 Armed Technique 

e Ki Cost: 30 

e Alternate Casting Cost: 1 Hit Die 

e Casting Prerequisite: 1 Simple or Martial Melee 
Weapon that you are proficient with. 

e Casting Time: Whenever you take the Redirect 
Manuever 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Chargeable: No 


By making a powerful strike at exactly the right time, 
you are able to expertly disperse and deflect attacks 
made against you with relative ease. Your Redirection 
Die is increased by 1 step and becomes its highest 
possible value. 


Undying Will 

Rank 3 Other Technique 

¢ Ki Cost: Special (1 Hit Die) 

e¢ Casting Prerequisite: 1 Simple or Martial Melee 
Weapon that you are proficient with. 

e Casting Time: 1 Reaction, which you take upon 
being reduced to 0 Hit Points 

e Range: Self 

e¢ Duration: Instantaneous 

e Chargeable: No 


Upon being reduced to 0 HP, you spend 1 Hit Die and 
are filled with an Undying Will as you return to 1 HP. 
Additionally, you can not be reduced to 0 HP by any 
means until the end of your next turn. You may only use 
this Technique an amount of times equal to 1/3rd your 
Proficiency Bonus per Long Rest. 


SPIRIT CONTROL 
SPIRIT CONTROL CLONING 


As an Action on your turn, you may create a number of 
clones up to your Proficieny Bonus for 2 Stamina per 
clone. These clones dissipate as a free action whenever 
you choose or after 1 minute passes. These clones are 
extensions of you and share all of your current 
Resources, Features, Forms, and Conditions. At the end 
of your turn you may have any number of clones move 
up to your Movement Speed and take a single Action or 
Bonus Action that you can take. 


FORCED SPIRIT FISSION 


You have the ability to revert energy back to it’s original 
form. In practice this is usually used to seperate fusions 
and release stolen energy. 

As a Reaction you when land an Unarmed Strike or 
Unarmed Technique or as an Action when you can 
touch someone, you may spend 2 Stamina to reduce 
their Stability Hit Points by an amount equal to your Ki 
Rank. 


Alternatively, you may use this Feature to reduce the 
target’s Ki Points by an amount equal to your 
Proficiency Bonus. 


INSTANT TRANSMISSION 


A fantastical ability that allows you to cross vast 
distances in an instance. As a Bonus Action or Action on 
your turn, you may spend 1 Stamina to teleport to a 
location that you can see. 

Whenever you successfully locate a target using 
Sense Ki, you may spend Stamina to teleport to them, 
as your Reaction to locating them or as your Action or 
Bonus Action so long as you can you continue to Sense 
ki. You must spend 2 Stamina if they are on the same 
Planet, 3 Stamina if they are in the same Solar System, 
A Stamina if they are in the same Universe, or 5 
Stamina if they are in the Other World/Divine Realm of 
your own Universe. 


Ki SENSE AMPLIFICATION 


You have Advantage on Sense Ki Checks and can Sense 
ki 1 range step higher then usual. 


e¢ Continent > Planet > Solar System > Galaxy > 
Universe 


SIZE MANIPULATION 


Through mastery of you spirit, you may change its size 
and cause your body to follow suit. As an Action on your 
turn you may give yourself Ranks of Enlarged or Ranks 
of Reduced by expending 3 Stamina per Rank. This 
effect lasts for 1 minute, until you end it as a Bonus 
Action, or until you use this Trained Feature again. 


SPIRIT AMPLIFICATION 


By expending additional energy you can amplify the 
destructive capabilities of your energy attacks. 
Whenever you cast a Ki Technique or fire a Basic Ki 
Blast, you may expend Stamina up to your Proficiency 
Bonus. For each point of Stamina expended, increase 
the damage dealt by an amount equal to your Ki Rank. 


Goxu (YARDRAT) 
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SPIRIT CALM 


You gain a 1d4 bonus to all Charm and Berserk Saving 
Throws. You may Master this feature like a Technique 
once at Ki Rank 2, 3, and 4 increasing the Die size by 1 
step each time. 

When this Trained Feature has 3 Ranks of Mastery, 
you may end the Charmed or Berserk Conditions on 
yourself as a Reaction a number of times equal to your 
Wisdom Modifier per Long Rest, minimum of | time. 


SPIRIT CONVERSION 


As an Action, you may artificially create Stamina for 15 
Ki per Stamina that you create. 


SPIRIT POWER 


Whenever you cast a Technique, you may expend 
Stamina up to a maximum of twice your Ki Rank. For 
every 2 Stamina spent, Charge the Technique once. 
This can not Charge the Technique more than the 
maximum number of times. 


SPIRIT RESTORATION 


You can use your mastery of Spirit Control to stimulate 
the body’s healing process through ki. As an Action you 
may touch yourself or another creature, you and/or the 
creature being healed may spend Ki to restore 2 HP per 
Ki spent collectively. 


WEAPON PRODUCTION 


You are able to project your spirit into physical 
contructions. As an Action on your turn, you may 
expend 2 Stamina to create up to two Weapons of your 
choice, or one Weapon and one Shield. These creations 
last for 1 minute or until you use this Trained Feature 
again. 


Gas 
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TURTLE SCHOOL 
MAFUBA 


The ancient method of sealing evil passed throughout 
the generations. You gain the Evil Containment Wave 
Technique. 


Evil Containment Wave 

Special Rank Technique 

¢ Casting Cost: 5 Hit Die, this can reduce you below 
zero Hit Die 

¢ Casting Time: 1 Action 

e Prerequisites: 1 Jar (or any other sealable container) 
and 1 Sealing Tag that cost 10,000 Zeni each 

¢ Casting Time: 1 Action 

e Range: 30 Feet 

e Chargeable?: No 

e¢ Duration: Instantaneous 

¢ Type: Omni 


You use an empty bottle and seal a creature within 
range that you can see. The target of this Technique 
must make a Constitution Saving Throw, with 
advantage during Combat. Creatures who fail are 
immediately sealed within the jar and can only be let 
free if a creature spends an Action to unseal them. 

While in the Jar, a creature gains the Paralyzed 
Condition, even if they would be immune to it. They do 
not age, do need to eat, breathe, or sleep. The Jar has 1 
Hit Point and has an AC of 5. If the Jar is within a 
creature’s inventory, the Jar cannot be targeted. 


Hit Die expended to cast this Technique can never be 
recovered. You die at the completion of this Technique if 
your Hit Die would hit Zero or below. 

TURTLE SCHOOL SPIRIT 


You have learned to put your entire spirit into an attack. 
Once per Long Rest you may grant yourself Advantage 
on a Clash. 


TURTLE STYLE DISCIPLE 
Requires: Turtle Style Stance 


The Static Bonus from the Turtle Style Stance is 
increased by 1. 


MAsTER Rosui 
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ALIEN TRAINED FEATURE LISTS 


FRIEZA FORCE REGIMEN 
EMPEROR’S MIGHT 


The Barrage Static Bonus from the Emperor Stance is 
increased by 1. 


FASTEST OF THE FORCE 


You have been conditioned by the fastest of the fastest, 
being capable to move faster than most others through 
intense ki training. You gain the Super Speed Power- 
Up. 


LASER CREATION 


You learn to make laser weapons yourself. When you 
would have an Engineering Kit you may, over the course 
of a week, spend the original price of a Weapon of your 
choice and give it the Laser Property. 


TIME BREATH 


You have learned to hold your breath and cause time to 
slow down. An amount of times equal to your 
Constitution Modifier per Long Rest, you may spend 
your Action to grant all creatures the Frozen in Time 
Condition. Additionally, until the end of your turn, you 
gain 10 Feet of Movement Speed and an additional 
Bonus Action. 


Ginyu Force 
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METAMORAN SECRETS 
FUSION DANCE 


The Fusion method created by the Metamorians, 
rumored to be made in imitation of divine treasure, the 
Potara Earrings. You gain the following Actions: 


e Fuuuusion. As an Action on your turn you may hold 
Concentration to take up the starting pose of the 
Fusion Dance. A creature within 10 feet of you that 
also has the Metamorian Fusion Dance Trained 
Feature can use their Reaction to become your 
Partner for the Fusion. 

e Ha!. As an Action on your turn whenever you are 
within 10 feet of a creature currently Concentrating 
on the Fuuuusion- Action you may choose to become 
their Partner for the Fusion. 

e Instruct. As an Action on your turn you may instruct 
any number of willing creatures within 10 feet of you 
so that they may attempt to perform the Fusion 
Dance without training. These creatures may use the 
Fuuuusion- and Ha! Actions for the next minute, 
recieving a -2 on all Fusion Checks they attempt for 
the duration. 


Duration of a Metamorian Fusion 
A Fusion relies on it’s Stability Hit Points to remain put 
together. A Fusion has 40 Stability Hit Points which are 
reduced by 1 + their Power Bonus at the start of the 
each of their Turns, ending the Fusion when it reaches 
0. 

If a Metamorian Fusion ends, the participants must 
wait 1 hour before they may participate in one again. 


Gorenks (SSJ) 
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Fusion Dance Check 

Creatures who Fuse with the Fusion Dance must each 
make a Fusion Dance Check in the form of aDC 15 
Charisma or Dexterity Ability Check, their choice, and 
have the Resources and Movement Speed of the Fusion 
determined by the number of successes as listed below: 


¢ Two Successes. The Fusion gains additional 
Maximum Hit Points, Maximum Ki Points, and 
Maximum Stamina equal to the total of all of the 
Participants’. Additionally, the Fusion’s Ki Rank is 1 
rank higher than the highest Ki Rank of the 
Participants’. 

¢ One Success. The Fusion gains additional Maximum 
Hit Points, Maximum Ki Points, and Maximum 
Stamina equal to half of the total of all of the 
Participants’. Additionally, the Fusion’s Ki Rank is 
equal the highest Ki Rank of the Participants’. 

e No Successes. The Fusion gains additional 
Maximum Hit Points, Maximum Ki Points, and 
Maximum Stamina equal to one-third of the total of 
all of the Participants’. Additionally, the Fusion’s Ki 
Rank is equal the lowest Ki Rank of the 
Participants’. 


Metamorian Fusion Statistics 

Metamorian Fusions are more durable than standard 
creatures. Before the results of the Fusion Check are 
factored, a Metamorian Fusion has base 
Resources/Statistics as follows: 


e Ability Scores. The Fusion chooses 3 Ability Scores 
from their Participants and uses it as their own. 

e Hit Points. The Fusion has Maximum Hit Points 
equal to the total of the Participant’s Character 
Level. 

¢ Ki Points. The Fusion has Maximum Ki Points equal 
to the total of the Participant’s Character Level. 

e Proficiency Bonus. The Fusion has a Proficiency 
Bonus equal to the highest Proficiency Bonus among 
the Participants. 

e Stamina. The Fusion has Maximum Stamina equal 
to the total of the Participant’s Ki Rank. 


Additionally, regardless of the results of the Fusion 
Check, a Metamorian Fusion is a unique Creature that 
gains all of the following from their participants: 


e Class Features 
e Feats 

e Forms 

e Heroic Features 
e Hit Die 

e Racial Features 
e Trained Features 


Metamorian Fusion Equipment 

Due to the magical nature of the Fusion Dance, all 
Armor of the Participants are lost for the duration and 
replaced with the loose fitting clothes of the 
Metamorians. 


Relationship Bonuses 

The first time that two creatures would Fuse they much 
cooperatively choose their Relationship Bonus based on 
the the defining quality of their bond, as listed below, for 
their Fusions to obtain for their durations. 
Relationships are fickle things however and, through 
discussion with your DM, you may be allowed to change 
this at a later date. 


e Admiration. One or both of the participants idolizes 
the other, pushing the Fusion to match those raised 
expectation. The Fusion gains an additional 20 
Maximum Hit Points, 20 Maximum Ki Points, and 2 
Maximum Stamina. 

¢ Best Buddies. The participants are as close as they 
could be, causing their Fusion to be put into a 
supreme state of synchronicity. The Fusion gains 10 
Maximum Stability Hit Points. 

e Frenemies. There is a...strange relationship between 
the participants, causing your Fusion to fight extra 
hard to finish this quickly. Whenever this Fusion 
deals Damage to a creature that is not at its 
Maximum Hit Points, it deals an additional 2 points 
of Damage. 

e Hatred. One or more of the participants loathes the 
other, causing an angry instability in the Fusion. The 
Fusion’s Maximum Stability Hit Points are reduced 
by 25% but they are under the Enraged Condition for 
the duration. 

¢ Inherited Will. The participants view themselves as 
Master and Pupil, granting a stable and reliable 
Fusion. The Fusion gains 5 Maximum Stability Hit 
Points. Additionally, they gain Temporary Hit Points 
at the start of their turns equal to their Proficiency 
Bonus. 

e Love. There is a love between the two participants 
that they would die before losing. The Fusion regains 
an amount of Hit Points and Ki Points at the start of 
their turns equal to their Proficiency Bonus, this can 
not raise them above their Maximum. 

e Rivalry. Both participants strive to be better than the 
other, causing their Fusion to be pushed to further 


heights. Choose one of the Benefits of Power from GoGETA (SSJ) 
Chapter 1, you gain those benefits for the duration of ZANNINRENDERS 
the Fusion. 


e Respect. The participants have a deep rooted respect 
for the strength of the other, boosting the Fusion 
with the power of their respect. This Fusion gains 
Damage Reduction equal to their Ki Rank. 


SAIYAN TACTICS 
EXPLOSIVE POWER 


A number of times per Long Rest equal to your Ki Rank, 
whenever you cast a Technique or take the Attack 
Action/Ki Blast Action you may expend your Reaction to 
gain the Super-Charged or Empowered Condition until 
the end of your turn. 


INNER RAGE 


Once per Long Rest, as a Bonus Action you may grant 
yourself the Enraged Condition for an amount of rounds 
equal to your Ki Rank. 


PRIMAL FIGHTING 
Requires: Saiyan Style Stance 


Your Armed and Unarmed Techniques deal an 
additional 1 point of Damage when using Saiyan Style. 


SURVIVOR OF WAR 


You are accustomed to tough and prolongued battles 
and therefore, are no stranger to being closed to death. 
Each time you would be knocked down to 0 Hit Points 
but not killed outright, you may make a Constitution 
Saving Throw against DC 10, on a success, you are 
brought back to 1 Hit Point. For each success, the DC 
increases by 5. This DC resets on a Long Rest. 


VEGETA AND NAPPA 
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DIVINE TRAINED FEATURE LISTS 


ANGEL 


Known as the assistants and teachers of the Gods of 
Destruction, the Angels will occasionally train those of 
the Mortal Realm by order of thier God of Destruction. 


DivINITY UNLEASHED 


Requires God Ki 

As an Action on your turn you may collect incredible 
amounts of energy, regaining 20x your Ki Rank in Ki. If 
this Trained Feature replenishes your Current Ki Points 
to their Maximum, this Trained Feature as well as all 
Techniques restore an additional 50% Ki Points for a 
number of rounds equal to your Ki Rank. 


Gop Ki CREATION 


Can never be learned by another master. 

You have been taught to create and harness the 
energy of the gods. Your Maximum God Ki increases by 
1. 


TECH NIQUE OF THE GODS 


Requires God Ki 

You have learned to fight without thinking, the truest 
mark of divinity. You gain the Ultra Instinct Omen 
Transformation. 


GREAT AWAKENING 


Requires God Ki 
You gain one of the following God Forms of your 
choice: 


e Divine Might 

e Heavenly State 

e Magic of the Gods 

¢ 1 Racial God Form that you qualify for that you do 
not already have 


ANGEL (UNIVERSE 9) 
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DEMON SUPREME KAI 


Standing opposed to the Supreme Kais are the Demon 
Supreme Kais. Their power as well as their actions are 
guided by the evil within them, making them capable of 
incredible feats surpassing those of any mortal and 
perhaps...even their good hearted siblings. 


DARK ROYALTY 


Requires: God Ki 

You are capable of calling on the energies of 
Mechikabura himself. You gain the Dark Majesty Godly 
Power-Up. 


DEMONIC ENERGY 


You gain the Infernal Tag and all creatures without the 
Celestial or Infernal Tag, or access to God Ki, treat your 
Passive Ki Stealth and Ki Stealth Checks as 5 higher 
than it would actually be. 

You also count as a Supreme Kai for sake of the 
Potara Earrings. 


DEMON’S ENERGY ZONE 


You have learned to create a field where your allies can 
recover their energy. As an Action for 30 Ki Points, you 
create a 30 foot wide and 90 foot tall cylinder centered 
on your location that lasts for the next minute. All 
creatures of your choice within this cylinder heal a 
number of Hit Points equal to 5 times their Proficiency 
Bonus at the start of their turns. 


DEVILISH SPIT 


You have learned to concentrate dark energy into your 
saliva and spit it at a creature. You may cast the Flesh to 
Stone Spell as if through the Mysticism Class Feature 
except that it does not have Verbal or Somantic 
Components and its range is 30 feet. 


DRAGON BALL IMPLANTATION 


You have learned to implant a Dragon Ball into a 
creature to grant them power. The process to implant a 
Dragon Ball takes 1 minute and grants the creature a 
Power Bonus equal to the number of Wishes that the 
set would grant. 

An implanted Dragon Ball can not be used to make a 
Wish until it is removed. 


GRANT KILI 


As an Action on your turn you may gain one Rank of 
Exhaustion to grant a creature within 60 feet of you the 
Dark Energy Power-Up for 1 minute. This Power-Up 
does not fill a Form Slot or count towards Power 
Overload. 


Gop Ki CREATION 


Can never be learned by another master. 

You have been taught to create and harness the 
energy of the gods. Your Maximum God Ki increases by 
1. 


MECHIKABURA 
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GUARDIAN OF THE DRAGON BALLS 


Certain Namekians, taught in the old ways, can channel 
a fragment of their ancient progenitor Zalama’s power 
into wish-granting orbs known as Dragon Balls. These 
Namekians develop sage-like skills to prepare 
themselves to defend both the Dragon Balls and their 
planet. 


The following Trained Features can be learned during a 
Solo Training Arc as if they were a Feat, so long as you 
have the Namekian Book of Prophecies in your 
possession. 


DRAGON BALL CREATION 


Must be a Dragon Clan Namekian 


You have learned the ancient ways and can create a Set 
of Dragon Balls. A Set of Dragon Balls can be created 
by taking anywhere from 2 to 7 equal sized stone 
spheres that are unblemished and a small statute of the 
Wishing Dragon you wish to create and preforming an 8 
hour ritual praying to Zalama to bestow his blessing on 
the orbs. These orbs return to stone if you die. 

You may create a set of Red Star Star Dragon Balls of 
your choice, regardless of your choice it grants a single 
wish and recharges after 1 year by Earth Standards. 
Whenever you obtain God Ki you may increase the Wish 
Count by 1 or halve the Recharge Time of your Set of 
Dragon Balls. 


DRAGON BALL IMPROVEMENT 

Requires: Dragon Ball Creation 

You have learned the ancient rite to improve your Set of 
Dragon Balls. As an hour long Ritual, you may increase 


the Wish Count by 1 or halve the Recharge Time of your 
Set of Dragon Balls. 


This Trained Feature can only be learned once. 
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KAMI’S LOOKOUT 
Requires: Ki Rank 2 


You have been taught how to place a piece of your soul 
into an area, pulling it from the ground into your own 
floating sanctum. 

As an 8 hour Ritual you may meditate, placing your 
soul into the planet or a structure no larger than an 
island, causing it to rip from the ground and fly into the 
sky. While on your Lookout, you have advantage on all 
Sense Ki Checks you make. At the center of your island 
resides a spiritual place, from this location you may 
spend an Action and gain a Rank of Exhaustion to 
teleport you and any creatures you are touching to the 
Gates of Otherworld. 

You may use this Trained Feature so long as you are 
at the Gates of Otherworld or Yemma’s Reception Desk 
to transport you and any creatures you are touching to 
your Lookout. 


MINOR SPIRIT CONTROL 


Guardians tend to be spiritually gifted and have up to 3 
random Spirit Control Trained Features available to 
teach. 

You gain one Spirit Control Trained Feature that your 
Master knows. 


TELEPATHY 


You have been taught to reach outward to communicate 
telepathically. You may now communicate telepathically 
with any creature that you can sense through Sense Ki. 


UNLOCK POTENTIAL 


You gain the Unlock Potential Spell and may cast it as if 
through the Mysticism Class Feature. 
ef 

UNLOCK POTENTIAL (CONT.) 

The following Spell is available to learn to all with the ability 

to Learn/Cast Enchantment Magic. 


Dee 


Unlock Potential 
3rd-level Enchantment 


Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


You cast a lasting spell that permanently unlocks the 
target’s hidden potential. The target chooses one 
General Modification, this becomes the Unleashed 
Power Transformation. If you target a Hybrid with this 
Spell, the Casting Time is halved. A target can never 
have this spell cast on them at the same spell level more 
then once. 


At Higher Levels. Whenever this spell is Upcast at a 
higher level, the target gains all prior spell effects from 
lower levels, so long as they have not benefited from 
them before. 

When you cast this Spell at 5th Level the Casting 
Time becomes 6 hours. The Target chooses 2 General 
Modifications, these can be the same option, to become 
unique Unleashed Power Form-Specific Modification. 
When you cast this Spell at 7th Level the Casting Time 
becomes 24 hours. The Target chooses 2 additional 
General Modifications, these can be the same option, to 
become unique Unleashed Power Form-Specific 
Modification. 
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Gop OF DESTRUCTION 


Due to their prolonged lifespans, it is a rare occurrence 
for a God of Destruction to take an apprentice. These 
God of Destruction Canidates possess incredible 
powers that mimic the true power of a God of 
Destruction. 


DESTRUCTION 
Requires: 1 God Ki 


You have learned the trick to creating destruction 
energy. Whenever you cast a Technique/Spell you may 
double the casting cost to change the Damage Type to 
Destruction Damage. 


DIVINITY UNLEASHED 
Requires: 1 God Ki 


As an Action on your turn you may collect incredible 
amounts of energy, regaining 20x your Ki Rank in Ki. If 
this Trained Feature replenishes your Current Ki Points 
to their Maximum, this Trained Feature as well as all 
Techniques restore an additional 50% Ki Points for a 
number of rounds equal to your Ki Rank. 


Gop Ki CREATION 


Can never be learned by another master. 

You have been taught to create and harness the 
energy of the gods. Your Maximum God Ki increases by 
1. 


THE SECRET OF THE SELF-INDULGENT 
Requires: 1 God Ki 

You have begun the true undertaking of becoming a 
God of Destruction. You gain the Ultra Ego Omen 
Transformation. 

TRUE NATURE OF DESTRUCTION 

Requires: Destruction Trained Feature 

You have learned to make Destruction a part of your 


arsenal. Whenever you Master a Technique you gain an 
additional option. 


e Change the Damage Type of this Technique to 
Destruction Damage. 


VEGETA (ULTRA EGo) 
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NortTH Kato 


A lover of comedy and martial arts, the North Kaio is 
keen to train anyone who’s company he can enjoy, 
though he is usually still very happy to see them leave. 


FIST OF THE GOD KING 


While perhaps arrogantly named, the Kaio-Ken is an 
incredibly powerful ability that quickly and forcibly 
multiplies the user’s abilities while tearing the body 
apart with the backlash. 

You gain the Kaio-Ken! Power-Up. 


SPIRIT BOMB 


“Give me strength, from the forests, and rushing brooks 
and streams. For people everywhere who can’t protect 
themselves... for the animals of the wild, and for life 
itself. Give me strength for them. Thank you.” 

You gain the Spirit Bomb Technique. 


KING KA 
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SUPREME KAI 


The Kais are known for their incredible abilities but 
even beyond that the Supreme Kai possesses abilities 
beyond the mortal realm. 


KAI-KAI 


For 7 Stamina you may cast the Teleportation Spell 
with Advantage on your Destination Roll. This may 
move you between the Other World, Mortal Realm, and 
Land of the Kais but not between Universes. 


KAI KAl MATORU 


Requires God Ki 

You gain the Ultimate Sealing Technique. You may 
permanently lose 1 Maximum God Ki to cast the 
Imprisonment Spell. Casting Imprisonment in this way 
gives the creature Disadvantage on the Saving Throw 
and they cannot apply any additional Bonuses to the 
Saving Throw besides their Proficiency Bonus. Lastly 
this spell counts as a 10th Level Spell for the purpose of 
Features and Rules Interaction. 

You gain your Maximum God Ki back at the end of 
this Spell’s Duration and the maximum time the spell 
lasts is 1,000,000 years. 


KAIO HEALING 


You have a pool of healing power that replenishes when 
you take a Long Rest. With that pool, you can restore a 
total number of HP equal to your Proficiency Bonus x 
10. You may, as an Action on your turn, place your hand 
on a creature and heal them any number of HP in your 
pool that you choose. 

You may increase this pool by 5 HP for the cost of 
one Training Boon. 


DIVINE ENERGY 


You gain the Celestial Tag and all creatures without the 
Celestial or Infernal Tag or access to God Ki treat your 
Passive Ki Stealth and Ki Stealth Checks as 5 higher 
than it would actually be. 

You also count as a Supreme Kai for the sake of the 
Potara Earrings. 


UNLOCK POTENTIAL 


You gain the Unlock Potential Spell and may cast it as if 
through the Mysticism Class Feature. 


Unlock Potential 
3rd-level Enchantment 


Casting Time: 1 minute 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


You cast a lasting spell that permanently unlocks the 
target’s hidden potential. The target chooses one 
General Modification, this becomes the Unleashed 
Power Transformation. If you target a Hybrid with this 
Spell, the Casting Time is halved. A target can never 
have this spell cast on them at the same spell level more 
then once. 


At Higher Levels. Whenever this spell is Upcast at a 
higher level, the target gains all prior spell effects from 
lower levels, so long as they have not benefited from 
them before. 

When you cast this Spell at 5th Level the Casting 
Time becomes 6 hours. The Target chooses 2 General 
Modifications, these can be the same option, to become 
unique Unleashed Power Form-Specific Modification. 
When you cast this Spell at 7th Level the Casting Time 
becomes 24 hours. The Target chooses 2 additional 
General Modifications, these can be the same option, to 
become unique Unleashed Power Form-Specific 
Modification. 


SHIN & Kisrro 
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SUPREME KAI OF TIME (WIP) 


Whether or not you were born a Kai tied to time or are a 
mortal who merely plays as such, the hands of time are 
irrevocably linked to you. 


TIMELESS BODY 


Your aging has been slowed down, allowing you to live a 
longer life and protect the Kais of the Planet. For every 
100 years that pass, your body ages only 1 year and The 
number of Ranks of Aged that you can acquire before 
gaining negatives is doubled. 


TIMELESS POWER 


Requires God Ki 

You have gained true control of Time, allowing you to 
truly embrace the title Supreme Kai of Time. You gain 
the Time Powered Unleashed Transformation 


DIVINE ENERGY 


You gain the Celestial Tag and all creatures without the 
Celestial or Infernal Tag or access to God Ki treat your 
Passive ki Stealth and Ki Stealth Checks as 5 higher 
than it would actually be. 

You also count as a Supreme Kai for sake of the 
Potara Earrings. 


TIME POWERS 


Your rudimentary control of time allows you to tangibly 
effect those around you. You gain access to the Time 
Power Techniques. 


TIME STORAGE 


You have the abilty to focus and store time to use for 
later. This stored time is refered to as Time Points. 

The user can hold a maximum number of Time 
Points equal to half of their Proficiency Bonus, rounded 
up. Time Points can be recharged at a rate of 1 Stamina 
per Time Point. As an Action you may convert up to as 
many Stamina into Time Points as you can hold. 


You gain access to Time Skip Features whenever you 
reach the Time Point Cost for that Feature, listed at the 
end of this Section. Whenever you are under the effects 
of a Time Skip Feature you may not create Time Points 
or use another Time Skip Feature. 


SUPREME KAI! OF TIME (TIME POWER UNLEASHED) 
KYOUNG HWAN Kim 


TIME POWER TECHNIQUES 


Freeze 
Rank 4 Iconic Ki Technique 


e KiCost: 50 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable?: None 

e¢ Duration: 1 Minute 

¢ Type: Omni 


You focus a creature in time, target one creature that 
you can see within range. That creature must make a 
Constitution Saving Throw, and on a failure they gain 
the Paralyzed Condition for the duration. At the start of 
their turn, they may make a Constitution Saving Throw 
to end the effect early. 


Holy Inscription 
Rank 2 Iconic Ki Technique 


e¢ KiCost: 30 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Time: 1 Bonus Action 

e Range: Self 

e Chargeable?: None 

e Duration: Upkeep 

¢ Type: Omni 


You create clock-like blades on your hand that 
enhances your other time abilities based on the attacks 
that you land. You create and wield a unique weapon 
with the following statistics: 


Holy Inscription 


e You are Proficient in this Weapon 

e¢ Counts as Finesse Martial Melee Weapon or 
Unarmed Strike for the sake of Techniques. 

e Attack Rolls and Techniques with this Weapon can 
use your Omni Attack Roll and Save DC. 

e This Weapon deals 1d10 Energy Damage 

e Each time that you hit a creature with a Weapon 
Attack with this Weapon, you gain a+1 Static Bonus 
to all Techniques from this Iconic Line for the 
duration, to a maximum Static Bonus equal to your 
Ki Rank. 

¢ Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 

e You can not be disarmed of this Weapon. 


Kairos Cannon 
Rank 3 Iconic Ki Technique 


e KiCost: 45 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Time: 1 action 

e Range: Self 

e¢ Chargeable?: No 

e Duration: 1 minute 

e Type: Blast 


You create 4 small orbs of energy at locations in 
range. As an Action or Bonus Action on your turn for the 
duration you may move any number of spheres up to 60 
feet. Alternatively, you may have use your Reaction to 
cause all orbs to detonate if a Creature moves within 5 
feet of one. 

Should an orb come into contact with a creature or 
object, the creature and all creatures within 5 feet of it 
must make a Dexterity Saving Throw taking 3d8 Energy 
Damage on a failure or half as much on a success. After 
this effect, the associated orb is destroyed. 


For each Orb that targets the same creature 
simultaneously, reduce the number of Saving Throws 
made and increase the number of Damage Die dealt 
against the creature by 3. 


Slow Fusion 
Rank 3 Ki Technique 


e Stamina Cost: 3 Stamina 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable?: None 

e Duration: Upkeep 

e Type: Omni 


Target one creature with Stability Hit Points, for the 
duration their Stability Hit Points do not lower at the 
start of their turns. 


Temporal Mine 
Rank 4 Iconic Ki Technique 


e Ki Cost: 50 per Charge 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Time: 1 action 

e Range: 5 feet 

e Chargeable?: None 

e Duration: 30 Seconds (5 Rounds) 

¢ Type: Beam 


You drop a number of small spherical charges in 
unoccupied spaces in your range up to your Ki Rank. A 
charge created by this Technique can be sensed by 
nearby creatures with a Sense Ki Check equal to your 
Omni Save DC. 

If a creature enters this same space as this charge, it 
explodes in an burst of temporal energy and destroys 
the mine. The creature must make a Dexterity Saving 
Throw or take 6d12 Destruction Damage, half on a 
success. 


Temporal Twin 
Rank 4 Iconic Ki Technique 


e KiCost: 45 

e Learning Prerequisite: Time Powers Trained 
Feature 

¢ Casting Time: 1 action 

e Range: 30 ft. 

e Chargeable?: None 

e Duration: Upkeep 

¢ Type: Omni 


You begin to fuse the ki of two creature’s of your 
choice. Choose two willing creatures within range that 
are within 5 feet of each other and bind them together 
in time. For the duration the targets gain the following 
benefits: 


e If one creature moves, the bound creature moves 
with them so that they would remain within 5 feet of 
the other. 


e Once per Round, for no Reaction, either creature can 


take the Tag Team Attack Stamina Maneuver and 
remove its Stamina Cost or Action Economy (Their 
choice). 

e¢ Both creatures share all sources of Power. 


Time Labyrinth 
Rank 4 Ki Technique 


e KiCost: 60 

e Learning Prerequisite: Time Powers Trained 
Feature 

e Casting Requirement: Time Power Unleashed God 
Form currently active 

e Casting Time: 1 Action 

e Range: Self (45 ft. Radius) 

e Chargeable?: None 

¢ Duration: Special 

e Type: Omni 


You begin to draw the power of time and space to 
capture any creature within range. All creatures, 
including yourself, within range must make a Wisdom 
Saving Throw, on a failed save, they are under the 
effects of the Imprisonment Spell. 

In order to dispel this effect, a creature must make a 
Spirit Check against a DC of 10 + your Omni Save DC. 


CHRONOA 
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TIME SKIP FEATURES 


Time Skip 
1 Time Point 


The user’s first steps to chrono mastery, the user stops 
time for brief moments. As a Bonus Action on your turn 
you may spend Time Points to give all creatures but you 
the Frozen in Time Condition as well as grant you 
additional Movement Speed and Action Economy. 

You gain the following Movement Speed and Action 
Economy based on the amount of Time Points you 
spend: 


e 1 Time Point: 1 Bonus Action & 10 Feet of 
Movement. 

e 2 Time Points: 1 Action & 20 Feet of Movement. 

e 3 Time Points: 1 Action and 1 Bonus Action & 30 
Feet of Movement. 


Alternatively you may expend 3 Time Points at the 
start of your turn to end the Frozen in Time Condition 
on yourself. 


Hit (Time Skip) 


AKAGGI 


Stitch in Time 
1 Time Point 


As an Action on your turn, you may peek into the 
timestream to see the past of a Person or Object that 
you are touching. This ability allows you to rewind your 
or someone else’s connection to the flow of time, 
allowing you to watch echoes of the past to see scenes 
of the past in perfect clarity. It is up to the DM to 
determine what you see. 


Time Blink 
2 Time Points 


Whenever you would use your Movement for your turn 
you may spend your Reaction to vanish from the 
timestream momentarily. You do not provoke Attacks of 
Opportunity until the end of your turn. 


Time Cage 
3 Time Points 


As an Action on your turn you can attempt to freeze a 
target in time, choosing 1 creature or object within 60 
feet. They must make a Charisma Saving Throw against 
your Omni Save DC or gain the Frozen in Time 
Condition until the start of your next turn. 


Chronal Mastery 
5 Time Points 


The user has complete mastery over time itself. As an 
Action you may touch 1 creature, completely reverse the 
last round of combat for the target. This reverses death, 
expended Resources such as HP, Ki, and Stamina, as 
well as limited use Features. 

If used outside of combat the effect’s scope increases 
to up to 1 minute. 


Removed From Time 
5 Time Points 


The user can remove himself from the prime material 
plane, temporarily allowing attacks to pass right 
through you. You are still visible and can still be seen 
and heard. 

As a Reaction whenever you are subject to an Attack 
Roll or forced to make a Saving Throw, you may 
become immune to all Damage and other effects until 
the start of your next turn. 


Until the end of this Feature you may not use Stamina 
Manuevers. 


CHAPTER 6: FORMS 


SO oRMS ARE A PIVOTAL POWER IN THE DRAGon BALL 
universe with every almost race having them 
to varying degrees. Stamina is spent upon 
activation of a Transformation/Power-Up 
and at the start of your subsequent turns. 


CLASSIFICATIONS OF FORMS 


TRANSFORMATIONS 


Transformations are abilities that change the 
foundation of a creature or their biology, these usually 
involve changes to the creature’s body in some shape or 
form. 


POWER-UPS 


Power-Ups are abilities that don’t fundamentally change 
a character or their physiology and are usually seen as 
less complicated to achieve. 


ADDITIONAL CLASSIFICATIONS 
BERSERKER FORMS 


Some forms ares so powerful that they have the 
capacity to overwhealm the mind with rage. A form that 
forces Berserk Saving Throws will be listed with the 
Berserker Form Tag. You must make Berserk Saving 
Throws when you pay Activation Cost or Upkeep for the 
associated Form. 

Berserker Forms will list their starting DC for their 
Berserk Saving Throw and will increase by +1 
everytime that you pass it, this is a Wisdom Saving 
Throw. The first time you assume a Berserker Form, 
you instantly fail this Saving Throw. You may remake 
the Berserk Saving Throw whenever you pay Activation 
Cost or Upkeep for the Berserker Form to regain 
control of your Character. 


Berserker Save DCs reset after a Long Rest or after you 
end the Berserk Condition. 


Gop Forms 


Certain Forms require you to have God Ki to learn or 
manifest, these are known as God Forms. 

God Forms will have the tag Godly Form, Godly 
Power-Up, or Godly Transformation. If a Form has a 
God Form as its Form Modification will gain the Godly 
Tag. 


Whenever you obtain God Ki for the first time, you gain 
your choice of a Godly Power-Up that you qualify for 
from the Non-Race Specific God Form Section or a 
choice of a God-Form for your Race. If your Race has 
more than one option you gain one of your choice. 


Goku (Super SAIYAN) 
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FORM FAMILIES 


Forms come in groups called Families. You can never 
have 2 forms from the same Family active at the same 
time. On rare instances a Form my fit under multiple 
Families such as the Super Saiyan 4 Form Modification 
making Super Saiyan also a Great Ape Family Form. 

For example, you can not activate Oozaru’s Fury and 
Great Ape at the same time, even if you had the Form 
Slots to do so. 


FORM SLOTS 


Your body is only capable of withstanding so much 
power before it begins to collapse and such you can only 
have a limited number of Forms active at a time. 

Every character has a single slot for a Transformation 
and a single slot for a Power-Up. This can be slightly 
different depending on your Heroic Features. 


FORM MODIFICATIONS 


Form Modifications are marks of mastery when 
discussing Forms. These are additional modifications 
that can be placed on a Form upon activation or through 
the Ramp Up Bonus Action on your turn while a 
compatible Form is active. A specific Form Modification 
can not be used on more than one Form at a time. 

Form Modifications are seperated into two 
categories, General Modifications which are open to all 
Forms and Form-Specific Modifications which can only 
be used on their designated Form. Unless otherwise 
stated a Form can only have one Form Modification 
active at one time. 


In the event that you have a Form that can also function 
as a Form Modification, it can not be used for both 
purposes simultaneously. Additionally, you increase the 
Form that it is assigned to instead of pay a seperate 
Upkeep. 


NEw ACTIONS 


AWAKENING 


As an Action on your Turn you may choose any Form 
that you know, for which you have more Current Ki than 
its Awaken Limit, and pay its Upkeep Cost to activate it. 
Additionally this can be done as a Bonus Action, 
limiting you to only activating available Power-Ups. 


If you wish to activate any Form Modifications at this 
time, you must add its Awaken Limit and Upkeep Cost 
to the chosen Form. 


ASCENSION 


God Forms require Stamina Upkeep rather than Ki 
Upkeep and as such, do not have an Awaken Limit. For 
these Forms, you must simply pay its Upkeep Cost as an 
Action to ascend into the Form if it is a Transformation 
or Bonus Action if it is a Power-Up. 


If you wish to activate any Form Modifications at this 
time, you must add its Awaken Limit and Upkeep Cost 
to the chosen Form. 


Ramp Up 


As a Bonus Action on your turn when you have a Form 
active with available Form Modifications, you may 
choose one of those Form Modifications for which you 
have more Current Ki than its Awaken Limit, and pay 
its Upkeep Cost to activate it. 

Alternatively, you may swap a currently active Form 
Modification for another Form Modification for which 
you have more Current Ki than its Awaken Limit, by 
paying its Upkeep Cost. 


Goku (KAIOKEN) 
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FORM FAMILY LIST 
RACIAL FORMS 


ARCOSIAN 
DIVINE ARCOSIAN 


e Golden Arcosian 
e Obsidian Arcosian 


GATED POWER 
e Power Regression 


METOMORPHOSIS 


e Alter Form 
e Super Form 


RELEASED POWER 
e Released Power 


ANDROID 

COMBAT MODE 

e Combat Mode 
INCREASED OUTPUT 


e Overclock 


CEREALIANS 
HYPER FOCUSED RED-EYE 


e Red-Eye Focus 


GALACTIC CITIZEN 
REALIZE POTENTIAL 


e Realize Potential 
SUPERPOWER 

e Superpower 
GREYS 

BURNING SPIRIT 
e Burning Spirit 
MAJIN 
EFFICIENT MAJIN 
e Efficient Majin 
PURIFICATION 

e Purification 
STEAM RELEASE 


e Steam Release 


NAMEKIAN 
NAMEKIAN SPLIT 


e Namekian Split 
RED-EYED NAMEKIAN 

e Red-Eyed Namekian 
SUPER NAMEKIAN 

e Super Namekian 

TITAN NAMEKIAN 

e Titan Namekian 

NEO MACHINE MUTANT 
TUFFLIZED 


e Tufflization 
e Greater Tufflization 
e Tufflized 


SAIYAN 
OOZARU 


e Great Ape 
e¢ Oozaru’s Fury 


SAIYAN SPIRIT 
e Saiyan Spirit 
SUPER SAIYAN 
e Super Saiyan 
SUPER SAIYAN GOD 


e Super Saiyan God 
e Ritual Super Saiyan God 


SHIN-JIN 
BARRIER OF LIGHT 
e Barrier of Light 
DARK MAjESTY 

e Dark Majesty 
DEMONIC VISAGE 


e Demon Form 
e Makyouka Form 


NON RACIAL FORMS 


DARK ENERGY 

e Dark Ki 

e Evil Power 

FULL STRENGTH 

e Full Power 

e Super Full Power 

Four WITCHES TECHNIQUE 
e Four Witches 


HEROIC RESOLVE 
e Fortified Resolve 
e Inherited Will 
KAIOKEN 

e Kaio-Ken! 
MAJIN MARK 

e Majin Mark 


No-EGo 
e No-Ego 


PURE PROGRESS 


e Pure Progress 


UNLEASHED POWER 
e Unleashed Power 


OPTIONAL: STATE OF MIND 
¢ NoEgo 

e Steam Release 

e Saiyan Spirit 

e Ultra Ego 

e Ultra Instinct Omen 


NON-RACE SPECIFIC GOD FORMS 


CREATION POWER 


e Creation Power 
DIVINE MIGHT 

e Divine Might 
HEAVENLY STATE 
e Heavenly State 


MAGIC OF THE GODS 
¢ Magic of the Gods 


TIME POWER UNLEASHED 


e Time Power Unleashed 
ULTRA EGO 
e Ultra Ego 


ULTRA INSTINCT 
e Ultra Instinct Omen 


SuB-RACE FORMS 


DARK SAIYAN 

e Dark Saiyan 

FULL POWER BERSERK 

e Type-C Super Saiyan 

e Super Saiyan Full Power 
SUPER SPEED 

e Super Speed 


FORM MODIFICATIONS 
FORM-SPECIFIC 


RED-EYE Focus 


Red-Eye Focus Form-Specific Modifications can be 
activated as if they were the same Modification. 


COMBAT AWARENESS 


e You gain a +1 to your AC and Saving Throws 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


DEADLY ACCURACY 


e Your Critical Hit Threshold increases by 1 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


FAR SIGHTED 


e The range of your Basic Ki Blasts and Ki Techniques 


increase by 50% of their base range. 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


Hot SHOTS 


e You gain a +1 Static Bonus to all Ranged Weapon 
Attacks and Ki Techniques. 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


IMPROVED EYESIGHT 


e You gain an additional +2 to 
Perception/Investigation Checks 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
¢ This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


PRECISION STRIKES 


e You gain a+1 Static Bonus to all Melee Attack Rolls 
and Armed/Unarmed Techniques. 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


RED REFLEXES 


e Stamina Manuevers that can only be used once per 
round can now be used twice per round. 

e Awaken Limit: 10 

e The benefiting Form gains +10 Ki Upkeep 


GRANOLAH 
SAODVD 


SUPER SAIYAN 
GRADE 2 


Obtained as a Technique 


By forcing additional energy into your muscles you have 
found a way to increase the raw power of Super Saiyan. 


e You are treated as 1 Size Category larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 

e Attacks made with your Attack Action deal an 
additional 1 Damage 

e Awaken Limit: 15 

e The benefiting Form gains +5 Ki Upkeep 


GRADE 3 


Obtained as a Technique, Requires: Grade 2 Form- 
Specific Modification 


By forcing obscene amounts of energy into your 
muscles you have found a way to increase the raw 
power of Super Saiyan. 


e You are treated as 2 Size Categories larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 

e Attacks made with your Attack Action deal an 
additional 2 Damage. 

e Your Base Movement Speed is reduced by half. 

e Awaken Limit: 20 

e The benefiting Form gains +10 Ki Upkeep 


Trunks (SUOER SAIYAN GRADE 3) 


MECHAGODZILLA2OOU 


GRADE 4 


Obtained as a Technique, Requires: Grade 3 Form- 
Specific Modification 


You have learned to more efficiently draw the true 
power of Super Saiyan, otherwise known as Super 
Saiyan Full Power. 


e +1 Power Bonus 

e Increase all Movement Speed by 5 ft. 

e Awaken Limit: 15 

¢ The benefiting Form gains +5 Ki Upkeep 


Whenever you gain this Modification, the Super Saiyan 
Transformation gains a permenant +1 Power Bonus. 


GOHAN (SUPER SAIYAN GRADE 4) 
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ASCENDED SUPER SAIYAN 
Obtained at Level 9 


Otherwise known as Super Saiyan 2, your golden hair 
extends further while your form sparks with lightning. 


e +1 Power Bonus 

e Increase all Movement Speed by 10 ft. 

e Awaken Limit: 20 

e The benefiting Form gains +5 Ki Upkeep 


GOHAN (SuPER SAIYAN 2) 
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ULTIMATE SUPER SAIYAN 
Obtained at Level 12 


Gain one of the following: 


Super Saiyan 3 
Your hair elongates down past your waist as your 
eyebrows recede. 


e +2 Power Bonus 

e Attacks made with your Attack Action deal an 
additional 2 Damage 

e Increase all Movement Speed by 20 ft. 

e Awaken Limit: 40 

e The benefiting Form gains +15 Ki Upkeep 


Mastered Super Saiyan 
Your golden hair glows pristinely while your form 
sparks with lightning. 


e +2 Power Bonus 

e Your Base Movement Speed is doubled 

e Awaken Limit: 30 

e The benefiting Form gains +10 Ki Upkeep 


Kumeer (SUPER SAIYAN 3) 
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SUPER SAIYAN 4 


At 15th Level and above the first time you succeed on 
the Great Ape Transformation’s Berserk Saving Throw 
with the Super Saiyan Form active as a Form or Form 
Modification, Great Ape ends and Super Saiyan gains 
the Super Saiyan 4 Form-Specific Modification. This 
effect will activate Super Saiyan as a Form if it was not 
already. 


This Form-Specific Modification releases the true 
power of the Great Ape to merge with Super Saiyan. 


e +3 Power Bonus 

e You gain the Empowered Condition 

e Whenever you begin to Charge a Technique, you 
may expend your Reaction to cause the Technique to 
Charge 2 times for every time you would do so. 

e Increase all Movement Speeds by 30 Feet. 

e The Super Saiyan Form becomes a Great Ape 
Family Form. 

e Awaken Limit: 40 

e The benefiting Form gains +15 Ki Upkeep 


Goku (SUPER SAIYAN 4) 
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SUPER SAIYAN 5 (BONUS) 


Your fur becomes white as you push into the true power 
of Super Saiyan and Great Ape. 


e +4 Power Bonus 

e You gain the Empowered Condition 

e Whenever you begin to Charge a Technique, you 
may expend your Reaction to cause the Technique to 
Charge 2 times for every time you would do so. 

e Increase all Movement Speeds by 45 Feet. 

e The Super Saiyan Form becomes a Great Ape 
Family Form. 

e Awaken Limit: 50 

e The benefiting Form gains +20 Ki Upkeep 


Goku (Super SAIYAN 5) 
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SUPER SPEED 
MAcH 10 


Obtained at Level 5 


Super Speed’s bonus Movement Speed is increased 
by 50% 

Melee Attacks made with your Attack Action deal an 
additional 1 Damage 

You do not provoke Attacks of Opportunity. 

Awaken Limit: 20 

The benefiting Form gains +5 Ki Upkeep 


MacuH 100 
Obtained at Level 10 


You gain +1 Static Bonus to Melee/Melee Weapon 
Attack Rolls and Armed/Unarmed Techniques. 
Super Speed’s bonus Movement Speed is doubled 
Melee Attacks made with your Attack Action deal an 
additional 2 Damage 

You do not provoke Attacks of Opportunity. 

You gain an additional Reaction each round. 
Awaken Limit: 40 

The benefiting Form gains +15 Ki Upkeep 


LIGHT SPEED 
Obtained at Level 15 


You gain +1 Static Bonus to Melee/Melee Weapon 
Attack Rolls and Armed/Unarmed Techniques. 
Super Speed’s bonus Movement Speed is tripled 
Melee Attacks made with your Attack Action deal an 
additional 3 Damage 

You do not provoke Attacks of Opportunity. 

You gain an additional Reaction each round. 
Awaken Limit: 60 

The benefiting Form gains +25 Ki Upkeep 


Dyspo 
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POWER REGRESSION 


Power Regression Form-Specific Modifications can be 
activated as if they were the same Modification. 


POWERFUL FRAME 


e You gain the Empowered Condition 
e Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 


PIERCING ENERGY 


e Your Ki Techniques and Basic Ki Blasts ignore 
Damage Resistance 

e Awaken Limit: 15 

e The benefiting Form gains +5 Ki Upkeep 


UNBELIEVABLE DURABILITY 


e You gain Damage Reduction equal to your Ki Rank 
e Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


MAGNIFICENT ABILITY 


e You gain 1 Rank of Light-Weight 
e Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


INCREDIBLE SPEED 


e Double the Movement Speed Bonus of Power 
Regression 
e Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


MARVELOUS POWER 


e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 
¢ Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 
¢ This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


POWERFUL ATTACKS 


e Attacks made with your Attack Action deal an 
additional 1 Damage. 
e Awaken Limit: 15 
e The benefiting Form gains +5 Ki Upkeep 
e This can be taken multiple times, uniformly 
increasing the bonus and Upkeep each time 


Frieza (SECOND FoRM) 
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UNLEASHED POWER 

Unleashed Power Form-Specific Modifications can be 
actived simultaneously as if they were the same Form 
Modificiation. 

BODILY FREEDOM 

Requires: Beast Awakening Feat 

e You gain 1 Rank of Light-Weight 


e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


BESTIAL STRENGTH 


Requires: Beast Awakening Feat 


e You gain the Empowered Condition 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


BRAIN BLAST 
Requires: Beast Awakening Feat 
e You gain the Enlightened Condition 


e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


DEADLY 


Requires: Beast Awakening Feat 


e Your Critical Hit Range increases by 1 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 
ENERGY FILLED 

Requires: Beast Awakening Feat 

e You gain the Super-Charged Condition 


e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


INDESTRUCTABLE 


Requires: Beast Awakening Feat 


e You gain Damage Reduction equal to your 
Proficiency Bonus 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


MAGICAL AWAKENING 


Requires: Beast Awakening Feat 


e You gain Mystical Condition 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


ROARING FuRY 
Requires: Beast Awakening Feat 
e You gain the Enraged Condition 
e¢ The Temporary Stamina that this provides 
refills on a Short Rest. 


e Awaken Limit: 25 
e The benefiting Form gains +10 Ki Upkeep 


SPEEDBLITZER 
Requires: Beast Awakening Feat 
e You gain Boosted Condition 


e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


STRENGTH 


e Attacks made with your Attack Action deal an 
additional 1 Damage. 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


UNBRAKEABLE 
Requires: Beast Awakening Feat 
e You gain Steeled Condition 


e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


UNSHAKEABLE 


Requires: Beast Awakening Feat 


e You gain a+2 to your AC and Saving Throws 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


Beast GOHAN 
PRINCEOFDBZGAMES 


KAIO-KEN 


Kaio-Ken Form-Specific Modifications can be learned 
as Techniques, in order, once you reach the associated 
Ki Rank. 


RANK 1 


Kaio-Ken x4! 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
2 


RANK 2 


Kaio-Ken x10! 

e +1 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 

e Increase all Movement Speed by 5 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
A 


Kaio-Ken x20! 

e +1 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 

e Increase all Movement Speed by 10 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
5 


RANK 3 


Kaio-Ken x50! 

e +2 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 

e Increase all Movement Speed by 15 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
7 


Kaio-Ken x100! 

e +2 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 

e Increase all Movement Speed by 20 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
8 


RANK 4 


Kaio-Ken x200! 

e +3 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 

e Increase all Movement Speed by 25 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
10 


Kaio-Ken x1000! 

e +4 Power Bonus 

e Your Techniques deal an additional amount of 
Damage equal to triple your Ki Rank 

e Increase all Movement Speed by 30 ft. 

e You gain the Super-Charged Condition 

e Awaken Limit: 0 

e Increase benefiting Form’s Base Hit Point Upkeep by 
13 


Goku (KAIO-KEN) 


MAXIUCHIHA22 


GENERAL 


BULKY 


e You gain a Ranks of Bulk 
e Awaken Limit: 5 
e The benefiting Form gains +0 Ki Upkeep 


DEFENSIVE 


e You gain a+1 to your AC and Saving Throws 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


ELEMENTAL AFFINITY 


¢ Choose one of the following Damage Types listed 
below, this can not be changed later, all Damage you 
deal through the Basic Ki Blast, Weapon Attacks, 
and Techniques is replaced with the damage you 
choose. 
e Acid 
¢ Cold 
e Fire 
e Lightning 
e Poison 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


FEROCIOUS 


e Your titanic strength leaves wakes in the area 
around you. Your Weapon and Unarmed Attacks 
now instead damage everyone within your reach, 
requiring a successful Strength Saving Throw vs 
your Combo Save DC to prevent damage. If the 
attack would be made at Disadvantage, the save is 
made at Advantage, and vice versa. 

e Awaken Limit: 20 

e The benefiting Form gains +10 Ki Upkeep 


INCREDIBLE POWER 


e You deal an additional amount of Damage equal to 
your Ki Rank 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


PIERCING 


e Your ki pressure increases to the point that even 
simple ki blasts can pierce multiple targets. Your 
Basic Ki Blast Attacks now instead damage everyone 
in a 60 foot line originating from you, requiring a 
Dexterity Saving Throw vs your Barrage Save DC to 
prevent damage. If the attack would be made at 
Disadvantage, the save is made at Advantage, and 
vice versa. 

e Awaken Limit: 20 

e The benefiting Form gains +10 Ki Upkeep 


POWER UNLOCKED 

e You gain a+1 Power Bonus 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


SPEEDY 

e Increase all Movement Speed by 20 feet 
e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


UNLOCKED ABILITY 

¢ Choose 1 Ability Score of your choice, for the 
duration of this Form you increase its Current and 
Maximum Score by +2; this can not be changed 
later. Increasing your Ability Scores in this way does 
not effect your Resources. 

e Awaken Limit: 10 

e The benefiting Form gains +5 Ki Upkeep 


UNSTOPPABLE 


e You gain Damage Reduction equal to your Ki Rank 
e Awaken Limit: 10 
e The benefiting Form gains +5 Ki Upkeep 


Perrectr Cet (Burr) 
DokkAN INFO 


ULTRA Eco BLAZING SPIRIT 


BURNING SPIRIT The inferno that was your destructive energy has 


The ultimate destructive ability, finally complete, the awakened into a proper blaze. 
user’s ki attacks and punches will make the complete 
erasure of a creature, erasing not only their bodies, but 
their soul, never ending up in another world. 


e +1 Power Bonus 
e Increase all Movement Speed by 40 ft. 
e You gain Damage Reduction equal to your 


e Increase all Movement Speed by 20 ft. Proficiency Bonus .- 
¢ You gain Damage Reduction equal to your Ki Rank e Anytime you would roll Destruction Dice, increase 
e Anytime you would roll Destruction Dice, increase the result by 4. 
the result by 2. e Increase benefiting Form’s Base Stamina Activation 
¢ Increase benefiting Form’s Base Stamina Activation and Upkeep by 2 
and Upkeep by 1 


Beerus (GoD ENERGY) 
BLACKFLIM 


UtrraA EeGo VEGETA 
TANTIRO-9YH- 


ULTRA INSTINCT OMEN TRUE ULTRA INSTINCT 


INSTINCTUAL STYLE You have taken Ultra Instinct to its natural conclusion 


Gain one of the following: using not only your combat knowledge and training but 
who you are as a person, a fighter, and a soul 

Calm Heart culminating into a form with full mind and emotion. 

The ultimate defensive ability, finally complete, the 

user’s body will react to protect itself without the * +1 Power Bonus 

consent or thought of the user. This ability was once * Increase all Movement Speed by 50 ft. 

thought impossible even by the gods. e Attacks made with your Attack Action deal an 

additional 2 Damage. 

e Increase all Movement Speed by 20 ft. e You gain +2 to your AC and Saving Throws 

e You gain +1 to your AC and Saving Throws e You gain 1 additional Reaction that can be used to 

e You are immune to the Enraged & Berserk cast Techniques with a Casting Time of a Reaction. 
Condition e Stamina Maneuvers that can only be used once per 

e You gain 1 additional Reaction that can be used to Round can now be used three times per Round. 
cast Techniques with a Casting Time of a Reaction. e You are immune to the Enraged & Berserk 

e Increase benefiting Form’s Base Stamina Upkeep by Conditions 
1 e Increase benefiting Form’s Base Stamina Upkeep by 

Righteous Heart ; 


Using the incomplete version of Ultra Instinct, you 
adapt your very emotions to apply your offensive 
capabilities 


e Increase all Movement Speed by 20 ft. 
e All Damage that you would deal is increased by 1 


e Increase benefiting Form’s Base Stamina Upkeep by 
1 


Utrra Instinct Goku (CALM) Wuis 
R/DRAGONBALLSUPER HOAVONHOI2S 


RACIAL FORMS 
ARCOSIAN 


POWER-Ups 
RELEASED POWER 


Released Power 
Your potential is raw and untamed, you have however 


learned to draw upon its full might; however draining 
that may be. 


e Increase your Power Bonus by your Ki Rank 
e Increase all Movement Speed by 25 ft. 

e Awaken Limit: 30 

e Ki Upkeep: 20 


RIEZA Fut POWER 
MAXIUCHIHA22 


Frieza (ist Form) 


TRANSFORMATIONS 
GATED POWER 


Power Regression 


Limited to the the barest of your abilities, you are in the 
complete repressed state. 


e +1 Power Bonus 

e All Movement Speeds increase by 5x your Ki Rank 
¢ Awaken Limit: 0 

¢ Ki Upkeep: 0 


ZANNINRENDERS 


METAMORPHOSIS Super Form 


i l has | t 1 ing t Il 
‘Alter Form Your anatomical control has lead to you learning to pu 


Through finite control of your internal as well as CUISINE OH): OU Ga 


external anatomy you have learned to release the inner 


e +3 Power Bonus 
power of your species. 


e You gain two of the following Conditions: 
e¢ Boosted Condition 
e Empowered Condition 
e Enlightened Condition 
e Mystical Condition 


e +2 Power Bonus 

e You gain one of the following Conditions: 
¢ Boosted Condition 
e Empowered Condition 


e Enlightened Condition ; aes diti 
e Mystical Condition Op ere eon 


el Sesion Conde ¢ Your Movement Speed increases by 20 feet 


Dilsimer Charen Condition ; bee rape ou 
e¢ Your Movement Speed increases by 10 feet . get 
e Awaken Limit: 20 
¢ Ki Upkeep: 10 


Froze (Super CLAss Up) 
JLG—-GG 


Froze (CLAss Up) 
JLG—GG 


Gop FoRMS Obsidian Arcosian 
DiviNE ARCOSIAN Godly Power-Up 

The user’s body turns black except for the area 
around the mouth, center of the chest, hands, feet, and 
knees. 


Golden Arcosian 
Godly Power-Up 


The user’s body turns golden except for the area around 


e +5 Power Bonus 
the mouth, center of the chest, hands, feet, and knees. 


e Increase all Movement Speed by 45 ft. 


e You gain +3 to your AC 
e +4 Power Bonus F = E 
e Asa Reaction to failing a Saving Throw, you may 
e Increase your Movement Speed by 30 ft. 4 : 
: expend Stamina to increase the result you had rolled 
e You gain a +2 bonus to your AC 


by the amount of expended Stamina. 


e Asa Reaction to failing a Saving Throw, you may -* Stamina Upieer > 


expend Stamina to increase the result you had rolled 
by the amount of expended Stamina. 
e Stamina Upkeep: 3 


BLACK FRIEZA 
BERNE233, 


Froze (Gop Cass Up) 
ViCTORFU8 


ANDROID TRANSFORMATIONS 
J) > =. . 35" | eo. COMBAT MODE 


PowER- Ups 
Combat Mode 

INCREASED OUTPUT You have an alternate shape that you can assume for 
Overclock intense combat. This form can alter your skin, hair, and 
You begin to push your systems beyond their standard muscle mass but does not internally change the user, 
limiters. despite how their new form may appear. 
e You gain a Power Bonus equal to a Fifth of this e You gain a Power Bonus equal to your Ki Rank 

Form’s chosen Ki Upkeep. This Power Bonus may e You gain the Empowered or Super-Charged 

not exceed your Proficiency Bonus. Condition for the duration, This can not be changed 
¢ Your Movement Speeds increase by a number of feet later 

equal to this Form’s chosen Ki Upkeep. e All Damage you deal is increased by 1, this becomes 
e You deal additional Damage equal to a third of this 2 at Ki Rank 3 

Form’s Power Bonus, rounded up. e Awaken Limit: 20 
e Awaken Limit: 10 ¢ Ki Upkeep: 5 x Ki Rank 


¢ Ki Upkeep: Minimum 5 


ANpROID 17 (TOURNAMENT OF Power) 
T3RM47OR 


Super AnpRoip 13 
MAXIUCHIHA22 


CEREALIANS 


POWER-UP 
RED-Eve Focus 


By focusing your energy into your eye you are able to 
benefit from its enhanced perception. 


You gain +1 to Perception/Investigation Checks 
You gain a +1 to Dexterity Saving Throws against 
effects that you can see 

You gain a+1 Static Bonus to Ranged Weapon 
Attack Rolls 

Awaken Limit: 10 

Ki Upkeep: 5 


MUESLI 
RMRLR2O20 


GALACTIC RACE GREYS 


All Galactic Race Power-Ups must be learned as POWER-UpPs 

Techniques of the listed Ki Rank and are not part of a BURNING SPIRIT 

Form Family. 

Your power is a burning heat, and it burns hotter to 

PowER- Ups match whomever you're faced with: 

SUPERPOWER 

e +2 Power Bonus 

e Whenever you target a creature with an Attack Roll, 
enforce a Saving Throw, or Clash and they have a 
higher Power Bonus than you, this Form gains 

me hPower Bonus Power until you match the opposing Power Bonus. 
This additional Power Bonus reverts at the end of 
the triggering effect. 

e For every +2 Power Bonus that you have, you deal 

a Inoleheefalluiovenenns sects by St. ae Damage with Techniques equal to your Ki 

e Awaken Limit: 20 te 

@ Ki Upkeep: 10 ° Awaken Limit: 20 

¢ Ki Upkeep: 10 


You push your body to an extreme size to give you extra 
strength, you are treated as one size category larger 
when determining carrying capacity. 


e You are treated as 1 Size Category larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 


Rank 2 Power-Up 


REALIZE POTENTIAL 


Draw out the power that is held within you. 


e +2 Power Bonus 

e All Damage that you deal is increased by 1 
e Increase all Movement Speeds by 10 ft. 

e Awaken Limit: 30 

¢ KiUpkeep: 15 


Rank 3 Power-Up 


JIREN 
MAxiUcHIHA22 


Bosack (FULL Power) 
MAxXIUCHIHA22 


MAJIN 


Majins have no forms in a Fainily. 


POWER-UpPs 
PURIFICATION 


You access the pure form of a Majin, turning into a 
child-like version, but despite of the small size, you are 
full of uncontrollable power. 


e +3 Power Bonus 

e All Techniques may use your Charisma Modifier in 
replace of the original Casting Modifier 

e All Techiques that you cast deal additional Damage 
equal to your Ki Rank 

e You gain the Berserk Condition. 

¢ Awaken Limit: 40 

e Ki Upkeep: 0 


STEAM RELEASE 


You have become so fueled by anger that you have 
begun to steam and hiss. 


e +2 Power Bonus 
e You may change all Damage that you deal to Fire 
Damage. 
e You gain the Enraged Condition 
¢ Gaining the Enraged Condition in this way 
does not grant Temporary Stamina 
e Awaken Limit: 30 
¢ KiUpkeep: 15 


Mazin Buu 
MaAxiucHiHA22 


Gop ForMs 
EFFICIENT MAJIN 


Godly Transformation 


By pulling in all of your biomass you can burn it away 
for extra power. 


e +4 Power Bonus 

e Increase all Movement Speed by 30 ft. 

e You gain +2 to your AC. 

e When you would cast a Technique that has at least 1 
Rank of Mastery and expends Ki Points to cast, you 
may reduce the Casting Cost by an amount equal to 
2x the Technique’s Ki Rank. 

e¢ Stamina Upkeep: 3 


Stim Buu 
ANDREZPLUS 


NAMEKIANS 


Namekians have no forms in a Family. 


POWER-Ups 
TITAN NAMEKIAN 


You are able to use your natural magics to increase your 
size. 


e You gain 1 Rank of Enlarged 
e +1 Power Bonus 

e Awaken Limit: 20 

¢ Ki Upkeep: 10 


When you reach Ki Rank 3 and again at Ki Rank 4 
you may increase the Upkeep by 10 when you activate 
this Form to gain an additional Rank of Enlarged and +1 
Power Bonus for each increase. 


NAMEKIAN SPLIT 
10 Ki Upkeep per split created. 


The user draws from the power of those assimilated 
and expels a clone of himself fueled by them. Each 
clone has the same Ability Scores as the user but shares 
the user’s health and ki. Each split has its turn 
immediately following the caster. 

You may create a number of clones equal to the 
number of Namekians you have assimilated to a max 
equal to half your proficiency bonus rounded up. 


e This is learned as a Rank 2 Technique if Super 
Namekian is known. 


PiccoLo CLONES 
MAXIUCHIHA22 


TRANSFORMATION 
SUPER NAMEKIAN 


Drawing out the powers of your Namekian fusion has 
created a Super Namekian! 


e +1 Power Bonus per Namekian you Fuse with to a 
maximum equal to your Proficiency Bonus 
e Increase all Movement Speed by 5 ft. per Namekian 
you Fuse with to a maximum equal to your 
Proficiency Bonus 
e Awaken Limit: 15 
e 5 Ki Upkeep per Namekian you have fused with 
e This can be used as a Power-Up by doubling 
the Upkeep. 


Obtained after merging with at least 1 other 
Namekian 


Piccoto (Fusep with KAmi) 
ZENOSAMADB 


Gop FORMS 
RED-EYED NAMEKIAN 


Godly Power-Up 
A Namekian that has obtained god ki can take an 
enhanced state with red eyes and a fiery aura. 


e +4 Power Bonus 

e Increase all Movement Speed by 30 ft. 

e You gain +2 to your AC. 

e At the start of each of your turns you regain Hit 
Points equal to half of your Character Level. This 
can not raise you above your Maximum Hit Points. 

e Stamina Upkeep: 3 


NAMEKIAN (Gop CLass—Up) 
JLG—-GG 


NEO MACHINE MUTANT Greater Tufflization 


By empowering the Symbiote with your own energy you 


TUFFLIZED can produce metalic bio-armor and draw even more 
Power-Ups strength from your Symbiote. 

Tufflization e You gain 2 Rank of Light-Weight 

The connection between you is stable and reliable. e 


At the start of each of your turns you regain an 

amount of Ki Points equal to your Ki Rank. 

e You gain an amount of Damage Reduction equal to 
your Ki Rank 

¢ Awaken Limit: 20 

e Ki Upkeep: 10 


e You gain 1 Rank of Light-Weight 

e At the start of each of your turns you regain an 
amount of Ki Points equal to your Ki Rank. 

¢ Awaken Limit: 0 

¢ Ki Upkeep: 0 


Super BAesy VEGETA 
MAXIUCHIHA22 


Basy VEGETA 
MAXIUCHIHA22 


TRANSFORMATIONS 


Tufflized 
By merging entirely with your symbiote, you can 
temporarily become incredibly powerful. 


You gain 2 Rank of Light-Weight 

At the start of each of your turns you regain an 
amount of Ki Points equal to your half of your 
Proficiency Bonus, rounded up. 

You gain an amount of Damage Reduction equal to 
your Proficiency Bonus 

Your Race is treated as Neo Machine Mutant if it 
was not already 

Awaken Limit: 40 

Ki Upkeep: 20 


Super BAsy VEGETA 2 
MOHASETIF 


SATYANS SAIYAN SPIRIT 


P U Saiyan Spirit 
a Explode with your Saiyan pride, empowering your body 
OOoZARU and soul! 


Oozaru’s Fury 

The power of the great ape form was perfected in the 
normal body. The Saiyan’s hair spikes up but retains its 
natural color while their eyes turn golden. The Saiyan’s 
body also bulks up considerably, this however doesn’t 


e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 

e When you activate this Form and again at the start of 
each of your turns, choose either the Empowered 


Peo; eitesced Condition or the Super-Charged Condition and gain 
pee its benefits until the start of your next turn. 
e You are treated as 1 Size Category larger for the " eswwalsers Limit: 20 
sake of your Carry, Lift, Pull, and Push Capacities as ¢ Ki Upkeep: 10 


well as the Launch Mechanic. 

e Attacks made with your Attack Action deal an 
additional 1 Damage 

e You gain the Empowered Condition 

e Awaken Limit: 20 

e Ki Upkeep: 10 


Broty (WRATHFUL) 
ZANNINRENDERS. 


Goku & BARDOock (VJUMP) 


NFDbUgH 


TRANSFORMATIONS 
OOZARU 


Great Ape 
Berserker Transformation 

This Form can only be activated by looking at a 
Celestial Body such as a Moon. A Saiyan who does not 
have the blinded condition can make a DC 15 Wisdom 
Save to avoid looking at the object and avoid 
transforming. A Saiyan that has prior knowledge of the 
Celestial Body has Advantage on this Saving Throw. 


e Starting Berserk DC: 10 + Ki Rank 
e This DC increases by +2 for ever +1 Power 
Bonus that it gains from Form Modifications 
and Racial Features. 
e¢ You gain a +1 Power Bonus, this becomes a +2 
Power Bonus at Ki Rank 3. 
e You gain 2 Ranks of Gigantification, this becomes 3 
Ranks at Ki Rank 3. 
e You gain Temporary HP equal to your Maximum 
HP. 
e You can not cast Techniques 
e¢ Your Unarmored AC becomes 10 plus your 
Constitution Modifier plus your Proficiency Bonus. 
e You may be grappled by targets smaller than you (by 
your tail), you are treated as grappled but do not 
reduce your Movement Speed to Zero. While 
grappled in this way melee attacks against you have 
advantage as they attack your tail. 
¢ You have advantage on Attack Rolls against 
the creature that is grappling you. 
e Awaken Limit: 0 
e This Form lasts for 1 Hour or until you are knocked 
unconscious, your tail is removed, or the celestial 
body that triggered the Form is no longer visible to 
you, ending this Form at the end of your next turn. 


Whenever you have the Super Saiyan Transformation 
active or are using it as a Form Modification, you gain 
Disadvantage on this Form’s Berserk Saving Throw. 
Additionally, at 10th Level, you may use the Super 
Saiyan Transformation as a Form Modification for 
Great Ape. 


i ih 
REMOVING A GREAT APE’S TAIL 
Whenever a Great Ape has no Temporary Hit Points remaining 
and is hit with a Critical Hit from a Weapon Attack that deals 
Slashing Damage or fails a Saving Throw from / is hit with an 
Attack Roll by a Technique that deals Slashing Damage, it 
removes their Tail. 


SUPER SAIYAN 


Super Saiyan 

The golden warrior of legend, a Saiyan that has 
exploded with power. The Saiyan’s hair turns blonde 
and stands on end and their eyes turn a vivid shade of 
emerald while a golden aura flows upward from them. 


e +1 Power Bonus 

¢ Increase all Movement Speed by 10 ft. 
e Awaken Limit: 10 

e Ki Upkeep: 5 


SSJ Goku 


GONZALOO88& 


Gop FoRMS 
SUPER SAIYAN GOD 


Super Saiyan God 
Godly Transformation 


The user loses muscle mass and grows slightly taller 
while the user’s eyes and hair turn a fiery red and their 
aura looks like a raging inferno. This form is unlocked 
when a Saiyan unlocks God Ki or from the Super 
Saiyan God Ritual. 


e +4 Power Bonus 

e Increase all Movement Speed by 30 ft. 

e You gain +2 to your AC. 

e Whenever you would roll a d20 to Clash you may 
expend Stamina to gain a Static Bonus on that d20 
roll equal to the amount of Stamina expended, to a 
maximum ofa +3. 

e Stamina Upkeep: 3 


This Form can not be used alongside any Super 
Saiyan Family Form. 


Super SANAN Gop Goku 
MAXIUCHIHA22 


Ritual Super Saiyan God 
Godly Transformation 

This incarnation of Super Saiyan God is special in it’s 
own way because it’s guided by the ever wondering soul 
of the original Super Saiyan known as Yamoshi and his 
fallen comrades, making this burst form relatively 
different from it’s naturally accessed familiar. 

This can only be accessed through the Super Saiyan 
God ritual in which five saiyans with “righteous” hearts 
instill their power into another (what your DM decides 
to be righteous is worthy of discussion). 


e +4 Power Bonus 

e Whenever you are Damaged by an Unarmed Strike 
that is a higher Damage Die than your own, you may 
make your Unarmed Strike Damage Die become 
that Die, reverting back at the end of this Form. 

e Increase all Movement Speed by 35 ft. 

e Once while using this Form, you may heal 5 x your 
Ki Rank in damage done to your body upon 
becoming Bloodied. (Half health) 

e Whenever you would roll a d20 to Clash you may 
expend Stamina to gain a Static Bonus on that d20 
roll equal to the amount of Stamina expended, to a 
maximum of a +3. 

e This Form only lasts a number of rounds equal to 
half of your Proficiency Bonus, rounded up. 


You may only ever benefit from this Form one time. 
Additionally, at the end of this Form you gain 1 
Maximum God Ki. 


———EE————————E——— 
DIVINE SAIYAN FORMS 
Occasionally a Saiyan is born with divine blood or one can be 
created through body snatching. Regardless when these holy 
or infernal Saiyans reach the level of the gods their forms are 
slightly altered. 

When a creature with the Celestial or Fiend Tag uses Super 
Saiyan God they gain an additional +1 Power Bonus and have 
the color of their hair and aura slightly altered. This change 
in color overrides all Super Saiyan Transformations. 

These forms appear pink for Celestials and blood red for 
Infernals. 


es ol 


SHIN-JIN 


TRANSFORMATIONS 
DEMONIC VISAGE 


Demon Form 

Calling upon the corrupting powers of the Demon 
Realm you take on a massive, and monsterous, visage 
that makes you similar to a true Demon. 


e +2 Power Bonus 
e You gain 1 Rank of Gigantification 
e You gain one of the following: 


¢ Boosted Condition 
e Empowered Condition 
e Enlightened Condition 
e Mystical Condition 
e Steeled Condition 
e Super-Charged Condition 
e You deal an additional amount of Damage equal to 
your Ki Rank 
e Awaken Limit: 30 
¢ Ki Upkeep: 15 


DEMON Form DEmMIGRA 
MAXIUCHIHA22 


Makyouka Form 
A merging of Evil and Heavenly, you may now use dark 
powers to alter the core of your quasi-angelic form. 


e +3 Power Bonus 
e You gain two of the following: 
¢ Boosted Condition 
¢ Empowered Condition 
e Enlightened Condition 
e Mystical Condition 
e¢ Steeled Condition 
e Super-Charged Condition 
e Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 
e All Movement Speeds increase by 30 feet 
e Awaken Limit: 50 
e Ki Upkeep: 25 


DEMIGRA (MAKyYouKA FoRM) 
PRINCEOFDBZGAMES 


Gop FoRMS 


BARRIER OF LIGHT 


Barrier of Light 
Godly Power-Up 


You create a ring of divinity behind you, enhancing your 
magical capabilities alongside your Ki Capabilities 


e +4 Power Bonus 

e You may choose a Ki Technique Type of your choice. 
While you are benefiting from this Form, Techniques 
of that Type may be counted as Spells for the 
purpose of Features and Rule Interactions. 

e Asa Bonus Action when you would cast a Spell or a 
Ki Technique that has an Attack Roll or forces a 
Saving Throw against a single target, you may 
change the range into a 20ft Radius Sphere centered 
on the original target. If you would normally make an 
Attack Roll, you affect all creatures within that area 
of effect with a single Attack Roll. 

e You gain a +2 bonus to your AC 

e Stamina Upkeep: 4 


Shinling Lineage only 


Fusep ZAMASU 
MAXIUCHIHA22 


NON-RACE SPECIFIC 
DARK ENERGY 


While benefiting from Dark Energy Family Forms you 


gain access to Dark Techniques. 


DARK KI 


Berserker Power-Up 


By fueling yourself with malice and anger you can draw 
power from negative emotions. 


Starting Berserk DC: 12 + Ki Rank 
e This Form loses the Berserk Tag when used 
by a Creature with a naturally Evil Alignment 
Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 
You gain Damage Reduction equal to your Ki Rank,. 
You gain the Enraged Condition 
e Gaining the Enraged Condition in this way 
does not grant Temporary Stamina 
Your Alignment is shifted down one step, this takes 
good to neutral and neutral to evil. If you are already 
Evil then your secondary alignment shifts one step 
towards Chaotic. 
Awaken Limit: 30 


Ki Upkeep: 15 


Goxu BLack (Dark Ki) 


THEAZEROX 


EvIL POWER 


Berserker Power-Up 


The malicious energy has begun to deepen and cause 
physical manifestations of black energy. 


e Starting Berserk DC: 15 + Ki Rank 
¢ This Form loses the Berserk Tag when used 
by a Creature with a naturally Evil Alignment 
e +2 Power Bonus 
e Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 
e You gain Damage Reduction equal to your 
Proficiency Bonus. 
e You gain the Enraged Condition 
¢ Gaining the Enraged Condition in this way 
does not grant Temporary Stamina 
¢ Your Alignment is shifted down one step, this takes 
good to neutral and neutral to evil. If you are already 
Evil then your secondary alignment shifts one step 
towards Chaotic. 
e Awaken Limit: 50 
e Ki Upkeep: 25 


DARK TECHNIQUES 


Dark Weapons 
Rank 3 Ki Technique 


Ki Cost: 20 Ki 

Prerequisites: Dark Energy 
Casting Time: 1 Bonus Action 
Range: Self 

Type: Omni 

Duration: Upkeep 


You begin to form hands from your dark aura, allowing 
you to attack from a distance even while restrained or 
bound. For the Duration of this Technique, your 
Unarmed Strikes gain the following effects: 


e All Unarmed Strikes that you make gain a reach of 
20 and deal Energy Damage. 

e Attack Rolls and Techniques with your Unarmed 
Strikes may use your Omni Attack Roll and Omni 
Save DC. 

e So long as you are more than 5 feet from the target 
of your Unarmed Strike, you can only be effected by 
Disadvantage applied by having the Blinded 
Condition or targeting an Invisible Creature. 


This Technique has limited Mastery Options, 
increasing the Reach of the Technique by 10 feet 
each time. 


Dark Corruption 
Rank 4 Ki Technique 


Ki Cost: 50 Ki 

Prerequisites: Dark Energy 

Casting Time: 1 Action 

Range: Self (5 foot radius) 

Type: Omni 

Duration: 1 Minute CUMBER 
SAINANKINGO2 


The Evil Aura engulfs any creature within it, forcing 
them to go on an evil Berserker Rage against anyone 
except you. All targets in range must make a Wisdom 
Saving Throw, on a failure they gain the Dark Ki Power- 
Up but do not gain Dark Techniques. Targets of 
Good/Neutral Alignment immediately fail Dark Energy’s 
Wisdom Saving Throw. 

Targets under the effect of this Technique can not 
target you with Attack Rolls, Techniques, Spells, or 
Features. 


This Technique has limited Mastery Options, granting 
this Technique a +1 Static Bonus each time. 


FULL STRENGTH 


FULL POWER 


Transformation 

This Transformation can be learned by anyone as a 
Rank 3 Technique. You buff your body through energy 
manipulation and fight disregarding the energy drain. 


e +2 Power Bonus 

e You gain +1 to your AC. 

e You are treated as 1 Size Category larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 

¢ Awaken Limit: 30 

e Ki Upkeep: 15 


SUPER FULL POWER 


Transformation 
This Transformation can be learned by anyone as a 
Rank 4 Technique if you have “Full Power”. 


e +3 Power Bonus 

e You gain +2 to your AC. 

e You are treated as 2 Size Categories larger for the 
sake of your Carry, Lift, Pull, and Push Capacities as 
well as the Launch Mechanic. 

e Awaken Limit: 40 

¢ Ki Upkeep: 20 


Burr CeLt 
PINTEREST 


Four WITCHES TECHNIQUE 


Four WITCHES 


Power-Up 
You grow an additional set of arms out of your back, 
granting you benefits in combat. 


e All Techniques that you cast begin as if they were 
Charged for 1 round, if possible. 

e You attack with an additional Combo Attack Roll as 
part of a Technique that does multiple Combo Attack 
Rolls. 

e Attacks made with your Attack Action deal an 
additional 1 Damage 

e You may hold a Light Weapon in each additional 
hand, allowing you to use them as an alternative Off 
Hand Weapon. Your Dexterity Modifier is halved 
with these Weapons. 

e Awaken Limit: 20 

e Ki Upkeep: 10 


TIEN (Four WitcHES TECHNIQUE) 
MAXIUCHIHA22 


HEROIC RESOLVE 


POWER-Ups 
FORTIFIED RESOLVE 
Power-Up 


Unleashing your Ki in an overflowing aura, your eyes 
take on a steely resolve and your hair becomes more 
defined. 


e +2 Power Bonus 

e You gain Damage Reduction equal to half of your Ki 
Rank, rounded up. 

e Increase all Movement Speeds by 15 feet 

e Awaken Limit: 30 


¢ Ki Upkeep: 15 
¢ Optional Hit Die Cost: 1 


MINOTIA 
MAXIUCHIHA22 


TRANSFORMATIONS 
INHERITED WILL 


Transformation 


By harnessing a Ki inherited from someone dear, or 
from a power beyond your understanding, you achieve a 
form you could never have known without their aid - 
becoming a True Hero in the process. The exact 
appearance of the transformation varies from person to 
person, but one of the most common is the user 
temporarily ‘maturing’ into a more powerful, older or 
‘idealized’ version of themselves. 


e +3 Power Bonus 
e Your Techniques deal an additional amount of 
Damage equal to your Ki Rank 
e You gain 2 Ranks of the Aged Condition 
e You stop gaining Ranks of the Aged Condition 
if it would cause you to gain Negatives 
¢ Your Melee/Melee Weapon Attacks and 
Armed/Unarmed Techniques gain 15ft of Reach, 
dealing Energy Damage when using this additional 
Reach. 
e Awaken Limit: 50 
e¢ Ki Upkeep: 25 
¢ Optional Hit Die Cost: 2 


KAIO-KEN 


POWER-UP 
KAIO-KEN! 


Power-Up 

The unique Power-Up of the Shinlings. This move 
destroys your body in exchange for heightened abilities 
and magnified Ki. 

Whenever you use the Burst Attack Maneuver with 
this Power-Up you may double the Hit Point Upkeep to 
use this without using a Form Slot . 


e +1 Power Bonus 

e Increase all Movement Speed by 10 ft. 
e Awaken Limit: 0 

¢ Hit Point Upkeep: 1 


KAIO—-KEN 
MAXIUCHIHA22 


MajIn MARK 


MAJIN MARK 
Power-Up 


Fueled by dark magic, every ounce of evil and malice in 
your heart is drawn to the surface. 


e You gain the Enraged Condition 

e Your Alignment is shifted down one step, this takes 
good to neutral and neutral to evil. If you are already 
Evil then your secondary alignment shifts one step 
towards Chaotic. 

e At the start of each of your turns, you gain 
Temporary Hit Points and Temporary Ki Points 
equal to their Proficiency Bonus. 

e Awaken Limit: 0 

e Ki Upkeep: 0 

e This Form can not be deactivated and must be 
Dispelled. 


The giver of this mark may attempt to control the 
afflicted a number of times per day equal to their 
Wisdom Modifier. While under control the giver can 
decide how much control to leave to the afflicted even to 
the point of fully controlling them until the afflicted can 
pass the wisdom save. The afflicted may make the save 
once every number of rounds equal to the giver’s 
Wisdom Modifier 

A Creature that willingly fails the Saving Throw gains 
1 Rank of Light-Weight as additional dark energy fuels 
them. 


VEGETA (MAsIN) 
TOYOTARO 


No-Eco 


No-EcGo 
Power-Up 


You master a state of control within your ki that while it 
may not enhance your strength, refines all control of 
your capabilities: 


e You reduce the Ki Points spent on casting 
Techniques equal to your Ki-Rank 

e You cannot gain the Berserk Conditions 

e When you would cast a Technique that would cause 
you to regain Ki Points, you regain an additional 
amount equal to your Wisdom Modifier 

¢ Awaken Limit: 20 

e Ki Upkeep: 10 


PURE PROGRESS 


PURE PROGRESS 
Power-Up 


Your power grows to adapt to the enemy to the best of 
your ability: 


e +1 Power Bonus at the start of your turn, to a 
maximum to half your Proficiency Bonus, rounded 
down 

e Whenever you are Damaged by an Unarmed Strike 
that is a higher Damage Die than your own, you may 
make your Unarmed Strike Damage Die become 
that Die, reverting back at the end of this Form. 

e Increase all Movement Speed by 5 ft. per every 
Power you have from this Form 

e Awaken Limit: 15 

¢ Ki Upkeep: 5 x Ki Rank 

¢ Optional Stamina Upkeep: equal to your Ki 
Rank 


NON-RACE SPECIFIC GOD FORMS Divine MIGHT 


Divine Might 


he following Ft ther th ti 
Bee ea eapeeiss Olas tan Creation Roger gk You push all of your godly might into empowering 


available God Form options to all creatures when they 


Obrain GodiKi. youre 
PowEr-Ups e +5 Power Bonus 
e You are treated as 1 Size Category larger for the 
REATION 
CREATION POWER sake of your Carry, Lift, Pull, and Push Capacities as 
Creation Power well as the Launch Mechanic. 
Requires: Attunement to the Universe Seed e 


All Damage that you deal is increased by 2 

e Increase all Movement Speed by 45 ft. 

e You gain Damage Resistance equal to your Ki Rank 
e Stamina Upkeep: 4 


Empowered by the magnificence of the Universe Seed 
you now display power beyond those of the GoDs. 


e +6 Power Bonus 

e You gain the Empowered and Super-Charged 
Conditions 

e You gain a +2 bonus to your AC 

e All Damage that you deal is increased by 2 

e Increase all Movement Speed by 45 ft. 

e At the start of each of your turns you regain Ki 
Points equal to your Character Level. This can not 
raise you above your Maximum Ki Points. 

e Stamina Upkeep: 5 


Gas (ULTIMATE Power) 
BERNE233 


HEARTS (UNIVERSAL SEED) 
ssTROSEBIO 


HEAVENLY STATE 


Heavenly State 
You have the ability to cycle God Ki through your body 
at a lower rate, greatly increasing efficiency. 


+3 Power Bonus 

You gain a +2 Static Bonus on all Skill Checks 
You gain +1 to your AC and all Saving Throws. 
Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 

You gain +30 to all Movement Speeds 
Stamina Upkeep: 2 


GRANOLAH (BATTLE DAMAGED) 
7p55513 


MAGIC OF THE Gops 


Magic of the Gods 
Your voice speaks to the universe and the building 
blocks of reality are subject to your will. 


+4 Power Bonus 

Spells that you cast may gain the benefit of the 
Energy Bonus granted by Power as if they were a 
Technique 

All Spells that you cast are casted one Spell Level 
higher then you would cast them at, if possible. 
You gain Advantage on Saving Throws against 
magical effects 

You gain +1 to your AC. 

Stamina Upkeep: 4 


Moro 


YESSING 


TRAINED FEATURE GOD FORMS 


POWER-UPS 
DARK MAJESTY 


Dark Majesty 
Godly Power-Up 


Divine energy has awakened the Dark Factor and made 
you into a successor worthy of Mechikabura. 


+4 Power Bonus 

Increase your Movement Speed by 30 ft. 

You gain a +2 bonus to your AC 

You may replace the Damage Type of your Basic Ki 
Blasts and Techniques with Necrotic Damage. 
Creatures that hit you with a Melee Weapon Attack, 
Unarmed Strike, or a Technique with a range of 
Melee take Necrotic Damage equal to your Ki Rank. 
Stamina Upkeep: 4 


DEMIGRA (DARK KiNG) 
SAIYANKINGO2 


TRANSFORMATIONS 
TIME PoWER UNLEASHED 


Time Power Unleashed 
Godly Transformation 


The brilliant Hands of Time shine behind your back as 
time itself heeds to your call. 


+4 Power Bonus 
You gain 2 Ranks of the Aged Condition 

e You stop gaining Ranks of the Aged Condition 

if it would cause you to gain Negatives 
You gain the Chronal Manipulation Trained Feature 
for the duration of this Form. If you already have the 
Trained Feature, you instead increase the maximum 
amount of Time Points you may hold by 1 
When you would cast a Spell or Ki Technique, you 
may increase the Casting Cost by half to give all 
targets effected one Rank of the Aged Condition for 
the next Minute. 

e A target may only be effected by this once per 
Technique that they are effected by, even if the 
Technique hit multiple times. 

When you would cast a Spell or Ki Technique, you 
may increase the Casting Cost by half to give all 
targets effected one Rank of the De-Aged Condition 
for the next Minute. 

e A target may only be effected by this once per 
Technique that they are effected by, even if the 
Technique hit multiple times. 

Stamina Upkeep: 5 


CHRONOA (TIME POWER UNLEASHED ) 
KISS-AND—-KANCER 


ULTRA Eco 


Ultra Ego 
Godly Transformation 


The ultimate destructive ability, the true union of pride, 
ego, and the want to destroy. 


e +5 Power Bonus 

e All Damage that you deal is increased by 2 
e Increase your Movement Speed by 20 ft. 

e¢ Stamina Upkeep: 4 


While in this form you have a rising pool of 
Destruction Energy. At the end of each of your turns 
while this is active you gain 1d8 added to this pool of 
Destruction Energy. You may do the following 
features with these Destruction Energy Dice: 


Fighting Spirit. Your form relies on your fighting spirit 
and you can burn your destruction energy to help restart 
your destructive blaze. 

As an Action, you may roll any number of dice from 
your Destruction Energy Dice and gain that amount of 
Temporary HP or Temporary Ki equal to the total 
rolled. You may not use this Feature again until all 
previous Temporary HP or Temporary Ki gained 
through this feature are depleted. 


Destroy. Your fuel your ki attacks with the power of 
destruction. 

When you land an Attack Roll or Technique you may 
spend any number of dice from your Destruction Energy 
Dice and add that much Destruction Damage. 


Neverending Destruction You burn the energy of 
destruction like a star to keep it alight. 

As an Action, you may spend any number of 
Destruction Energy Dice and gain 1 Temporary 
Stamina for each die spent. You may not use this 
Feature again until all previous Temporary Stamina 
gained through this Feature are depleted. 


la SD 
DESTRUCTION DAMAGE 
Destruction incarnate; the ability to deal Destruction Damage 
is the ability to bypass natural law and tear things apart at 
the smallest level. 
Destruction Damage can not be reduced by any means. 
Additionally, should a creature be killed outright by 
Destruction Damage, their soul is destroyed and they do not 
go to Otherworld. A soul destroyed in this way can only be 
restored by means of the Super Dragon Balls. 


Gop OF DESTRUCTION TOPPO 
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ULTRA INSTINCT 


Ultra Instinct Omen 
Godly Transformation 


The ultimate defensive ability, though in an incomplete 
state. The user’s body will react to protect itself without 
the consent or thought of the user. This ability was once 
thought impossible to mortals. 


e +5 Power Bonus 

e Increase all Movement Speed by 30 ft. 

e You gain +3 to your AC and Saving Throws 

e Stamina Maneuvers that can only be used once per 
Round can now be used twice per Round 

e¢ While in this form you may not use Techniques 
unless they have at least 1 Mastery Rank. 

e¢ Stamina Upkeep: 4 


Optional Mechanic: Limitbreaker 


The first 3 times you would hit zero Hit Points after 
gaining this Form you instead awaken in this form 
regaining 50% of your HP and Ki. This form then 
lasts until your HP, Ki, or Stamina reaches 0. 


On the 3rd time this Feature activates, you gain the 
Ultra Mindfullness Feat. 


This Feature only activates in times of Mortal Peril, your 
DM may decide that the situation doesn’t warrant a high 
enough threat level to induce growth. 


Utrra Instinct Goku (OMEN) 
SOULRDKOIBITO 


SUB-RACE FORMS S-CELL OVERLOAD 


PREHISTORIC SAIYAN a ee 
. eT SL Ss. oes To SUPER SAIYAN C-TYPE 
DARK SAIYAN ; 
Transformation 

Power-Up 

Saiyans from long ago drew from a Corrupted and e +3 Power Bonus 
Malicious Energy. Causing them to grow innately more e Increase all Movement Speeds by 25 Feet 
evil and cold hearted. Their hair gradually extends, the e You gain the Empowered Condition 
pupils become red and they gain a black and red aura. e Awaken Limit: 40 


e Ki Upkeep: 20 
e Increase your Power Bonus by your Ki Rank 


e You gain access to Dark Techniques Obtained upon first Enraged Condition at 10th Level 
e Increase all Movement Speed by 10x your Ki Rank or Higher 
ft. 


e Awaken Limit: 30 
¢ Ki Upkeep: 15 


Super SAINVAN Broty (DBS) 
REbDbIT 


Cumeer (Evit SANVAN) 
MAXIUCHIHA22 


SUPER SAIYAN FULL POWER 


Transformation 


e +5 Power Bonus 

e Increase all Movement Speeds by 35 Feet 
e You gain 1 Rank of Enlarged 

e Awaken Limit: 50 

e Ki Upkeep: 25 


Obtained upon first Enraged Condition at 20th Level 


Broty (SuPER SAIYAN FuLL Power) 
ZANNINRENDERS 


SPEEDSTER 


SUPER SPEED 


When you use these Forms outside of Combat, you pay 
the Upkeep every minute, rather than ever round. While 
this Power-Up is active you may travel vertically or 
horizontally across any surface, such as up walls or 
across water so long as you do not end your turn there, 
falling if you do. 


SUPER SPEED 
Power-Up 


e You gain +1 Static Bonus to Melee/Melee Weapon 
Attack Rolls and Armed/Unarmed Techniques. 

e All available Movement Speeds increase by 20 Feet. 

e Awaken Limit: 10 

e Ki Upkeep: 5 


BURTER 
MAXIUCHIHA22 


CHAPTER 7: CHARACTER CUSTOMIZATION 


VEN AFTER CUSTOMIZING YOUR RACE, CLASS, 
and background, there are more steps to 
developing and customizing your 
character’s abilities and features. If you 
wish to take multiple classes for your 
character, you will use many of the same 
rules for multiclassing listed in the 


standard D&D 5th Edition ruleset. If you wish to include 


some or all of the player feats from standard D&D ina 
campaign using the rules in this guide, feel free to use 
the unaltered player feats rules from the standard 
books. 

For the purposes of advancing characters using the 
rules listed in this pdf, follow the rules below. 


Note: Standard D&D 5E Classes are heavily 
discouraged against being used. 


MULTICLASSING 


Because these Dragon Ball themed classes haven't been 
thoroughly tested and balanced for multiclassing, it is 
possible that multiclassing may break some of the game 
balance in a campaign. If you still insist on doing so, 
here are the the rules, prerequisites, and proficiencies 
you will gain from multiclassing using classes in this 
pdf. 


PREREQUISITES 


To qualify for a new class, you must meet the ability 
score prerequisites for both your current class and your 
new one, as shown in the Multiclassing Prerequisites 
table. For example, a Bruiser who decides to multiclass 
into the Magus Class must have both Dexterity and 
Charisma scores of 15 or higher. Without the full 
training that a beginning character receives, you must 
be a quick study in your new class, having a natural 
aptitude that is reflected by higher-than-average ability 
scores. 


GOHAN SSJ TRAINING 
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MULTICLASSING PREREQUISITES 


Class Ability Score Minimums 
Agent Intelligence of 15 
Bastion Constitution and Wisdom of 15 
Bruiser Strength and Constitution of 15 
Challenger Strength and Dexterity of 15 
Elite Dexterity of 15 
Hero Charisma of 15 
Magus Charisma and Dexterity of 15 
Martial Artist Dexterity and Wisdom of 15 
Mystic Charisma of 15 
Punisher Constitution and Charisma of 15 
Virtuoso Wisdom of 15 
Warrior Strength and Dexterity of 15 


CLASS FEATURES 


When you gain a new level in a class, you get its 
features for that level. You don’t, however, receive the 
class’s starting equipment, and a few features have 
additional rules when you're multiclassing: Extra 
Attack, Unarmored Defense, Unarmed Combat and 
Signature Moves. 


EXTRA ATTACK 


If you gain the Extra Attack class feature from more 
than one class, the features don’t add together. You 
can’t make more than two attacks with this feature 
unless it says you do (as the Warrior’s version of Extra 
Attack does). 


UNARMORED DEFENSE 


If you already have an Unarmored Defense feature, you 
can’t benefit from it more than once, only relying on the 
highest Unarmored Defense available. 


UNARMED COMBAT 


If you already have an Unarmed Combat feature of 
some sort, you must decide which of the Unarmed 
Combat Features you will use; they will not mix. 


SIGNATURE MOVE 


If you already have the Signature Move Feature, you 
still benefit from additional instances of Signature 
Move. 


FIGHTING STYLE 


If you already have the Fighting Style feature you may 
never choose the same fighting style more than once 
even if you were to gain another instance of Fighting 
Style. 


FEATS 


A feat defines how your character’s abilities develop in 
relation to their fields of expertise over the course of the 
adventure. Many of these feats are very much necessary 
throughout this type of campaign as it provides many 
races access to new Forms and abilities. 

Additionally, many of these feats require certain 
unique prerequisites to be met before unlocking them, 
unless your class or race tells you otherwise. These 
prerequisites may be in the form of ability score 
minimums, already having certain feats unlocked, or 
being a certain race. 


ALTERED DND 5E FEATS 


ACTOR 


Skilled at mimicry and dramatics, you gain the following 
benefits: 


e Increase your Charisma score by 1, to a maximum of 
your Current ability score maximum. 

e You have an advantage on Charisma (Deception) and 
Charisma (Performance) checks when trying to pass 
yourself off as a different person. 

e You can mimic the speech of another person or the 
sounds made by other creatures. You must have 
heard the person speaking, or heard the creature 
make the sound, for at least 1 minute. A successful 
Wisdom (Insight) check contested by your Charisma 
(Deception) check allows a listener to determine that 
the effect is faked. 


ALERT 


Always on the lookout for danger, you gain the following 
benefits: 


e You can’t be surprised while you are conscious. 

e You gain a +5 bonus to initiative. 

e Other creatures don’t gain advantage on attack rolls 
against you as a result of being unseen by you. 


ATHLETE 


You have undergone extensive physical training to gain 
the following benefits: 


e Increase your Strength or Dexterity score by 1, toa 
maximum of your current Ability Score Maximum. 

e When you are prone, standing up uses only 5 feet of 
your movement. 

e Climbing doesn’t cost you extra movement. 

e You can make a running long jump or a running high 
jump after moving only 5 feet on foot, rather than 10 
feet. 


CHEF 


Time and effort spent mastering the culinary arts has 
paid off. You gain the following benefits: 


e Increase your Constitution or Wisdom score by 1, to 
a maximum of your current Ability Score Maximum. 

e You gain proficiency with cook’s utensils if you don’t 
already have it. 

e As part of a short rest, you can cook special food, 
provided you have ingredients and cook’s utensils on 
hand. You can prepare enough of this food for a 
number of creatures equal to 4 + your proficiency 
bonus. At the end of the short rest, any creature who 
eats the food and spends one or more Hit Dice to 
regain hit points regains an extra 1d8 hit points. 

e With one hour of work or when you finish a long rest, 
you can cook a number of treats equal to your 
proficiency bonus. These special treats last 8 hours 
after being made. A creature can use a bonus action 
to eat one of those treats to gain temporary hit points 
equal to your proficiency bonus. 


FIREARM EXPERT 


Thanks to extensive practice with Firearms, you gain 
the following benefits: 


e You ignore the loading quality of firearms with which 
you are proficient. 

e Being within 5 feet of a hostile creature doesn’t 
impose disadvantage on your ranged attack rolls. 

e When you use the Attack action and attack with a 
one handed weapon, you can use a bonus action to 
attack with a pistol you are holding. 


CRUSHER 


You are practiced in the art of crushing your enemies, 
granting you the following benefits: 


e Increase your Strength or Constitution by 1, toa 
maximum of your current Ability Score Maximum. 

e Once per turn, when you hit a creature with an 
attack that deals bludgeoning damage, you can move 
it 5 feet to an unoccupied space, provided the target 
is no more than one size larger than you. 

e When you score a critical hit that deals bludgeoning 
damage to a creature, attack rolls against that 
creature are made with advantage until the start of 
your next turn. 


DEFENSIVE DUELIST 
Prerequisite: Dexterity 13 or higher 


e When you are wielding a finesse weapon with which 
you are proficient and another creature hits you with 
a melee attack, you can use your reaction to add your 
proficiency bonus to your AC for that attack, 
potentially causing the attack to miss you. 


DUEL-WIELDER 


You master fighting with two weapons, gaining the 
following benefits: 


e You gain a +1 bonus to AC while you are wielding a 
separate melee weapon in each hand. 

e You can use two-weapon fighting even when the one 
handed melee weapons you are wielding aren’t light. 

e You can draw or stow two one-handed weapons 
when you would normally be able to draw or stow 
only one. 


DUNGEON DELVER 


Alert to the hidden traps and secret doors found in 
many dungeons, you gain the following benefits: 


¢ You have advantage on Wisdom (Perception) and 
Intelligence (Investigation) checks made to detect 
the presence of secret doors. 

e You have advantage on saving throws made to avoid 
or resist traps. 

e You have resistance to the damage dealt by traps. 

e Travelling at a fast pace doesn’t impose the normal 
-5 penalty on your passive Wisdom (Perception) 
score. 


DURABLE 


Hardy and resilient, you gain the following benefits: 


e Increase your Constitution score by 1, to a maximum 
of your current Ability Score Maximum. 

e When you roll a Hit Die to regain hit points, the 
minimum number of hit points you regain from the 
roll equals twice your Constitution modifier 
(minimum of 2). 


FIGHTING INITIATE 


Your martial training has helped you develop a 
particular style of fighting. As a result, you learn one 
Fighting Style option of your choice from the Warrior 
Class. If you already have a style, the one you choose 
must be different. 

Whenever you reach a level that grants the Ability 
Score Improvement feature, you can replace this feat’s 
fighting style with another one from the Warrior Class 
that you don’t have. 


GRAPPLER 
Requires: Level 4+, Strength or Dexterity 13+ 


You gain the following benefits: 


e Ability Score Increase. Increase your Strength or 
Dexterity Ability Score by 1, to a maximum of 20. 

e Punch and Grab. When you hit a creature with an 
Unarmed Strike as part of the Attack Action on your 
turn, you can use both the Damage and the Grapple 
option. You can use this benefit only once per turn. 

e Attack Advantage. You have Advantage on attack 
rolls against a creature Grappled by you. 

e Fast Wrestler. Your Speed isn’t halved when you 
move a creature Grappled by you if the creature is 
your size or smaller. 


HEAVILY ARMORED 


You have trained to master the use of heavy armor, 
gaining the following benefits: 


e Increase your Strength score by 1, toa maximum of 
your current Ability Score Maximum. 
e You gain proficiency with heavy armor. 


HEAvy ARMOR MASTER 


You can use your armor to deflect strikes that would kill 
others. You gain the following benefits: 


e Increase your Strength score by 1, toa maximum of 
your current Ability Score Maximum. 

e While you are wearing heavy armor, bludgeoning, 
piercing, and slashing damage that you take from 
nonmagical attacks is reduced by 3. 


KEEN MIND 


You have a mind that can track time, direction, and 
detail with uncanny precision. You gain the following 
benefits. 


e Increase your Intelligence score by 1, to a maximum 
of your current Ability Score Maximum. 

e¢ You always know which way is north. 

e You always know the number of hours left before the 
next sunrise or sunset. 

e You can accurately recall anything you have seen or 
heard within the past month. 


LIGHTLY ARMORED 


You have trained to master the use of light armor, 
gaining the following benefits. 


e Increase your Strength or Dexterity score by 1, toa 
maximum of your current Ability Score Maximum. 
e You gain proficiency with light armor. 


Lucky 


You have inexplicable luck that seems to kick in at just 
the right moment. 

You have 3 luck points. Whenever you make an attack 
roll, an ability check, or a saving throw, you can spend 
one luck point to roll an additional d20. You can choose 
to spend one of your luck points after you roll the die, 
but before the outcome is determined. You choose 
which of the d20s is used for the attack roll, ability 
check, or saving throw. 

You can also spend one luck point when an attack roll 
is made against you. Roll a d20 and then choose 
whether the attack uses the attacker’s roll or yours. 

If more than one creature spends a luck point to 
influence the outcome of a roll, the points cancel each 
other out; no additional dice are rolled. 

You regain your expended luck points when you finish 
a long rest. 


MAGE SLAYER 


You have practiced techniques in melee combat against 
spellcasters, gaining the following benefits. 


e When a creature within 5 feet of you casts a spell, 
you can use your reaction to make a melee weapon 
attack against that creature. 

e When you damage a creature that is concentrating 
on a spell, that creature has disadvantage on the 
saving throw it makes to maintain its concentration. 

e You have advantage on saving throws against spells 
cast by creatures within 5 feet of you. 


Macic INITIATE 


Choose a class: Mystic or Agent. You learn two cantrips 
of your choice from a branch of Magic that is available 
to them 

In addition, choose one 1st-level spell to learn from 
that same list. Using this feat, you can cast the spell 
using stamina equal to twice the spell’s level. 

Your spellcasting ability for these spells depends on 
the class you chose: Charisma for Mysitcs or 
Intelligence for Agents. 


MEDIUM ARMOR MASTER 


You have practiced moving in medium armor to gain the 
following benefits: 


e Wearing medium armor doesn’t impose 
disadvantage on your Dexterity (Stealth) checks. 

e When you wear medium armor, you can add 3, 
rather than 2, to your AC if you have a Dexterity of 
16 or higher. 


MOBILE 


You are exceptionally speedy and agile. You gain the 
following benefits: 


e Your speed increases by 10 feet. 

e When you use the Dash action, difficult terrain 
doesn’t cost you extra movement on that turn. 

e When you make a melee attack against a creature, 
you don’t provoke opportunity attacks from that 
creature for the rest of the turn, whether you hit or 
not. 


MODERATELY ARMORED 


You have trained to master the use of medium armor 
and shields, gaining the following benefits: 


e Increase your Strength or Dexterity score by 1, toa 
maximum of your current Ability Score Maximum. 

e You gain proficiency with medium armor and 
shields. 


Goku (SUPER SAIVAN / ARMORED) 
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OBSERVANT 


Quick to notice details of your environment, you gain 
the following benefits: 


e Increase your Intelligence or Wisdom score by 1, to 
a maximum of your current Ability Score Maximum. 

e Ifyou can see a creature’s mouth while it is speaking 
a language you understand, you can interpret what 
it’s saying by reading its lips. 

e You have a +5 bonus to your passive Wisdom 
(Perception) and passive Intelligence (Investigation) 
scores. 


PIERCER 


You have achieved a penetrating precision in combat, 
granting you the following benefits: 


e Increase your Strength or Dexterity by 1, toa 
maximum of your current Ability Score Maximum. 

e Once per turn, when you hit a creature with an 
attack that deals piercing damage, you can re-roll 
one of the attack’s damage dice, and you must use 
the new roll. 

e When you score a critical hit that deals piercing 
damage to a creature, you can roll one additional 
damage die when determining the extra piercing 
damage the target takes. 


POLEARM MASTER 


You gain the following benefits: 


e When you take the Attack action and attack with only 
a glaive, halberd, naginata, quarterstaff, or spear, you 
can use a bonus action to make a melee attack with 
the opposite end of the weapon. This attack uses the 
same ability modifier as the primary attack. The 
weapon’s damage die for this attack is a d4, and it 
deals bludgeoning damage. 

e While you are wielding a glaive, halberd, naginata, 
pike, quarterstaff, or spear, other creatures provoke 
an opportunity attack from you when they enter the 
reach you have with that weapon. 


RESILIENT 


Choose one ability score. You gain the following 
benefits: 


e Increase the chosen ability score by 1, to a maximum 
of your current Ability Score Maximum. 

e You gain proficiency in saving throws using the 
chosen ability. 


SAVAGE ATTACKER 


Once per turn when you roll damage for a melee 
weapon attack, you can reroll the weapon’s damage dice 
and use either total. 


SENTINEL 


You have mastered techniques to take advantage of 
every drop in any enemy’s guard, gaining the following 
benefits. 


e When you hit a creature with an opportunity attack, 
the creature’s speed becomes 0 for the rest of the 
turn. 

e Creatures provoke opportunity attacks from you even 
if they take the Disengage action before leaving your 
reach. 

e When a creature makes an attack against a target 
other than you (and that target doesn’t have this 
feat), you can use your reaction to make a melee 
weapon attack against the attacking creature. 


SHIELD MASTER 


You use shields not just for protection but also for 
offense. You gain the following benefits while you are 
wielding a shield: 


e Ifyou take the Attack action on your turn, you can 
use a bonus action to try to shove a creature within 5 
feet of you with your shield. 

e Ifyou aren’t incapacitated, you can add your shield’s 
AC bonus to any Dexterity saving throw you make 
against a spell or other harmful effect that targets 
only you. 

e Ifyou are subjected to an effect that allows you to 
make a Dexterity saving throw to take only half 
damage, you can use your reaction to take no 
damage if you succeed on the saving throw, 
interposing your shield between yourself and the 
source of the effect. 


SKILL EXPERT 


You have honed your proficiency with particular skills, 
granting you the following benefits: 


Increase one ability score of your choice by 1, toa 
maximum of your current Ability Score Maximum. 
You gain proficiency in one skill of your choice. 
Choose one skill in which you have proficiency. You 
gain expertise with that skill, which means your 
proficiency bonus is doubled for any ability check 
you make with it. The skill you choose must be one 
that isn’t already benefiting from a feature, such as 
Expertise, that doubles your proficiency bonus. 


SKILLED 


You gain proficiency in any combination of three skills 
or tools of your choice. 


SKULKER 


You are an expert at slinking through shadows. You 
gain the following benefits: 


You can try to hide when you are lightly obscured 
from the creature from which you are hiding. 
When you are hidden from a creature and miss it 
with a ranged weapon attack, making the attack 
doesn’t reveal your position. 

Dim light doesn’t impose disadvantage on your 
Wisdom (Perception) checks relying on sight. 


SLASHER 


You've learned where to cut to have the greatest results, 
granting you the following benefits: 


Increase your Strength or Dexterity by 1, toa 
maximum of your current Ability Score Maximum. 
Once per turn when you hit a creature with an attack 
that deals slashing damage, you can reduce the 
speed of the target by 10 feet until the start of your 
next turn. 


e When you score a critical hit that deals slashing 


damage to a creature, you grievously wound it. Until 
the start of your next turn, the target has 
disadvantage on all attack rolls. 


SPELL SNIPER 


You have learned techniques to enhance your attacks 
with certain kinds of spells, gaining the following 
benefits: 


When you cast a spell that requires you to make an 
attack roll, the spell’s range is doubled. 

Your ranged spell attacks ignore half cover and 
three-quarters cover. 

You learn one cantrip that requires an attack roll. 
Your spellcasting modifier for this cantrip is either 
Charisma or Intellegence which you choose when 
you gain this Feat 


TAVERN BRAWLER 


You gain the following benefits: 


Enhanced Unarmed Strike. When you hit with your 
Unarmed Strike and deal Damage, you deal an 
additional +1 Damage. 

Damage Rerolls. Whenever you roll a damage die for 
your Unarmed Strike, you can reroll the die if it rolls 
a 1, and you must use the new roll. 

Improvised Weaponry. You have proficiency with 
improvised weapons. 

Push. When you hit a creature with an Unarmed 
Strike as part of the Attack action on your turn, you 
can deal damage to the target and also push it 5 feet 
away from you. You can use this benefit only once 
per turn. 


‘TELEKENETIC 


You learn to move things with your mind, granting you 
the following benefits: 


Increase your Intelligence, Wisdom, or Charisma 
score by 1, to a maximum of your current Ability 
Score Maximum. 

You learn the mage hand cantrip. You can cast it 
without verbal or somatic components, and you can 
make the spectral hand invisible. If you already know 
this spell, its range increases by 30 feet when you 
cast it. Its spellcasting ability is the ability increased 
by this feat. 

As a bonus action, you can try to telekinetically shove 
one creature you can see within 30 feet of you. When 
you do so, the target must succeed on a Strength 
saving throw (DC 8 + your proficiency bonus + the 
ability modifier of the score increased by this feat) or 
be moved 5 feet toward or away from you. A creature 
can willingly fail this save. 


TELEPATHIC 


You awaken the ability to mentally connect with others, 
granting you the following benefits: 


e Increase your Intelligence, Wisdom, or Charisma 
score by 1, to a maximum of your current Ability 
Score Maximum. 

e You can speak telepathically to any creature you can 
see within 60 feet of you. Your telepathic utterances 
are in a language you know, and the creature 
understands you only if it knows that language. Your 
communication doesn’t give the creature the ability 
to respond to you telepathically. 

e You can cast the Detect Thoughts spell, requiring no 
stamina or components, and you must finish a long 
rest before you can cast it this way again. Your 
spellcasting ability for the spell is the ability 
increased by this feat. If you have spell slots of 2nd 
level or higher, you can cast this spell with them. 


TOUGH 


Your hit point maximum increases by an amount equal 
to twice your level when you gain this feat. Whenever 
you gain a level thereafter, your hit point maximum 
increases by an additional 2 hit points. 


WAR CASTER 


You have practiced casting spells in the midst of 


combat, learning techniques that grant you the following 


benefits: 


e You have advantage on Constitution saving throws 
that you make to maintain your concentration on a 
spell when you take damage. 

e You can perform the somatic components of spells 
even when you have weapons or a shield in one or 
both hands. 

e When a hostile creature's movement provokes an 
opportunity attack from you, you can use your 
reaction to cast a spell at the creature, rather than 
making an opportunity attack. The spell must have a 
casting time of 1 action and must target only that 
creature. 


WEAPON MASTER 


You have practiced extensively with a variety of 
weapons, gaining the following benefits: 


e Increase your Strength or Dexterity score by 1, toa 
maximum of your current Ability Score Maximum. 

e You gain proficiency with four weapons of your 
choice. Each one must be a simple or a martial 


weapon. 
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GENERAL D& DBZ FEATS 


BEAST AWAKENING 


Requires: Unleased Power Form, 4 Unleased Power 
Form-Specific Modifications 


Your potential has grown and expanded so far that your 
once boiling energy has exploded into something far 
stronger. You gain one Unleased Power Form-Specific 
Modification of your choice with the Requirement of the 
Beast Awakening Feat. 


BiG GETE BONDING 
Requires: Attunement to the Big Gete Star 


You have learned to use more abilities of the Big Gete 
Star. You gain an additional Big Gete Ability of your 
choice. You may take this Feat again to gain the final 
option you did not pick. 


COVEN WITHIN 


Requires: Four Witches Technique Form 


You have become so attuned to the feeling of your extra 
arms that you can easily draw them out while focusing 
on a different ability. The Four Witches Technique 
Form can now be used as General Modification. 


DIVINE RESILIENCE 


Requires: God Ki 

You have toughened your body through extensive use 
of God Ki. Destruction Damage is no longer 
unreducable when it hits you. You may never reduce 
Destruction Damaf§e to zero. 


EARLY INSTINCTS 
Prerequisite: 20+ Dexterity G 20+ Wisdom 


The practice of moving with purely your instincts have 
been applied with immense focus. You gain the Ultra 
Instinct Omen Godly Transformation except it gains the 
following modifications until you get God Ki: 


e Ultra Instinct Omen does not gain any Power 
e You do not gain access to any Form-Specific 
Modification to Ultra Instinct Omen 


Additionally when you would gain your first God Ki, 
Ultra Instinct Omen’s Stamina Upkeep is reduced by 1. 


EUREKA! 
This Feat may be taken once per Ki Rank 


Requires: Gadgets Class Feature 

Your Obsessive crafting of weapons and gadgets has 
sparked an epiphany. You gain 1 branch of magic as if 
you gained the Gadgets Class Feature. 


FIGHTING ADAPTABILITY 
Prerequisites: 20+ Constitution 

Your fighting grows in the middle of battle, allowing 
you to adapt and even match the strongest opponent 
there. You gain the Pure-Progress Power-Up. 


FULL POWER FIGHTER 


Prerequisites: Full Power Form 


You have become so adept at fighting at full power that 
you can draw out your strength while focusing on other 
abilities. You may use Full Power Family Forms as 
General Modifications. 


FUSION APPRENTICE 


Requires: Being the target of the Instruct Action at least 
1 time 


You watched closely when you were shown the Fusion 
Dance and worked to master it in your own time. You 
gain the Fusion Dance Trained Feature. 


FUSED BOOST 


Requires: Has become an EX, Metamorian, or Potara 
Fusion at least 1 time 


Designate an EX, Metamorian, or Potara Fusion that 
you have become, choose a Feat that the Fusion would 
fit the requirements for, it gains that Feat any time you 
assume that Fusion. 


FUSED TECHNIQUES 


Requires: Has become an EX, Metamorian, or Potara 
Fusion at least 1 time 


Choose one creature that you have Fused with in the 
past, Fusions that you create with this creature gains 
the following Stamina Manuever: 


FUSED TECHNIQUE 


Whenever you would cast a Technique as an Action, you 
may expend Stamina equal to 2x the Technique’s Ki 
Rank to cast another Technique of the same Ki Rank 
and preform a Tag Team Attack by yourself. 


FUSED POTENTIAL 
Requires: Unleashed Power Form, Stability Hit Points 


You have extra potential due to the other souls tied to 
yours. Choose one General Modification, this can not be 
changed later, it is added to your Unleashed Power 
Form-Specific Modifications that you know. Should you 
ever lose your Stability Hit Points, you lose this Form 
Modification until you regain it. 

Additionally, for each Feature or Effect beyond the 
first that would grant you the Stability Hit Points, you 
may take this Feat an additional time to gain the benefit 
again. Should you ever lose the Feature or Effect that 
would grant this Stability Hit Points, you lose this Form 
Modification until you regain it. 
ee 

WHAT IS THIS? 
This Feat is our rendition of Orange Piccolo under the idea 
that it is a state of Potential Unlock, similar to Beast Gohan. 


MAGICAL POWER ADVANCEMENT 


This Feat can be taken a number of times equal to half 
of your Ki Rank, rounded up. 


Requires- Mysticism: Burst 

You have pushed your magical capabilities beyond 
their maximum. Increase the Spel/ Level that you can 
learn for the Mysticism: Burst Class Feature by 1. 


MALICE RELEASED 
Requires: Ki Rank 2 


By dipping into your inner hatred and malice you can 
become incredibly powerful. You gain the Dark Ki 
Power-Up. 


MALLEABLE POTENTIAL 


Requires: Unleased Power Form, 4 Unleased Power 
Form-Specific Modifications 


You have learned to tweak your ability even further once 
your power is released. The Unleashed Power Form 
can now have an additional Form Modification active at 
one time. 


MASTER OF GODS 


Requires: Ki Rank 3, at least one Divine Trained 
Feature 


Your mastery of the Divine Arts has brought you such a 
deep understanding of the ability that you can teach 
others. Choose one Divine Trained Feature that you 
know, you may now teach others the chosen Trained 
Feature during Training Arcs. 

You may take this Feat until you have no more Divine 
Trained Features that can gain this benefit. 


MysTIc STUDIES 
This Feat may be taken once per Ki Rank 


Must have the “Mysticism” class feature 

Your intense study of the arane arts has awakened 
another way to use your magic. You gain 1 branch of 
magic as if you gained the Mysticism Class Feature. 


SELF CONSCIOUS 


Prerequisites: 20+ Wisdom 

You master a state of calmness and control of your ki 
that exceeds what most individuals are normally able to 
gain, you gain the No-Ego Power-Up. 


SELF TAUGHT 


You have spent enough time developing your style that 
you have manage to replicate incredible abilities. You 
gain one Mortal Trained Feature of your choice that you 
qualify for. 

You may take this Feat again once you reach Ki Rank 
3. 


TRI-WIELDER 


Prerequisite: Duel-Wielder 
You master fighting with three weapons by holding 
one in your mouth, gaining the following benefits: 


e¢ Your Duel-Wielding bonus to AC increases to +2. 

e You can hold an additional offhand weapon with 
another appendage or with your mouth, and it 
doesn’t have to be light. You can’t make attacks with 
it. 

e Choose one one-handed weapon you are proficienct 
with held in either hand during your turn, you may 
combine attacks made with that weapon with your 
third weapon to increase the chosen weapon’s 
damage dice by one stage for the remainder of your 
turn. For example, a d4 damage die made with the 
weapon would become a d6 to hit, a d6 would 
become a d8, a d8 would become a d10, and ad10 
would become a d12. The maximum the damage 
dice can increase to is a d12. 

e You can draw or stow three one-handed weapons 
when you would normally be able to draw or stow 
only two. 


TRUE EvIL INTENT 
Requires: Malice Released Feat, Evil Alignment 


By reaching your maximum evil potential, your energy 
becomes malice incarnate. You gain the Evil Power 
Power-Up. 


ULTIMATE FORM 
Requires: Ki Rank 3 


You have become so proficient with a your power that 
you have learned to make it far more efficient. Choose 
one Form that you have access to, this can not be 
changed later, it now can be used as if it were a General 
Form Modification. 


UNMITIGATED EVIL 
Requires: True Evil Intent Feat, Evil Alignment 


No form of power is free from your dark corruption. You 
may now use the Dark Energy Family Forms as General 
Modificiations. 


UNYIELDING STAMINA 


Your reserves of stamina are deeper than most. 
Increase your Stamina by an amount equal to your 
Character Level and gain +1 Stamina every time you 
Level-Up. 


UPGRADE CRAFTER 
Requires: Proficiency in the Technology Skill 


You are a master at modifying Armor, Battle-Bots, and 
Mechs, allowing you to add mechanical enhancements 
to them. You may spend 8 hours and 50% of the total 
Zeni Cost in supplies to permanently add an Upgrade 
Option to a set of Armor, a Battle-Bot, or a Mech. The 
maximum amount of Modifications you can apply to a 
set of Armor is equal to your Intelligence Modifier. You 
may pick the same Upgrade Option to gain its 
secondary Upgrade benefit. Each time an Upgrade 
Option is added, you add the expended Zeni to the 
Item’s Base Cost. 

Options are listed in the Upgrade Section of the Item 
Chapter. 


WEIGHT ACCLIMATION 


Can be taken a number of times equal to Ranks in the 
“Weight Training” feat. 

You have fully acclimated your body to the heightened 
weight of your training and can treat it as your standard 
gravity. 

Whenever you are not under the Heavy Weight 
Condition you benefit from the Light Weight Condition 
equal to the amount of times you have taken this Feat. 


WEIGHT TRAINING 
This Feat may be taken once per Ki Rank 


Due to your determined weight and gravity training you 
are able to ignore the negatives of 1 rank of the Heavy 
Weight Condition, though you still have the condition. 
Each time you take this Feat you may ignore 1 
additional rank of the condition. 


WEAPON PERCH 


You have learned to balance yourself on the tip of your 
weapon, granting you a unique vantage point in combat. 
Whenever you are wielding a weapon with the Two- 
Handed or Versatile you may use your Bonus Action to 
balance it and stand on its tip. You stay perched in this 
way until you move, you are forcibly moved or knocked 
Prone, or make a Weapon Attack Roll with the Weapon 
you are perched on. 

Whenever you are perched on your Weapon in this 
way, your next Armed Attack Roll or Weapon Attack 
Roll made with that Weapon is made at Advantage and 
has its range increased by 5 feet. 
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RACIAL FEATS 


ANDROID FEATS 
ANDROID UPGRADE 
Requires: Android Parts Racial Feature, Ki Rank 3 


You have learned how to integrate an additional 
function into the parts you have. You may gain one 
additional benefit from the High-Tech Parts Racial 
Feature. 


COMBAT MODE 
Requires: Robotic Body Racial Feature, Ki Rank 2 


You have developed a “Transformation” of sorts by 
taking on a new empowered state when in combat. You 
gain the Combat Mode Transformation. 


MECHA MoDE 
Requires: Robotic Body Racial Feature, Ki Rank 2 


Your body is designed to enlarge itself to act as your 
own Mecha. As an Action on your turn you may give 

yourself 1 Rank of Enlarged for the next minute. You 
have a number of uses of this Feature per Long Rest 
equal to your Ki Rank. 


MERGE TECHNOLOGY 
Requires: Robotic Body Racial Feature, Ki Rank 3 


Your electronic body is intended to merge with others. 
You also count as wearing an EX Band but can only use 
it with other targets with this Feat. Additionally, you 
may activate this Feature with an available target that 
has died, destroying the body at the end of the Fusion. 


OUTPUT INCREASE 


Requires: Robotic Body or Upgrade Compatability 
Racial Feature, Ki Rank 2 


You have learned to push your systems beyond the limit 
for increased combat potential. You gain the Overclock 
Power-Up. 


SUPER MECHA MODE 
Requires: Mecha Mode Feat 


Your Mecha mode can become even larger and more 
powerful than before. Whenever you would activate the 
Mecha Mode Feat, you may expend additional uses to 
gain an additional Rank of Enlarged per use expended 
for the Duration. This does not change the Duration of 
the Mecha Mode benefit. 


UPGRADE 
Requires: Robotic Body Racial Feature 


You have spent time to upgrade your components. 
Increase a single Abiity Score Maximum of your choice 
by 2. Once you have reached Ki Rank 3, this Feat can be 
taken a second time. 
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ARCOSIAN FEATS 
ALIEN POTENTIAL 


Requires: Incredible Potential Racial Feature Ki Rank 2 


The metamorphic nature of your cells allows for rapid 
growth, unleashing a power that lesser races could only 
dream of. You gain the Released Power Power-Up. 


FIFTH FORM 
Requires: Unlocked Power Feat x3 


You gain an additional Unlocked Power Option that can 
be added to your Power Regression Form-Specific 
Modification. Additionally, the following options are 
added to your choices: 


Imposing Size 

e You gain a Rank of Enlarged or Gigantification 

e Awaken Limit: 20 

e The benefiting Form gains +5 Upkeep if Enlarged, 
+10 Upkeep if Gigantification. 


Limb Growth 

e You attack with an additional Combo Attack Roll as 
part of a Technique that does multiple Combo Attack 
Rolls 

e You may make an additional attack as part of the 
Attack Action 

e You may hold a Light Weapon in each additional 
hand, allowing you to use them as an alternative Off 
Hand Weapon. Your Dexterity Modifier is halved 
with these weapons. 

e Awaken Limit: 20 

e The benefiting Form gains +10 Upkeep 


Super Speed 

e Triple the Movement Speed gained from Power 
Regression 

e Awaken Limit: 10 

e The benefiting Form gains +5 Upkeep 


Incredible Energy 

e You gain the Super-Charged Condition 
e Awaken Limit: 10 

e The benefiting Form gains +5 Upkeep 


True Skill 

e You gain the Static Bonus to a Technique Type of 
your choice equal to 1/2 your Ki Rank, this cannot be 
changed later. 

e Awaken Limit: 10 

e The benefiting Form gains +5 Upkeep 


KINGLY ARCOSIAN 
Requires: Alien Potential, Ki Rank 4 


You gain the Golden Arcosian Godly Power-Up except 
all Divine Arcosian Family Forms gain the following 
modifications until you obtain God Ki: 


¢ Divine Arcosian Family Forms do not increase your 
AC 

e Divine Arcosian Family Forms are not God Forms 
for you 

e Divine Arcosian Family Forms have their Damage 
Die reduced by one step. 


Additionally when you gain God Ki, Divine Arcosian 
Family Forms gain an additional +1 Power Bonus. 


MAGNIFICENT POWER 
Requires: Unlocked Power Feat 
You have learned to open up your metamorphic abilities 


to even greater possibilities. The Power Regression 
Form can now have an additional Form Modification. 
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MULTIVERSAL MONSTROSITY 

Requires: Fifth Form Feat, Ki Rank 4 

You have awakened a power that was thought to be 
eradicated from the Timeline. You gain an Power 


Regression Form-Specific Modification that is listed in 
the Fifth Form Feat that you did not already pick. 


ROYAL ARCOSIAN 


Requires: Golden Arcosian Godly Power-Up, Incredible 
Potential Racial Feature 


Your training has shown you to ascend the upper limits 
of your evolution. You gain the Obsidian Arcosian 
Power-Up. 


ROYAL MAJESTY 
Requires: True Golden Form Feat, Royal Arcosian Feat 


Your Obsidian Arcosian has its Stamina Upkeep 
increased by 1. Additionally for the duration of the 
Form, you gain the Empowered and Super-Charged 
Conditions. 


BLAck FRIEZA 
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SUPER CLASs Up 
Requires: Hero Tribe Lineage, Ki Rank 3 


You reveal the strongest form of the Acorsian Race, 
your phisiology changing for a second time. You gain 
the Super Form Transformation. 


TRUE ABILITY 
Requires: Unlocked Power Feat 


You have managed to remove a single limiter from your 
body. Choose 1 Unlocked Power Option that you have 
chosen and remove its Ki Upkeep. This can not target 
an Unlocked Power Option from the Fifth Form Feat. 


TRUE GOLDEN FORM 
Requires: Golden Arcosian Godly Power-Up 


Your previous state felt “incomplete”, and through 
rigourous work with your anatomical control you have 
finally “completed” it. Your Golden Arcosian Godly 
Power-Up has its Stamina Upkeep increased by 1. 
Additionally for the duration of the Form, you gain the 
Empowered and Super-Charged Conditions. 


UNLOCKED POWER 

Requires: Cold Tribe Lineage 

You have learned to draw back some of the limiters on 
your abilities. Each time you take this Feat, to a 


maximum of 3 times, you gain a Power Regression 
Form-Specific Modification. 


CEREALIANS FEATS 


EVOLVING LEFT EYE 
Requires: Ki Rank 4 


Your biology has advanced and matured with your 
rising power. Your natural left eye can now be pushed 
into a Hyper-Focused Red Eye whenever Red Eye 
Focus is active. You gain an additional Red Eye Focus 
Form-Specific Modification that can only be used if you 
have both natural eyes when Red Eye Focus is active. 


GRANOLAH 
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CHRONIN FEATS 
Suggested by @burkmeister 


TIME THIEF 


The ability to store time is just that, an ability. For you 
however it is a part of your very DNA and you’ve 
become even better at the act. 

You gain 2 Time Points per Stamina spent instead of 
1. 


QUICKENED STORAGE 


Your storage speed is even faster then before. You gain 
the option to turn Stamina into Time Points as a Bonus 
Action. 

This Feat can be taken a second time to gain the 
option to do this as a Reaction on your turn. Taking this 
Feat does not remove your ability to store time points as 
an Action or Bonus Action if you have that capability 
already. 


Hit 
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DEMON FEATS 
DarK ENERGY AWAKENING 


Requires: Ki Rank 2 


You gain the Dark Ki Power-Up and do not need to 
make Berserk Saving Throws. 


DEMON KING 
Requires: Dark Energy Awakening Feat, Ki Rank 3 


You gain the Evil Power Power-Up and do not need to 
make Berserk Saving Throws. 


ADVANCED DEMONIC BLOODLINE 


Requires: Demonic Ability Racial Feature 


You gain 1 Feature from the Demonic Ability Racial 
Feature that you do not already have. : 


DARK JANEMBA 
SSTROSEBIO 


GALACTIC CITIZEN FEATS 
BOUNDLESS GROWTH 


Requires: Exponential Growth Feat, Ki Rank 3 


You have pushed your body to its breaking point and 
beyond to facilitate growth. Choose an additional Form 
Modification from the General Modifications List to 
gain the benefits of Exponential Growth. 


EXPONENTIAL GROWTH 
Requires: Indomitable Will Racial Feature, Ki Rank 2 


You may not have flashy transformations and yet have 
still found a way to push your body to your desired 
benefit. Choose one Form Modification from the 
General Modifications List, you may use it as a Power- 
Up. 

Alternatively, you may choose to increase its Ki 
Upkeep by 10 to use the chosen Form Modification as if 
it were a Technique with Upkeep. 


ULTIMATE BEING 
Requires: Superpower and Realize Potential Power- 


Ups 


You have become the pinnacle of mankind. You may 
now use Galactic Citizen Racial Forms as General 
Modifications. 


Gas (Youne) 
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GREY FEATS 
BLAZING SPIRIT 


Requires: Burning Spirit Power-Up 


Your a master of your spirit, able to call it forth at a 
moments notice. You may use the Burning Spirit 
Power-Up as a General Modification. 


MAJIN FEATS 
ANGER ISSUES 


Requires: Magical Nature Racial Feature, Ki Rank 3 


Your anger is always sitting below the surface, ready to 
be used when needed. The Steam Release Form can be 
used as a General Modification. 


CONTROLLED CRAZE 


Requires: Majin Purification Feat 


You master your Purified State, now no longer forcing 
you into the Berserk Condition. Your Alignment Actively 
shifts 1 step down (Good > Neutral > Evil) while 
Purification is active. 

Additionally, you deal half your Charisma Modifier on 
all Techniques and Spells instead of full Charisma 
Modifier and this Form gains +15 Ki Upkeep. 


FULL ASSIMILATION: 
Requires: Majin Absorption Racial Feature, Ki Rank 3 


By forming a deeper bond with a creature you have 
absorbed you have gained even more of their power. 
You may choose one Absorbed Creature and make them 
your Assimilated Creature, gaining their Total Absorbed 
Power rather than their Useable Absorbed Power. 

You may change the chosen Assimilated Creature for 
another on a Long Rest. Alternatively, on a Short Rest 
you may supress this Feat and ignore its effect. 
Whenever you are not benefiting from this Feat you may 
activate its benefit again as an Action on your turn. 


Additionally you now only expel Absorbed and 
Assimilated Creatures when you reach zero Stability Hit 
Points, expelling all Creatures at once. 


Kip Buu 
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MAJIN PURIFICATION 
Requires: Magical Nature Racial Feature 


You have learned to revert your form to your original 
destructive nature. You gain the Purification Power-Up. 


SUPER MAJIN 
Requires: Majin Absorption Racial Feature 


You have learned to “absorb” your own inner power to 
make yourself stronger. You may reduce your Maximum 
Number of Absorptions by 1 to gain 1 Rank of the Light 
Weight Condition. 

This Feat can be taken additional times until your 
Number of Absorptions left that are not being used 
reaches zero. 


NAMEKIAN FEATS 
NAMEKIAN ARMADA 


Requires: Fusing with at least 2 Namekians 


You carry with you the might of Planet Namek. You can 
now use Namekian Split as a General Modification. 


NAMEKIAN SAVIOR 


Requires: Fusing with at least 3 Namekians and either 
the Fused Potential Form or Red-Eyed Namekian Form 


You are the hero the Namekian Book of Prophecy spoke 
of. You can now use Super Namekian as a General 
Modification. 


SAONEL 
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NEKO MAJIN FEAT 
COMPLETE CONVERSION 


Requires: a Racial Form currently copied by Mystical 
Mimicry 


You have taken the leap and partially converted your 
DNA into that of another race. You permanently keep 
the Racial Form you have copied as well as any lower 
forms in its Family. This Form now counts as your own 
and not part of Mystical Mimicry. 

You may now take Feats as if you were that Race to 
gain additional Forms in that Family. 


This Feat can never be taken again. 


NEKO Masin (Copiep SuPER SAIYAN) 
DRAGONBALL.FANDOM 


SATYAN FEATS 
A GRADE BEYOND 


Prerequisite: Evolved Divinity Feat, Grade 4 Form- 
Specific Modification 


You may use Grade 2, Grade 3, and Grade 4 as Super 
Saiyan God Form-Specific Modifications. 

Additionally, if you have the Grade 4 Form 
Modification, Super Saiyan gains a +1 Power Bonus 
when used as a Form Modification for Super Saiyan 
God. 


ANOTHER FUTURE 
Requires: Super Saiyan 4 Form-Specific Modification 


You have pushed Super Saiyan 4 into something new, 
even Said to be an ability left over from a long since 
destroyed Timeline. You gain the Super Saiyan 5 Form- 
Specific Modification. 


ASCENDED MODIFICATION 


Requires: Super Saiyan Transformation 

You can add an additional Form Modification to the 
Super Saiyan Transformation so long as “Super 
Saiyan” isn’t in it’s name. 


AZURE ASCENSION 


Requires: Mastered Divinity, Universe 6 Saiyan Lineage 
Racial Feature 


Whenever you are using Super Saiyan as a Form 
Modification for Super Saiyan God, you may use a 
Ascended Super Saiyan Form-Specific Modification at 
the same time as if it were the same Form Modification. 


BLOOD OF THE GREAT APE 


Requires: Saiyan Tail Racial Feature or Powerful 
Saiyan Tail Racial Feature, Character Level 3 


A Saiyan alpha in ancient times was said to be a Great 
Ape as a man. You are a new one. You gain the Oozaru’s 
Fury Power-Up Additionally, you may learn this Power- 
Up as a Technique to add it to the Super Saiyan Form- 
Specific Modifications List. 


BURST OPEN AND MIX! 


Requires: Saiyan Tail Racial Feature or Powerful 
Saiyan Tail Racial Feature 


You have learned to concentrate your S-Cells into a ball 
of ki which can explode and produce blutz waves, the 
celestial lightwaves that trigger the great ape 
transformation. 

As an Action on your turn, you may gain 1 Rank of 
Exhaustion to summon a False Moon to float in the sky 
above you. The False Moon has an AC equal to 8 plus 
your Proficiency Bonus + your Constitution Modifier 
and Hit Points equal to 20x your Proficiency Bonus. 
The False Moon last for 1 hour or until it is destroyed. 

Regardless of distance, a ranged Ki Technique or 
Basic Ki Blast can always target the False Moon for an 
Attack Roll. 


GOLDEN MONKEY KING 
Prerequisites: Goldenback Feat 


Whenever you are using Super Saiyan as a Form 
Modification for Great Ape, you may use a Super 
Saiyan 3 Form-Specific Modification at the same time 
as if it were the same Form Modification. 

While you are using this Form Modification, you have 
Disadvantage on the Saving Throw to control the form 
unless you have the Saiyan Elite Feat, in which case it is 
made normally. In addition, if you have the Saiyan Elite 
Feat, you automatically control Great Ape if Super 
Saiyan 2 is an active Form Modification. 


GOLDENBACK 


Prerequisites: Super Saiyan 4 Form Modification 


Whenever you are using Super Saiyan as a Form 
Modification for Great Ape, you may use a Ascended 
Super Saiyan Form-Specific Modification at the same 
time as if it were the same Form Modification. 

While you are using this Form Modification, you have 
Disadvantage on the Saving Throw to control the form 
unless you have the Saiyan Elite Feat, in which case it is 
made normally. In addition, if you have the Saiyan Elite 
Feat, you automatically control Great Ape if Super 
Saiyan is an active Form Modification. 


EVOLVED DIVINITY 


Requires: Ascended Modification Feat, Mastered 
Divinity Feat 

You can add an additional Form Modification to the 
Super Saiyan God Godly Transformation. 


Just LIKE BASE 
Requires: Super Saiyan Grade 4 Form Modification 


Your mastery of Super Saiyan has made it so that you 
no longer notice any physical drain from the ability. The 
Base Ki Upkeep of the Super Saiyan Form is reduced 
by 5, to a minimum of zero. 


LIMIT BREAKER 


Requires: Mastered Divinity Feat, Super Saiyan 4 Form 
Modification 


Primal and divine forces collide as you take a form that 
surpasses fantasy. Whenever you are using Super 
Saiyan as a Form Modification for Super Saiyan God, 
you may use a Super Saiyan 4 Form-Specific 
Modification at the same time as if it were the same 
Form Modification. 


MASTERED DIVINITY 


Requires: Super Saiyan God Godly Transformation, 
Super Saiyan Transformation 


You have mastered the ability to use Super Saiyan to 
enchance your divine state. While the Super Saiyan God 
Godly Transformation is active, you may use the Super 
Saiyan Transformation as a Form Modification for it. 


SAIYAN ELITE 


Requires: Saiyan Tail Racial Feature or Powerful 
Saiyan Tail Racial Feature 


A high-class Saiyan is able to control their abilities and 
weaknesses, unlike the standard low class. 


The Saiyan Tail Racial Feature no longer enforces 
Restrained when Grappled and, you may cast 
Techniques whenever you are in the Great Ape Form as 
long as you have control over it. 

Additionally, you pass Berserker Saving Throws to 
control Great Ape unless the Super Saiyan 
Transformation is active or is a Form Modification, 
removing the Disadvantage on the Saving Throw 
otherwise associated with the Form. 


SAIYAN LORD 
Requires: The Saiyan Way Feat 


You are the true embodiement of a Saiyan, never letting 
your instincts fall to the sidelines. You can use the 
Saiyan Spirit Power-Up as a General Modification. 


SAIYAN WARRIOR 


Requires: Saiyan Instincts Racial Feature 


You are a Saiyan warrior to the very core, capable of 
calling upon your rage on a moments notice. As a Bonus 
Action on your turn you may gain the Enraged 
Condition except it lasts for a number of rounds equal to 
double your Ki Rank. This Feature recharges on a Long 
Rest. 


THE SAIYAN WAY 

Requires: Saiyan Instincts Racial Feature 

You have become a “True Saiyan” fighting with your life 
and pride on the line, allowing you to give your all in 
every moment. You gain the Saiyan Spirit Power-Up 
TRUE PRIDE 

Requires: The Saiyan Way Feat 

Your pride is unshakeable and pushes you even further. 
Whenever Saiyan Spirit would have you to choose 
between the Super-Charged and Empowered 
Conditions, you instead gain both. Additionally, increase 
the Ki Upkeep of Saiyan Spirit by 10. 

ULTRA-VIOLET SUPER SAIYAN 


Requires: Azure Ascension 


Whenever you are using Super Saiyan as a Form 
Modification for Super Saiyan God, you may use a 
Super Saiyan 3 Form-Specific Modification at the same 
time as if it were the same Form Modification. 


WRATHFUL 
Requires: Blood of the Great Ape Feat 


Your connection to the Great Ape is so strong that you 
can draw it out much easier. You may now use Oozaru’s 
Fury as a General Modification so long as a Great Ape 
Family Form is not Active in any way. 


SHIN-JIN FEATS 
DEMONIC AWAKENING 


Requires: Makaioshin Lineage, Ki Rank 3 


Awakening the latent darkness within, transforming 
your very essence. This dark resonance allows you to 
tap into the power of the Demon Realm, giving rise to a 
fiendish new form. You gain the Demon Form 
Transformation 


DEMONIC ASCENSION 
Requires: Demonic Awakening Feat, Ki Rank 4 


The darkness within you sharpens. Transcending a 
superficial transformation, your Ki itself becomes 
tainted with malevolence and your power is aligned with 
that of the ancient Makaioshin. You gain the Makyouka 
Form Transformation 


DEMIGRA (DEMON Form) 
TUMBLR 


SuB-RACE FEATS 


S-CELL OVERLOAD 
CONTROLLED MONSTER 


Requires: Monsterous Power Feat 


You have become so accustomed to your monsterous 
levels of power that you can use it without risk of losing 
yourself. You may choose to remove the Berserk Save 
from the Monster Within Form Modifier. 


MONSTEROUS POWER 


You no longer receive the benefits of the Berserker 
Super Saiyan and Evil Saiyan features, this does not 
grant access to the Super Saiyan Grade Modifications. 
Instead, you gain access to a special Form Modification 
that encompasses their effects. This may be used as an 
additional modification alongside any Super Saiyan 
Form Modification. 


Monster Within 
e +1 Power Bonus 
e Ifyou have the Evil Saiyan Racial Feature you 
gain an additional +1 Power Bonus, to a total 
of a +2 Power Bonus 
e +1 Rank of the Enlarged Condition 
e Starting Berserk DC = 8 + 2 x Super Saiyan’s Power 
Bonus 
e Awaken Limit: 20 
e The benefiting Form gains +5 Ki Upkeep 
e Ifyou have the Evil Saiyan Racial Feature you 
increase the Ki Upkeep by an additional +5, to 
a total of a+10 Ki Upkeep 


SUPER SAIYAN FULL POWER 


Requires: Berserker Super Saiyan Sub-Race Feature, 
Taken during Character Creation 


Your Super Saiyan Form is different, having regresssed 
to a base Super Saiyan but magnifying the strength to 
keep up with even Gods. You no longer have access to 
the Super Saiyan Family Forms or the Super Saiyan 
God Form. You instead gain access to Full Power 
Berserk Family Forms as listed in the Forms Chapter. 
Forms gained from this Feat count as Super Saiyan 
Family Forms for the purpose of Sub-Race Features. 


THE EMERALD ROAR 


Prerequisites: Super Saiyan Full Power Feat 


You can use Super Saiyan Type C as a Form Modifier 
for the Great Ape Form, but you automatically fail all 
saves to control the form. At Level 20, you may use 
Super Saiyan Full Power as a Form Modifier for the 
Great Ape Form instead. 


DiviINE MONSTER 


Prerequisite: Controlled Monster Feat, Evolved Divinity 
Feat 


Your overflowing S-Cells have started to overpower the 
calming effect of Super Saiyan God. While you are 
using Super Saiyan as a Form Modification for Super 
Saiyan God, you may add the Monster Within Form 
Modification as if they were the same Form- 
Modification. 


Broty (SSJ) 


ZANNINRENDERS 


"TRAINED FEATURE FEATS 


DEMON SUPREME KAI 
DaRK KING 
Requires: Dark Majesty Godly Power-Up 


Your malicious energy can now engraved in ever power 
you possess. You may now use Dark Majesty as a 
General Form Modification. 


MASTERED ENERGY ZONE 


Requires: Demon’s Energy Zone Trained Feature 


You have learned to make even better use of your 
Energy Zone. Whenever you use the Demon’s Energy 
Zone Heroic Feature, it is now always centered on your 
location and moves as you do. 


POWERFUL KILI 
Requires: Grant Kili Trained Feature 


Whenever you target a creature with the Grant Kili 
Heroic Feature, you may gain an additional Rank of 
Exhaustion to grant the creature the Evil Power Power- 
Up instead. 

This can not be used at the same time as the Swarm 
of Kili Feat. 


SWARM OF KILI 
Requires: Grant Kili Trained Feature 


Whenever you target a creature with the Grant Kili 
Heroic Feature, you may gain an additional Rank of 
Exhaustion to grant the effect to an additional creature. 

This can not be used at the same time as the 
Powerful Kili Feat. 


Four WITCHES TECHNIQUE 
DOUBLED SEMANTICS 


Requires: Fist of the Four Witches 


You have learned to use your additional arms for 
efficiency over power. Whenever you cast a Technique 
while using a Four Witches Family Form, you may 
replace up to 1 Round of the Form’s automatic Charge 
effect with the ability to reduce the Technique’s casting 
time by one step, to a minimum of 1 Reaction. 


TIEN 
JUAN5O 


FUSION DANCE 
FUSION DANCE EXPERT 


Requires: Fusion Dance Trained Feature 


You know the Fusion Dance so well that you can 
efficiently instruct others in an emergency. Whenever 
you would take the Instruct Action, creatures that gain 
the benefit do not suffer a -2 to their Fusion Checks. 


Aputr GoTENKS 
BRANDO-EDITS 


INSTANT TRANSMISSION 
BLINK SPECIALIST 


Requires: Instant Transmission Trained Feature 


When you use the Instant Transmission Trained 
Feature, you may spend an additional Stamina per 
willing target that can touch you to take them along with 
you. 

In addition, as a Bonus Action, you may make an 
Unarmed Strike meant to keep contact with the target. 
On a hit, instead of dealing Damage, until the end of 
your Turn you can spend an additional Stamina when 
you teleport using Instant Transmission to take them 
along with you. 


INSTANT TRANSMISSION TECHNIQUE 


Requires: Instant Transmission Trained Feature 


Your mastery of Instant Transmission has allowed you 
to make it part of a Technique. You gain the Instant 
Transmission Technique Stamina Manuever. 


Instant Transmission Technique 
Once per Round, whenever you would Cast a Technique 
you may expend 3 Stamina to teleport to a location that 
you can see as part of the Casting. 


MASTERFUL I.T. TECHNIQUE 


Requires: Instant Transmission Technique Feat 


Whenever you use the Instant Transmission Technique 
Stamina Manuever you may expend an additional 1 
Stamina to immediately Teleport to another location 
that you can see, granting you a+1 Static Bonus on the 
triggering Technique as you throw off the opponent. You 
may use this effect on a Technique a number of times 
equal to your Ki Rank. 


KAIO-KEN 
EFFICIENT KAIO-KEN 
Requires: Fist of the God King Trained Feature 


You have made Kaio-Ken far easier to tap in to. The 
Kaio-Ken Form can now be used as a General 
Modification. 


FLASHING KAIO-KEN 
Requires: Efficient Kaio-Ken Feat 


You have learned to maximize Kaio-Ken in moment to 
moment cases. You gain the Flashing Kaio-Ken 
Stamina Manuever. 


Flashing Kaio-Ken 

Whenever you would use the Kaio-Ken Form or one of 
its Form-Specific Modifications using the Burst Attack 
Stamina Manuever, you may double the HP Upkeep 
and end the Form after Casting is complete to deal an 
additional Xd6 Damage for that casting, where X equals 
the Rank of the Kaio-ken Form-Specific Modification 
that you have active or 1d6 if none are active. 


KAIO-KEN MASTERY 
Requires: Fist of the God King Trained Feature 


Reduce the Hit Point Upkeep of the Kaio-Ken Form by 
1 (minimum 1). 

This Feat may be taken a number of times equal to 
your Ki Rank. 


MASTERFUL MULTIPLICATION 
Requires: Efficient Kaio-Ken Feat 


You have made Kaio-Ken even easier to tap in to. 
Whenever you use the Kaio-Ken Form as a General 
Modification, you may use a Kaio-Ken Form-Specific 
Modification at the same time as if it were the same Goku (SuPER SAIYAN BLUE KAIO-KEN) 
Form Modification. MAXIUCHIHA22 


ULTRA INSTINCT 

IMPROVED INSTINCTS 

Requires: Ultra Instint Omen Form 

You have made it much easier to draw out the power of 
Ultra Instinct. You may use Ultra Instinct Omen as a 
Godly Power-Up. 

MASTERED ULTRA INSTINCT 

Requires: True Ultra Instinct Form-Specific 


Modification 


You have learned to now use Ultra Instinct understand 
the concept of using Ultra Instinct Omen at your base. 
The Base Stamina Upkeep of Ultra Instinct Omen is 
reduced by one, to a minimum of 0. 


MASTERED INSTINCT 
Requires: True Ultra Instinct Form-Specific 


Modification 


Ultra Instinct Omen can have an additional Form- 
Modification active at one time. 

ULTRA MINDFULLNESS 

Requires: Ultra Instint Omen Form 

You have become so attuned to your natural instincts 
that you can push your mind towards emotions or 
analytics. You gain one option from the Jnstinctual Style 
Form-Specific Modification. 

SELF EMBODIEMENT 

Requires: Improved Instincts Feat 

You have learned to draw out the power of Ultra Instinct 
in your day-to-day life. You may now use Ultra Instinct 
Omen as a General Mod. Ultra Instinct Omen has its 
Stamina Upkeep reduced by 1 when used as a Form 
Modification for a Godly Form. 

STYLE SHIFT 

Requires: Ultra Mindfullness Feat 

You have learned to adapt your Ultra Instinct ability to 
the issue at hand. You gain the unchosen option from 
the Instinctual Style Form-Specific Modification. 
TRUE INSTINCT 

Requires: Style Shift Feat 

You have become one with your inner self and have 


attained the peak of your abilities. You gain the True 
Ultra Instinct Form-Specific Modification. 


ULTRA EGo 
EGOTISTICAL STRENGTH 


Requires: True Ultra Ego Form-Specific Modification 


Ultra Ego has its Stamina Upkeep reduced by 1, 
minimum of 1. Additionally, you gain an additional 
Destruction Die at the end of your turn. 


EGOTISTICAL VIGOR 
Requires: Egostitical Strength Feat 


Your destruction burns with even more vigor and adds it 
to the power of your Destruction. You gain the following 
benefits: 


e When you would use Fighting Spirit, you gain an 
additional amount of Temporary HP or Temporary 
Ki points equal to half your Character Level, 
rounded up. 

e When you would use Destroy, you deal an additional 
damage equal to half your Character Level, rounded 
up. 

e When you would use Neverending Destruction, you 
gain additional Temporary Stamina equal to 1/4 of 
your Character Level, rounded up. 


You may pick this Feat multiple times, when you do, 
you choose one of these benefits to double the benefit’s 
amount. You may not choose a benefit more than once. 
EGOTISTICAL LUST 
Requires: Ultra Ego Form 
When you would take damage while the Ultra ESo Form 
is active, you may spend your Reaction to store the 
damage within. Until the end of your next turn, you 
write down the amount of damage you’ve taken. The 
next time you would deal damage, you may add the 
damage that you’ve accumulated onto the damage you 
deal. 

MASTERED EGO 

Requires: Blazing Spirit Form-Specific Modification 
Ultra Ego can have an additional Form-Modification 
active at one time. 

SELF FULLFILLMENT 

Requires: Ultra Ego Form 

You have brought your battle spirit to the forefront. You 
gain the Burning Spirit Form-Specific Modification. 
SELF INDULGENCE 

Requires: Self Fullfillment Feat 


You are becoming Destruction Incarnate. You gain the 
Blazing Spirit Form-Specific Modification. 


HEROIC FEATURES 


Heroic Features are abilities that are almost always on 
(though some can be toggled off at will) and provide you 
with small bonuses both in and out of combat. There is 
no limit to the number of Heroic Features one can have. 

Heroic Features can only be taken a single time 
unless otherwise stated. 


ACTION SURGE 


You can push yourself beyond your normal limits for a 
moment. On your turn, you can take one additional 
Action on top of your regular Action and a possible 
Bonus action. Once you use this Heroic Feature, you 
must finish a Short or Long rest before you can use it 
again. 

This Action must be used to take the Attack Action, Ki 
Blast Action, cast a Spell or Technique, use an item, or 
take the Dash, Dodge, or Disengage Action. 


AGGRESSIVE AURA 


You have begun to clad yourself in a thin coatining of 
light to defend yourself. Whenever you are not wearing 
Armor, you gain 1 point of Damage Reduction. 

This Heroic Feature can be taken a number of times 
equal to your Ki Rank. 


ARMED MASTER 


You now add your Casting Modifier to your Armed 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Armed Technique 
Damage Rolls as a 2. 


BARRAGE MASTER 


You now add your Dexterity Modifier to your Barrage 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Barrage Technique 
Damage Rolls as a 2. 


BEAM MASTER 


You now add your Constitution Modifier to your Beam 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Beam Technique 
Damage Rolls as a 2. 


BLAST MASTER 


You now add your Wisdom Modifier to your Blast 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Blast Technique Damage 
Rolls as a 2. 


BOTTOMLESS RESERVES 


Whenever you would use the Catch Your Breath 
Stamina Manuver, you gain back additional Stamina 
equal to your Constitution Modifier. 


BRAIN BLAST 


As a Bonus Action you may gain the Enlightened 
Condtion for a number of rounds equal to your Ki Rank, 
gaining one Rank of Exhaustion at the end of this effect. 


BRUTAL CRITICAL 


When you deal a Critical Hit with a Melee Attack or 
Armed/Unarmed Technique, you may deal additional 
damage equal to the Ability Score Modifier used for the 
Attack Roll. 


This Heroic Feature can be taken up to three times. 
BURST OF SPEED 


As a Bonus Action you may gain the Boosted Condtion 
for a number of rounds equal to your Ki Rank, gaining 
one Rank of Exhaustion at the end of this effect. 


COMBAT AWARENESS 


Thanks to your keen observation skills in combat. You 
have Advantage on all Skill Checks made to determine 
what an opponent’s move is and how it works. You may 
also do Insight, Investigation, or Perception Skill 
Checks during combat as a Bonus Action. 


COMBAT COORDINATION 


You may initiate a Tag Team Attack with other creatures 
with this Heroic Feature while within 30 feet of them. 


DEFENSIVE TACTICS 


Each time you take this Heroic Feature, reduce the final 
Stamina Cost for Block, Clash, Interception, Redirect, 
and Wild Sense by 1 (minimum 1). 


DIRECTED POWER 


You may now add half of your Power Bonus to Athletics 
and Acrobatics Skill Checks. You may take this Heroic 
Feature a second time to add your entire Power Bonus 
instead of half. 


DOUBLE WEAPON TECHNIQUE 


When you are fighting with two weapons, you may make 
a Weapon Attack with your offhand weapon after 
casting a Armed Technique. 


EAGER FIGHTER 


You're always ready to fight! Gain +3 to Initiative, and 
activating a Transformation now only takes a Bonus 
Action. 


EAGLE-EYED ADAPTATION 


Once per Long Rest when you see a Technique of your 
Ki Rank or lower that you would be able to Learn, you 
may choose to Memorize that Technique. 

Until you replace this Technique, you may cast it on 
your turn with the following effects 


e You do not gain your Proficiency Bonus 
e You do not gain the benefit of the Technique’s Iconic 
Mastery if it has one. 


This Technique remains Memorized until you 
Memorize a different Technique. If you learn the 
Technique that you have memorized it instantly gains 1 
Rank of Mastery. 

Additionally, you may Learn a Memorized Technique 
as if you had a Master. 


ELEMENTAL ENERGY 


Choose one of the following Damage Types, this can not 


be changed later: 


e Acid 

e Cold 

e Fire 

e Lightning 
e Thunder 
e Poison 


Whenever you Master a Technique you gain an 
additional option. 


e Change the Damage Type of this Technique to a 
Damage Type that you know through the Elemental 
Energy Heroic Feature. 


You may choose this Heroic Feature multiple times, 
until you have no more Damage Types remaining. 


EMERGENCY FORM 


You have become so accustomed to assume your 
empowered state that it has become almost reflexive. 
Once per Long Rest you may activate a Form whenever 
you are targeted with an Attack Roll or forced to make a 
Saving Throw. 


ENERGY RESERVE 


Once per Long or Short Rest, you can use an Action and 
regain 4d12 + your Constitution Modifier Ki. 


FATIGUE RESISTANCE 


As a Bonus Action, you may ignore the first Rank of 
Exhaustion for the next Minute. You still die at 10 
Ranks of Exhaustion. 

You may take this Heroic Feature more than once, 
letting you ignore an additional Rank of Exhaustion 
each time. 


FIGHTER’S HIGH 


The amount of Ki Points you regain whenever you hit a 
Creaure with a Melee Attack using the Attack Action 
becomes your Ki Rank. 


FINAL DREGS 


Once per Long Rest when you reach Zero Stamina you 
gain 5 Temporary Stamina for 1 Minute. This Heroic 
Feature can be taken up to 3 times, increasing the 
amount to 10 and then 15. 


FLEXIBLE ARMED TECHNIQUE 


When you are using a Finesse Weapon, you may instead 
use Dexterity as your Armed Technique Ability Score 
instead of Strength. 


FLUID COMBATANT 


Requires: Close Quarter Combat or Martial Arts Class 
Feature 


Grant the Monastic Property to one Melee Weapon of 
your choice. 

This Heroic Feature may be taken again until there 
are no more Melee Weapon options available. 


FLIGHT 


You may take this Heroic Feature repeatedly to gain a 
15 foot Flight Speed or increase your current Flight 
Speed by 15 feet. 


HE’s Fast! 


You may take the Dash Action as a Bonus Action and 
gain an additional 15 feet of Movement Speed while 
Dashing. 


HYPER Focus 


Choose one Power-Up that you know, it can now be 
used in your Transformation Slot. 

This Heroic Feature can be taken again, until you 
have no available Power-Ups remaining. 


I Won’T GIVE Up! 


Once per Long Rest when you are reduced to zero HP 
you may use your Reaction and roll any amount of your 
Hit Die and heal that amount. 


T’Lu TAKE IT!!! 


You are so tough that you can shrug off danger instead 
of flee from it. If a Technique/Spell asks you to make a 
Dexterity Saving Throw, you can replace it with a 
Constitution Saving Throw. 


I’M PuTTING IT ALL INTO THIS 


As a Reaction when you roll Damage for a Technique, 
you may expend up to your Ki Rank in Hit Die to add 
the amount rolled to the Damage Roll. 


INCREDIBLE ENERGY BONUS 


You have learned to make more out of your enhanced 
energy. Choose one of the following effects to add to 
Power’s Energy Bonus, this can not be changed later: 


AUGMENTED KI 
Your Ki is overflowing with Power and is far more 
potent as a result. 


e Your Ki Techniques deal an additional 2 Damage. 


RESOURCEFUL KI 


Your Power has given way to a surging wave of Ki. 


e Any time you regain Ki Points from a Racial Feature, 
Trained Feature, or Technique, you regain extra Ki 
Points equal to your Ki Rank. 


INCREDIBLE PHYSICAL BONUS 


You have learned to make more out of your enhanced 
energy. Choose one of the following effects to add to 
Power’s Physical Bonus, this can not be changed later: 
ENHANCED SPEED 


You've harnessed your Ki to augment your muscles and 
enhance your speed. 


¢ Your Movement Speeds increase by 10 feet. 


MASTERED STRENGTH 


You've harnessed your Power, refining it to the point 
that you can use it with your Strike Techniques. 


e Your Strike Techniques deal an additional 2 
Damage. 


INCREDIBLE TOUGHNESS BONUS 


You have learned to make more out of your enhanced 
energy. Choose one of the following effects to add to 
Power’s Toughness Bonus, this can not be changed 
later: 


INDOMITABLE DURABILITY 

The Power flowing through you has strengthened your 
body, allowing you to shrug off something as trivial as 
colliding with stone or steel. 


e When you would take Fall Damage, you reduce the 
distance for Damage Calculation purposes by 10 
feet. 


UNBURDENED MIGHT 


The Power pumping through your body allows you to 
shrug off anything that would you hold back. 


e You are capable of charging directly through 5 feet of 
nonmagical barriers, treating it as Difficult Terrain 
that can not be ignored. 


IcONICcC TECHNIQUE 


Choose 1 Technique that you know that does not have 
an Iconic Mastery, grant it one Iconic Mastery. You may 
take this Heroic Feature until you have no applicable 
Techniques remaining. 


DM DISCRETION 


Feel free to work with your players to design a custom 
Iconic Mastery for their Techniques. 


IMPRESSIVE DEFENSE 


You may use Stamina Maneuvers that can only be used 
once per Round an additional time per Round. 


IMPROVED CRITICAL 


Attack Rolls made from your Attack Action‘and Ki Blast 
Action have their Critical Threat Range increased by 1. 
You may take this Heroic Feature a second time when 
you reach Ki Rank 3. 


INDOMITABLE 


You can reroll a Saving Throw that you fail with a bonus 
to the roll equal to your Character Level. If you do so, 
you must use the new roll, and you can’t use this Heroic 
Feature again until you finish a Long Rest. 


INSTINCTIVE DEFENSE 


Once per Long Rest you may use the Clash, Counter, or 
Interception Stamina Maneuvers without expending 
Stamina. 

You may take this Heroic Feature a second time when 
you reach Ki Rank 3 to have this refresh on a Short 
Rest. 


Kr EMPOWERED DEFENSE 


As a Bonus Action you may gain the Steeled Condtion 
for a number of rounds equal to your Ki Rank, gaining 
one Rank of Exhaustion at the end of this effect. 


Kr EMPOWERED MUSCULES 


As a Bonus Action you may gain the Empowered 
Condtion for a number of rounds equal to your Ki Rank, 
gaining one Rank of Exhaustion at the end of this effect. 


Ki FLOW 


Can’t be taken by Androids or Cyborgs 

Your energy constantly flows throughout your body. 
You gain (your Character Level + 2) Ki at the end of 
your turn, so long as you did not spend Ki that turn. 


Kr GROWTH TRAINING 


You increase your Maximum Ki by 1, whenever you 
gain a level thereafter, your Maximum Ki increases by 
1. You may pick this Heroic Feature multiple times, up 
to an amount equal to your Ki Rank, gaining a +1 to 
your maximum ki points when you pick this feature and 
gaining a +1 to your Maximum Ki every level 
afterwards. 


Ki MASTERY 


You have gained an intimate knowledge of how to sense 
ki around you and hide your own from detection. 


SENSE KI 


As an Action on your turn, you may feel outwards for 
living creatures or creatures with a Power Level that are 
not Concealing their Ki or are an Android, Cyborg, or 
otherwise a Construct. 

Make a Wisdom (Perception) Check at a range listed 
below based on your Ki Rank. You have an inate sense 
of the location and Power Level of any creature you 
sense with this method so long as you hold 
Concentration and they are within your range. 

Creatures have a unique Ki Signature that you are 
capable of recognizing when felt at a later time. You 
may be able to feel similarities between the Ki 
Signatures of family members and particularly powerful 
individuals can even make their Alignment known upon 
sensing their Ki Signature. 


e Ki Rank 1 - Continental 

e Ki Rank 2 - Planetary 

e Ki Rank 3 - Solar System 

e Ki Rank 4 - Galactic Sector (Roughly 25% of a 
Universe) 


CONCEAL KI 


As an Action on your turn you may attempt to pool 
together all of your energy so that it can not be sensed. 
Make a Wisdom (Ki Control) Check to supress your 
Power Level and set a DC for any Sense Ki Checks 
against you. You may also lower your Power Level to 
any number below your current Power Level. These 
effects last so long as you hold Concentration. 


MARTIAL ARTS DEVOTEE 


You are devoted to the ways of the fist and nothing else. 
You gain the following benefits: 


e Your Unarmed Strikes deal +2 Damage. 

e Your Basic Ki Blasts deal -2 Damage, minimum 1. 

e You take -1 damage from all Bludgeoning, Piercing 
and Slashing Damage. 

e You take +1 Damage from all Ki Techniques and 
Spells. 


MARTIAL SUPERIORITY 


You are a master of the battle field and gain special 
benefits while in combat. 


TACTICS 


You learn 2 Combat Maneuvers of your choice. When 
you use the Attack Action to make a Weapon Attack or 
Unarmed Strike you may choose to use a Combat 
Maneuvers with it. Many Combat Maneuvers enhance 
an attack in some way. You can use only one Combat 
Maneuvers per attack. 


SUPERIORITY DICE 


You have 2 Superiority Dice, which are d4s. A 
Superiority Die is expended when you use it. You regain 
all of your expended Superiority Dice when you finish a 
Short or Long Rest. You may roll additional Superiority 
Dice by spending 1 Stamina per Die. 


Taking this Heroic Feature again gives you either 2 new 
Combat Manuevers, 2 more Superiority Dice or to 
increase the size of your Superiority Die by 1 step toa 
max size of a d12. 


METAMAGIC 


Requires the ability to cast at least 1 Leveled Spell 


Your practice of the magical arts has granted you the 
ability to twist your spells to suit your needs. You gain 
two of the following Metamagic Options of your choice. 
You gain another one each time you take this Heroic 
Feature after the first. 

You can use only one Metamagic Option on a Spell 
when you cast it, unless otherwise noted. 


METAMAGIC OPTIONS 
CAREFUL SPELL 


When you cast a Spell that forces other creatures to 
make a Saving Throw, you can protect some of those 
creatures from the spell’s full force. To do so, you spend 
1 Stamina and choose a number of those creatures up 
to your Charisma Modifier (minimum of one creature). 
A chosen creature automatically succeeds on its Saving 
Throw against the Spell. 


DISTANT SPELL 


When you cast a Spell that has a range of 5 feet or 
greater, you can spend 1 Stamina to double the range of 
the spell. 

When you cast a Spell that has a range of touch, you 
can spend 1 Stamina to make the range of that Spell 30 
feet. 


EMPOWERED SPELL 


When you roll damage for a Spell, you can spend 1 
Stamina to reroll a number of the Damage Dice up to 
your Charisma Modifier (minimum of one). You must 
use the new rolls. 

You can use Empowered Spell even if you have 
already used a different Metamagic Option during the 
casting of the Spell. 


EXTENDED SPELL 


When you cast a Spell that has a duration of 1 minute or 
longer, you can spend 1 Stamina to double its duration, 
to a maximum duration of 24 hours. 


HEIGHTENED SPELL 


When you cast a Spell that forces a creature to make a 
saving throw to resist its effects, you can spend 3 
Stamina to give one target of the Spell Disadvantage on 
its first Saving Throw made against the Spell. 


QUICKENED SPELL 


When you cast a Spell that has a casting time of 1 
Action, you can spend 2 Stamina to change the casting 
time to 1 Bonus Action for this casting. 


SUBTLE SPELL 


When you cast a Spell, you can spend 1 Stamina to cast 
it without any somatic or verbal components. 


TWINNED SPELL 


When you cast a Spell that targets only one creature 
and doesn’t have a range of self, you can spend a 
number of Stamina equal to the spell’s level to target a 
second creature in range with the same Spell (1 
Stamina if the spell is a cantrip). 

To be eligible, a Spell must be incapable of targeting 
more than one creature at the Spell’s current level. For 
example, Magic Missile and Scorching Ray aren't 
eligible, but Ray of Frost is. 


MODIFIER 


You gain one General Form Modification of your choice. 
You may take this Heroic Feature a number of times 
equal to your Ki Rank. 


MyYsTIC CHARGE 


As a Bonus Action you may gain the Mystical Condtion 
for a number of rounds equal to your Ki Rank, gaining 
one Rank of Exhaustion at the end of this effect. 


OMNI MASTER 


You now add your Intelligence Modifier to your Omni 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Omni Technique 
Damage Rolls as a 2. 


OVERLOAD PROOF 


Increase your Power Overload Threshold by one. 
This Heroic Feature can be taken a number of times 
equal to your Ki Rank. 


PALPABLE AURA 


You are able to tangibly manifest your aura to achieve 
an effect. Choose one of the following Aura Options 
from the list below. At the start of each day you may 
choose one Aura Option to activate, expelling its Aura 
Effect as a 5 foot Emanation from yourself unless you 
choose to dispell it or swap to a different Aura Option as 
a Bonus Action on your turn. 

Additionally, you may expend 5 Ki Points as a Bonus 
Action on your turn to flare your aura outwards to 
extend and empower your aura. This effect causes you 
to shed Bright Light equal to 5x your Ki Rank in feet 
and as many feet of Dim Light, additionally this grants 
the listed Ignition Effect of your currently active Aura 
and requires Upkeep to maintain. A creature can not be 
targeted by the same Aura from multiple sources. 


This Heroic Feature can be taken an additional time at 
Ki Rank 3, granting you an additional Aura Option of 
your choice. 


haw 
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AURA OPTIONS 
BOLSTERING WIND 


Your ki causes winds to swirl around you, pushing you 
to greater speeds. 


Aura Effect 
All creatures of your choice within range have their 
Movement Speeds increased by 10 feet. 


Ignition Effect 

The range of this effect becomes your Dim Light range. 
Additionally for every 2 Power you have, increase the 
additional Movement Speed by 5 feet. 


CALMING LIGHT 
Your ki brings peace to all that touch it. 


Aura Effect 

All creatures of your choice within range gain a +1 
bonus to all Saving Throws against becoming Berserk, 
Charmed, or Frightened. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally for every 2 Power you have, increase 
the bonus by +1. 


CONCEALING AURA 


Your ki creates a thick fog across those you choose. 


Aura Effect 

All creatures of your choice within range count as if they 
are Heavily Obscured for the sake of being targeted by 
Attacks, Spells, and Techniques. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally this becomes your Dim Light range 
at 5 Power Bonus. 


CONNECTING AURA 


Your ki acts as a great net, connecting those bathed in 
its glow. 


Aura Effect 
All creatures of your choice within range count as being 
next to each other for the sake of Tag Team Attacks. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally this becomes your Dim Light range 
at 5 Power Bonus. 
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CUSHIONING AURA 


Your ki forms a protective layer to help soften oncoming 
attacks. 


Aura Effect 

All creatures of your choice within range reduce the 
Damage dealt by Melee Weapon Attacks and Unarmed 
Strikes by 1. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally for every 2 Power you have, increase 
the Damage Reduction by 1. 


HEAvy AURA 


Your aura weighs on those around you. 


Aura Effect 
All Creatures of your choice within range act as if 
moving through Difficult Terrain. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally this becomes your Dim Light range 
at 5 Power Bonus. 


INVIGORATING AURA 


Your aura is capable of empowering those around you. 


Aura Effect 
Any time you regain Ki Points from a Racial Feature, 
Trained Feature, or Technique, all creatures of your 


choice within range regain Ki Points equal to your Ki 
Rank. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally this becomes your Dim Light range 
at 5 Power Bonus. 


LEECHING AURA 


Your aura emanates an unsettling sensation and is 
capable of sapping the strength of others. 


Aura Effect 

All creatures of your choice within range lose Ki Points 
equal to 2x your Ki Rank at the start of their turns and 
you regain the same amount. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally at 5 Power, all creatures of your 
choice instead lose 1 Stamina at the start of their turns 
and you regain the same amount. 


MALICIOUS INTENT 


Your ki pulls and tugs at the mind of those it touches. 


Aura Effect 

All creatures of your choice within range suffer a -1 to 
all Saving Throws against becoming Berserk, Charmed, 
or Frightened. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally for every 2 Power you have, increase 
the negetave by 1. 


WARDING WIND 


Your ki causes winds to swirl around you, cushioning 
the blow of projectiles. 


Aura Effect 
All creatures of your choice within range reduce the 
Damage dealt by Ranged Weapon Attacks by 1. 


Ignition Effect 

The range of this effect becomes your Bright Light 
range. Additionally for every 2 Power you have, increase 
the Damage Reduction by 1. 


PLOT ARMOR 


Once per Long Rest, when you are subject to a Critical 
Hit you may treat it as if it was not a Critical Hit. 

You may take this Heroic Feature a second time when 
you reach Ki Rank 3 to have this refresh on a Short 
Rest. 


POWER CONTROL 


Prerequisite: Ki Control 


You managed to learn how to control the power release 
from your forms to become less violent. Power is 
counted as half for the purpose of Ki Control & Ki 
Stealth. 


POWERFUL KI 


As a Bonus Action you may gain the Super-Charged 
Condtion for a number of rounds equal to your Ki Rank, 
gaining one Rank of Exhaustion at the end of this effect. 


POWERED-UP To THE LIMIT 


You gain an additional Power-Up Slot. Forms using this 
slot cost +10 Ki Upkeep. 

This Heroic Feature can be taken an additional two 
times to reduce the additional Ki Upkeep by 5 each 
time. 


POWER-UP Focus 


Choose one Power-Up you know, whenever you activate 


it you may choose to gain Disadvantage on Spirit 
Checks and Advantage on Ki Control Checks for the 
duration. 

You may take this Heroic Feature no more than 3 
times, choosing an additional Power-Up each time. 


POWER-UP SHOWCASE 


Choose one Power-Up you know, whenever you activate 
it you may choose to gain Advantage on Spirit Checks 
and Disadvantage on Ki Control Checks for the 
duration. 

You may take this Heroic Feature no more than 3 
times, choosing an additional Power-Up each time. 


PRESSURE POINTS 


You have figured out a way to stop the enemy’s ki from 
flowing. You may choose to deal any Damage from an 
Unarmed Strike or Unarmed Technique to the enemy’s 
Ki instead of their HP, this must be declared before 
damage is rolled. Damage dealt after the target reaches 
zero Ki overflows back to the target’s HP. 


RANGE MASTER 


Choose one Ki Technique type from Beam, Blast, 
Barrage or Omni. All Techniques with that type have 
their Range increased as if they were Charged one time, 
if applicable. 

This Heroic Feature came taken a second time, to 
either increase the range of the chosen type again or to 
choose another type of Ki Technique to gain the benefit 
instead. 


RECKLESS ATTACK 


You can throw aside all concern for defense to attack 
with fierce desperation. When you make your first 
attack on Your Turn, you can decide to Attack 
Recklessly. Doing so gives you Advantage on all Melee 
Attack rolls until the start of your next turn, but Attack 
Rolls against you have Advantage until your next turn. 
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REDIRECT ATTACK 


When a creature misses you with an attack with an 
attack roll, you can spend 1 Stamina as a reaction to 
cause that attack to hit one creature of your choice, 
other than the attacker, that you can see within 5 feet of 
you. 


SHOT MASTER 


You now add your Dexterity Modifier to your Shot 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Shot Technique Damage 
Rolls as a 2. 


SECOND NATURE 


You have become so attuned to a Transformation you 
may use it in a Power-Up Slot. 


SLOW FALL 


You may use your Reaction to reduce any Fall Damage 
you take by 5x your Character Level. Should the Fall 
Damage come from being Launched and the Damage is 
reduced to zero, you are not stuck in the surface, if 
possible. 


SPELL SLINGER 


You may replace a number of Unarmed Strike or Basic 
Ki Blast attack done as part of the Attack Action/Ki 
Blast Action, to a max equal to your Spell Casting 
Modifier, with a Cantrip that you know that makes a 
single Attack Roll or forces a Saving Throw. 

Cantrips that gain additional Attack Rolls can only 
make one Attack Roll when this Feature is used. 


SPIRIT BURST 


As a Bonus Action on your turn you may gain +3 Power 
until the end of your next turn. If you do so you can’t use 
this feature again until you finish a Short or Long Rest. 


STANCE MASTER 


Prerequisites: At least two Stances 


You may gain the benefit of an additional Fighting 
Stance while already in a Fighting Stance. You only 
gain the benefit of one source of Static Bonuses gained 
by a Fighting Stance, choosing if more than one option 
exists. 

This Heroic Feature can be taken an amount of times 
equal to your Ki Rank. 


STEADFAST STRIKES 


When you take the Attack Action you may treat any 1 
that you roll on a Damage Die as a 2. 


SOLID GUARD 


Whenever you Block, you may double the Stamina Cost 
to take 1/4 Damage instead of 1/2 Damage. 


SURVIVOR 


You attain the pinnacle of resilience in battle. At the 
start of each of your turns, you regain 5 Hit Points if you 
have less than half of your Maximum HP left. You don’t 
gain this benefit if you have 0 HP. 

This Heroic Feature can be taken a second time to 
regain additional Hit Points from this effect equal to 
your Constitution Modifier. 


"TEAM PLAYER 


Once per Long Rest you may use the Tag Team Attack 
Manuever without expending Stamina. 

This Heroic Feature can be taken a second time to 
make it recharge on a Short or Long Rest. 
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‘TECHNIQUE MASTERY 


Choose 1 type of Technique: Armed, Barrage, Beam, 
Blast, Omni, Shot, or Unarmed. Techniques of that type 
gain 1 Rank of Mastery when you Learn them. 

You may take this Heroic Feature a number of times 
equal to your Ki Rank. 


THE WARM-UP IS OVER 


Upon removing Weighted Gear, you gain an extra +1 to 
all Ability Scores for the duration of the benefit. This 
can be taken up to 3 times, increasing the bonus by +1 
each time. 


THERE’S No HOLDING BACK 


Once per Long Rest, If you take the Awaken or 
Ascension Action before taking any other Actions in 
combat, gain +2 to all of your Current Ability Scores for 
a number of rounds equal to your Ki Rank. 


TITAN WIELDER 


Your strength allows you to wield heavy weapons like 
regular weapons, applying their form with yours. You 
may ignore the Two-handed Property but you reduce 
the Damage Die by one step if you wield it with one 
hand to a minimum ofa 1d4. 


(2d6>1d12>1d10>1d8>1d6>1d4) 
"TRANSFORMATION Focus 


Choose one Transformation you know, whenever you 
activate it you may choose to gain Disadvantage on 
Spirit Checks and Advantage on Ki Control Checks for 
the duration. 

You may take this Heroic Feature no more than 3 
times, choosing an additional Transformation each 
time. 


TRANSFORMATION SHOWCASE 


Choose one Transformation you know, whenever you 
activate it you may choose to gain Advantage on Spirit 
Checks and Disadvantage on Ki Control Checks for the 
duration. 

You may take this Heroic Feature no more than 3 
times, choosing an additional Transformation each 
time. 


UNARMED MASTER 


You now add your Casting Modifier to your Unarmed 
Techniques Damage Rolls. 

This Heroic Feature can be taken again at Ki Rank 3, 
allowing you to treat any 1s on Unarmed Technique 
Damage Rolls as a 2. 


UNLOCK LATENT ENERGY 


You passively pull forth more energy from your spirit 
than normal. Increase your Ki by 2 times your level, you 
also gain +2 Ki every /Jevel-up onward. 


WEAPON MASTER 


Choose one Weapon that you are proficient with, 
Attacks made with this Weapon deal an additional +1 
Damage 


Z-SOUL 


Once per Long Rest, you may give yourself Advantage 
on an Attack Roll or impose Disadvantage on a Saving 
Throw that you force. 

You may take this Heroic Feature a second time when 
you reach Ki Rank 3 to gain an additional use of this 
Heroic Feature per Long Rest. 
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CHAPTER 8: [ECHNIQUES 


‘TECHNIQUE 101 


Your ability to harness your Ki allows you to perform 
unearthly feats. You gain one new Technique every time 
you Level-Up from Levels 1-10. During Levels 11-20 you 
gain a new Technique on even numbered Level-Ups. 
You can learn additional Techniques through Training 
Boons. 

A Technique’s Ki Upkeep happens at casting and at 
the start of each of the caster’s subsequent turns. 


1ST LEVEL TECHNIQUES 


You start at 1st Level with a number of Techniques 
equal to your Intelligence Modifier + 1, minimum of 1. 
Techniques learned through Level-Up may be swapped 
out for another Technique that you qualify for upon 
Level-Up. You may learn a Technique during Level-Up 
equal to or below your Ki Rank. 


CASTING TECHNIQUES/SPELLS 


Casting Spells and Techniques in D&DBZ5e does not 
limit you from casting additional ones in that same 
round. Unlike traditional 5e the only casting limitations 
is your Action Economy. 


DERIVED TECHNIQUES 


Certain Techniques require you to learn a previous one 
to be capable of learning it, these are known as Derived 
Techniques. You may not benefit from a Technique if 
you are already benefiting from a prior or later Derived 
Technique. 
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CHARGING A TECHNIQUE 


Certain Techniques have the capacity to be Charged 
and released on a later Action. When using your Action 
or Bonus Action to cast a Technique that can be 
Charged, you may expend the Ki Cost and begin 
charging it. You may then spend the Casting Time on 
later Turns to Charge it again or complete the Casting 
for no additional Casting Cost. Whenever you Charge a 
Technique in this way you gain the benefits listed below 
for that Casting. 

While Charging a Technique your Movement Speed is 
halved and you can not take Actions or Bonus Actions 
except to continue Charging the Technique or to finish 
casting it. You must maintain Concentration while 
Charging or have your Technique end. 


You may Charge a Technique a number of times equal 
to your Ki Rank. 


e The Technique gains a +1 Static Bonus 
e The Damage Die/Damage Reduction Die/Healing 
Die increases by 1 step 
e Increase the Technique’s Range by 50%, alternatively 
if the Technique has a Range of Melee or a unique 
shape it’s range is changed in the following ways: 
¢ Column. Increase the Radius of the Column 
by 5 Feet or increase the Length of the 
Column by 25% 
e Cone. Increase the size of the Cone by 10 feet 
e Line. Increase the Width of the Line by 5 Feet 
on each side or increase the Length of the 
Line by 25% 
e Melee. You may move up to 15 feet as part of 
the Casting 
e Radius. Increase the size of the Radius by 5 
feet. 


CASTING TIMES 


The time it takes to cast a Technique is listed in the text 
for each one and can take a Reaction, Bonus Action, 
Action, or a Turn to cast. To cast a Technique with a 
Casting Time of 1 Turn means to expend both your 
Action and Bonus Action. 

Should a Technique have its Casting Time reduced to 
a Reaction through the use of Mastery it can use a 
variety of things as its Trigger, allowing casting after 
their completion: 


e A Creature that you can see completes an Action or 
Bonus Action on their Turn. 

e A Creature finishes moving on their Turn. 

e A Creature completes the casting of a 
Spell/Technique that you can see. 


DAMAGE FROM TECHNIQUES 


Techiques push the caster beyond the realm of normal 
limitations through the use of Ki or other Resources 
making them more then what they appear to be. 
Whenever a Technique that you cast would deal 
Damage, it is considered Magical for the sake of 
Damage Resistance and Immunities. 


SAVING THROWS AND ATTACK ROLL 
BONUSES 


Each type of Technique has it’s own calculation for it’s 
Attack Bonus and Saving Throws DCs. 


e Armed Techniques takes advantage of your physical 
capabilities combined with any weapon you use and 
thus use the Strength Ability Modifier. 

e Weapon Save DC = 8 + Proficiency Bonus + 
Strength Modifier 

¢ Combo Attack Bonus = Proficiency Bonus + 
Strength Modifier 

¢ Blast Techniques rely on the raw power of your ki at 
one moment in time and thus rely on your Wisdom 


Ability Score. 
e Blast Save DC = 8 + Proficiency Bonus + 
Wisdom Modifier 
e Blast Attack Bonus = Proficiency Bonus + 
Wisdom Modifier 


¢ Beam Techniques rely on your ability to sustainably 
output energy and thus rely on your Constitution 
Ability Score. 
e Beam Save DC = 8 + Proficiency Bonus + 
Constituition Modifier 
¢ Beam Attack Bonus = Proficiency Bonus + 
Constitution Modifier 


e Barrage Techniques and a flurry of ki blasts rely on 
your ability to aim small projectiles in succession 
and thus rely on your Dexterity Ability Score. 

e Barrage Save DC = 8 + Proficiency Bonus + 
Dexterity Modifier 

e Barrage Attack Bonus = Proficiency Bonus + 
Dexterity Modifier 


¢ Omni Techniques rely on you being creative with 
your uses of them and thus rely on your Intellegence 
Ability Score. 
e Omni Save DC = 8 + Proficiency Bonus + 
Intellegence Modifier 
e Omni Attack Bonus = Proficiency Bonus + 
Intellegence Modifier 


e Unarmed Techniques use your raw physical ability 
and thus use the Strength Ability Modifier. 
¢ Combo Save DC = 8 + Proficiency Bonus + 
Strength Modifier 
¢ Combo Attack Bonus = Proficiency Bonus + 
Strength Modifier 


e Shot Techniques use your ability to hit a target and 
thus use the Dexterity Ability Modifier. 
¢ Combo Save DC = 8 + Proficiency Bonus + 
Dexterity Modifier 
¢ Combo Attack Bonus = Proficiency Bonus + 
Dexterity Modifier 


‘TECHNIQUE MASTERY 


Whenever you would be able to learn a Technique, you 
may instead Master a Technique. Techniques may be 
Mastered a number of times equal to your Ki Rank, to a 
maximum of three times. Iconic Masteries are not part 
of this maximum count. 

Whenever you Master a Technique, it gains a bonus 
to all Damage Dealt/Reduced or Hit Points Restored 
equal to double its Ki Rank and you may add one of the 
benefits below to the Technique, and can no longer 
trade this Technique on Level-Up. 


e +1 Static Bonus to this Technique 

e Increase the Technique’s Range by 50%. 
Alternatively if the Technique has a Range of Melee 
or a unique shape, its Range is changed in the 
following ways: 


¢ Column. Increase the Radius of the Column 
by 5 Feet or increase the Length of the 
Column by 25% 
¢ Cone. Increase the size of the Cone by 10 feet 
e Line. Increase the Width of the Line by 5 Feet 
on each side or increase the Length of the 
Line by 25% 
e Melee. You may move up to 15 feet as part of 
the Casting 
e Radius. Increase the size of the Radius by 5 
feet. 
e This Technique has its Casting Time reduced by 1 
step. You do not lose access to the prior Casting 
Times. 


e (1 Turn > Action > Bonus Action > Reaction) 
e The Critical Hit Range is increased by 1 


e (20>19>18>17> 16> etc) 

e Ifthe Technique would force a creature to make a 
Saving Throw, when a creature would roll a Natural 
1, deal additional Damage equal to half of the 
Damage Dealt with the Technique. 

e Ifthe Technique would be an Attack Roll, you may 
choose to target an additional creature within range 
with the same Attack Roll. If the Technique has 
Movement, both targets must be within that range. 


IGONIC MASTERY 


Iconic Masteries are a special category of Mastery that 
come built-in to Iconic Techniques or can be added ona 
Technique of your choice through the Iconic Technique 
Heroic Feature. 


A Technique with an Iconic Mastery gains a bonus to all 
Damage Dealt/Reduced or Hit Points Restored equal to 
your Ki Rank as well as the benefit of its Iconic Mastery, 
listed below: 


BINDING 


Whenever you hit a target with this Technique’s Attack 
Roll or they fail the Saving Throw it enforces, you may 
use your energy to temporarily hold the target still. The 
target must make Strength Saving Throw against the 
Technique’s Save DC or be Restrained until the start of 
their next turn or the end of the Technique’s duration, 
whichever comes last. 


BURSTING 


You burst your energy out upon contact with the target. 
Whenever you hit a target with this Technique’s Attack 
Roll or they fail this Technique’s Saving Throw, all 
creatures within 5 feet of the target that were not 
effected by the Technique must make a Dexterity Saving 
Throw based on your Save DC of the Technique’s Type, 
taking half of the Damage dealt to the target on a failure 
or none on a success. 


DRILLING 


By tightly spinning your attack you are able to tear 
through the defenses of the target. This Technique 
ignores Damage Reduction and Temporary Hit Points. 


EFFICIENT 


You have learned to make your attack more efficient to 
pull off. Reduce the Base Casting Cost of this Technique 
by 1/3, rounded up, to a minimum of 1/3 it’s original 
Casting Cost. 


HoOMING 


You have learned to turn the attack on a dime to gain an 
additional attempt to hit. Whenever you fail to hit a 
target with this Technique’s Attack Roll, you may 
expend 50% of the Casting Cost to pull the attack 
around to attempt the Attack Roll again. 


HYBRID 


The Technique gains an additional Type of your choice, 
gaining additional stipulations if the following Types, 
listed below, are chosen. Whenever you cast this 
Technique, it counts as both its original Type and the 
Hybrid Type that you chose. 


Armed 
Not available to Shot Techniques 


When casting a Technique with Hybrid (Armed) it 
requires a Melee Weapon that you are Proficient with to 
cast. 


Shot 
Only available to Ki Techniques 


When casting a Technique with Hybrid (Shot) it 
requires a Ranged Weapon and at least one unit of 
Ammunition inceasing to match the number of Attack 
Rolls, if any. 


Unarmed 
Not available to Shot Techniques 


When casting a Technique with Hybrid (Unarmed) it 
may forgo any Weapon Requirements to cast. 


INCANTATION 


By using a lengthy incantation or mantra along with 
exaggerated movement, you are able to much more 
efficiently empower an attack. Whenever you benefit 
from this Mastery Option, increase the Casting Time for 
this Technique by 1 step but it acts as if Charged once 
upon casting. This acts as an additional Charge upon 
casting if you Charge the Technique in question. 

You can not cast this Technique if you are Restrained 
or are unable to Speak. 


e (1 Reaction > 1 Bonus Action > 1 Action > 1 Turn) 


KILLER 


Your Technique is designed to take advantage of 
weakness. Whenever you make this Attack Roll with 
Advantage, increase the Damage Die by 2 steps. 


LAUNCHING 


Your Technique is made to send enemies a long 
distance. Whenever you hit a target with this 
Technique’s Attack Roll or they fail the Saving Throw it 
enforces, the target is Launched 15x the Technique’s 
Rank in Feet away from you. 


LIMITED 


You have learned to do a much weaker version of the 
attack to conserve power. Whenever you cast this 
Technique you may choose to reduce the Casting Cost 
by half, rounded down, and half the Damage/Damage 
Reduction/Healing that the Technique would deal. 


MASSIVE 


e The Technique’s Range is doubled, alternatively if 
the Technique has a Range of Melee or a unique 
shape it’s range is changed in the following ways: 

¢ Column. Increase the Radius of the Column 
by 5 Feet or increase the Length of the 
Column by 25% 

e Cone. Increase the size of the Cone by 20 feet 

e Line. Increase the Width of the Line by 10 
Feet on each side or increase the Length of 
the Line by 50% 

e Melee. You may move up to 30 feet as part of 
the Casting 

e Radius. Increase the size of the Radius by 10 
feet. 


PRECISE 


You have learned to harshly bend your move around 
people in the way. You may make this Technique ignore 
a number of creatures in it’s range equal to your Casting 
Modifier. 


REBOUNDING 


Whenever a creature fails the Saving Throw for this 
Technique you may change the direction of the rest of 
the Range, using the creature that failed as the point of 
origin. Each time you use this effect, lower the Damage 
Die by 1 step for the rest of the casting. 


RIPPING 


This Technique rips through the landscape that it 
covers. All area that is affected by this Technique, 
whether through Movement Speed or an Area of Effect 
becomes Difficult Terrain for the next minute. 


SANGUINE 


You have learned to funnel your life force into your 
Technique instead of your spiritual energy. You may 
replace the Ki Cost for an equal HP Cost. 


UPGRADED 


You have learned to take this Technique to the next 
level. The Technique gains the following benefits: 


e Increase the Base Casting Cost of this Technique by 
1/4 

e Increase the Damage/Damage Reduction/Healing 
Die by 1 step 

e Increase the Rank of the Technique by 1, to a 
maximum of Rank 4. 


VAPORIZING 


Your Technique is designed to tear through objects and 
planets with ease. This Technique deals double damage 
to Objects and Celestial Bodies. 


TECHNIQUE LISTS 


Techniques find themselves falling into one of three 
larger lists: the Generic Technique List, the Iconic 
Technique Lists, and the “Other” Technique List 


GENERIC TECHNIQUE LIST 


Generic Techniques can be developed by anyone and do 
not require a Master to learn the first Technique in a 
given Derived Technique. These Techniques tend to 
deal less Damage and/or have lesser Ranges or Areas of 
Effect. 


IcONIC TECHNIQUE LISTS 


Iconic Techniques are a stronger variant of traditional 
Techniques that have been designed by a Master of 
great renown, or occasionally a young prodigy. Iconic 
Technique Lists are seperated by their first available 
Derived Technique. 

Being on an Iconic Technique List does not mean that 
all Techniques listed are Iconic Techniques, as the 
Technique must have an Iconic Mastery to qualify as an 
Iconic Technique. 


OTHER TECHNIQUE LIST 


“Other” Techniques are those that do not fall into the 
prior lists and do not fall under the standard Types of 
Techniques. 


GENERIC TECHNIQUES LIST 
Ki TECHNIQUES 


BARRAGE TECHIQUES 
Ki RANK 1 


Continuous Energy Bullet 
Rank 1 Ki Technique 

e¢ Ki Cost: 2 Ki per Ki Blast 
¢ Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 
e Type: Barrage 


Fire a steady stream of small energy blasts at the 
target. This is said to be a reckless move due to the 
energy drain. Roll a Barrage Attack Roll for each Ki 
Blast sent at the target, dealing 1d4 Energy Damage on 
a hit, to a maximum amount of Ki Blasts up to double 
your Ki Rank. 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Bullet Rain 

Rank 1 Ki Technique 

e KiCost: 8 Ki 

¢ Casting Time: 1 Action 

e Range: 60 feet (5-foot radius sphere) 
e¢ Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Launch a small energy ball that splits into converging 
darts on a location of your choice. All targets in range 
must make a Dexterity Saving Throw or take 2d4 
Energy Damage. 


Bombing Barrage 

Rank 1 Ki Technique 

e KiCost: 12 Ki 

e Casting Time: 1 Action 

¢ Range: Self (20-foot radius emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Release an overwhelming torrent of Ki Blasts at your 
enemies. You make a single Barrage Attack Roll against 
the AC of all targets in range. On a hit, you deal 1d12 
Energy Damage. 


Evasive Barrage 

Rank 1 Ki Technique 

e KiCost: 10 Ki 

e Casting Time: 1 Reaction, which you take when 
being targeted for an Attack Roll. 

e Range: Special 

e Chargeable?: No 

e¢ Duration: Instantaneous 

e Type: Barrage 


You quickly unleash a barrage of Ki Blasts to cover 
your retreat, kicking up dirt and smoke to obscure your 
attacker’s vision. The triggering Attack Roll and all 
following Attack Rolls from the target have 
Disadvantage until the end of their Attack Action or 
Spell/Technique, and you may move up to half of your 
Base Movement Speed to reposition yourself. 


Scatter Barrage 

Rank 1 Ki Technique 

e KiCost: 12 Ki 

e Casting Time: 1 Action 

e Range: Self (10-foot cone) 
e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Barrage 


You let out a close range flurry of ki blasts. All targets 
in range must make a Dexterity Saving Throw or take 
2d8 Energy Damage, half on a successful Saving 
Throw. 
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Ki RANK 2 


Energy Bombing 

Rank 2 Ki Technique 

e KiCost: 22 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: 45 Feet 

¢ Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Fire a small energy blast at a target that splits into 
multiple at the last second. Roll a Barrage Attack Roll 
against a target in range, dealing 5d6 Energy Damage 
on a hit. 


Energy Disk Barrage 

Rank 2 Ki Technique 

e KiCost: 4 Ki per Energy Disk 

e Learning Requirement: 1 Mastery in Energy Disk 
¢ Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Roll a Barrage Attack Roll for each Energy Disk sent 
at the target, dealing 1d8 Slashing Damage on a hit, to a 
maximum amount of Energy Disks up to your 
Proficiency Bonus. 

For each Energy Disk that targets the same target, 
reduce the number of Barrage Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Gatling Shots 

Rank 2 Ki Technique 

e KiCost: 18 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

¢ Range: Self (20 foot cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to fire a wild barrage of ki blasts from your 
cupped hands. All targets in range must make a 
Dexterity Saving Throw or take 4d6 Energy Damage, 
half on a success. 


Super Bombing Barrage 

Rank 2 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Bombing 
Barrage 

e Casting Time: 1 Action 

e Range: Self (30-foot radius emanation) 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Barrage 


Release an overwhelming torrent of Ki Blasts at your 
enemies. You make a single Barrage Attack Roll against 
the AC of all targets in range. On a hit, you deal 2d12 
Energy Damage. 


Super Continuous Energy Bullet 

Rank 2 Ki Technique 

e Ki Cost: 5 Ki per Ki Blast 

e Learning Requirement: 1 Mastery for Continuous 
Energy Bullet 

e Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Fire a steady stream of small energy blasts at the 
target. This is said to be a reckless move due to the 
energy drain. Roll a Barrage Attack Roll for each Ki 
Blast sent at the target, dealing 1d10 Energy Damage 
on a hit, toa maximum amount of Ki Blasts up to your 
Proficiency Bonus. 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Wild Shots 

Rank 2 Ki Technique 

e Ki Cost: 22 Ki 

e Learning Requirement: None 

e Casting Time: 1 Action 

e Range: Self (10 foot Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to wildly fire energy blasts in all directions. 
All targets in range must make a Dexterity Saving 
Throw or take 4d6 Energy Damage, half on a success. 
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Ki RANK 3 


Infinity Bullet 

Rank 3 Ki Technique 

¢ Ki Cost: 5 Ki per Ki Blast 

e Learning Requirement: None 
e Casting Time: 1 Action 

e Range: 100 Feet 

e¢ Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Fire a steady stream of small energy blasts at the 
target. This is said to be a reckless move due to the 
energy drain. Roll a Barrage Attack Roll for each Ki 
Blast sent at the target, dealing 1d6 Energy Damage on 
a hit, to a maximum amount of Ki Blasts up to your 
Proficiency Bonus. 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Ultimate Bombing Barrage 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Bombing 
Barrage 

e Casting Time: 1 Action 

e Range: Self (45-foot radius emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Release an overwhelming torrent of Ki Blasts at your 
enemies. You make a single Barrage Attack Roll against 
the AC of all targets in range. On a hit, you deal 3d12 
Energy Damage. 

Additionally, you may exclude a number of creatures 
from this effect equal to your Dexterity Modifier. 


Ultimate Continuous Energy Bullet 

Rank 3 Ki Technique 

e KiCost: 5 Ki per Ki Blast 

e Learning Requirement: 1 Mastery for Super 
Continuous Energy Bullet 

e Casting Time: 1 Action 

e Range: 180 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Fire a steady stream of small energy blasts at the 
target. This is said to be a reckless move due to the 
energy drain. Roll a Barrage Attack Roll for each Ki 
Blast sent at the target, dealing 1d8 Energy Damage on 
a hit, to a maximum amount of Ki Blasts up to your 
Proficiency Bonus. 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Ultimate Energy Disk Barrage 

Rank 3 ki Technique 

e Ki Cost: 10 Ki per Energy Disk 

e Learning Requirement: 1 Mastery in Energy Disk 
Barrage 

e Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Barrage 


Roll a Barrage Attack Roll for each Energy Disk sent 
at the target, dealing 2d8 Slashing Damage on a hit, to a 
maximum amount of Energy Disks up to your 
Proficiency Bonus. 

For each Energy Disk that targets the same target, 
reduce the number of Barrage Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 2. 


RANK 4 


Limitbreaker Bombing Barrage 

Rank 4 Ki Technique 

e KiCost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Bombing Barrage 

e Casting Time: 1 Action 

e Range: Self (30-foot radius emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Release an overwhelming torrent of Ki Blasts at your 
enemies. You make a single Barrage Attack Roll against 
the AC of all targets in range. On a hit, you deal 4d12 
Energy Damage. 

Additionally, you may exclude a number of creatures 
from this effect equal to your Dexterity Modifier. 


Limitbreaker Continuous Energy Bullet 

Rank 4 Ki Technique 

¢ Ki Cost: 7 Ki per Ki Blast 

e Learning Requirement: 1 Mastery for Ultimate 
Continuous Energy Bullet 

¢ Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


Fire a steady stream of small energy blasts at the 
target. This is said to be a reckless move due to the 
energy drain. Roll a Barrage Attack Roll for each Ki 
Blast sent at the target, dealing 1d8 Energy Damage on 
a hit, to a maximum amount of Ki Blasts up to your 
Proficiency Bonus. 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Limitbreaker Energy Bombing 

Rank 4 Ki Technique 

e KiCost: 44 Ki 

e Learning Requirement: 1 Mastery in Energy 
Bombing 

¢ Casting Time: 1 Action 

e Range: 160 Feet 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Barrage 


Fire a small energy blast at a target that splits into 
multiple at the last second. Roll a Barrage Attack Roll 
against a target in range, dealing 6d10 Energy Damage 
on a hit. 


Limitbreaker Energy Disk Barrage 

Rank 4 Ki Technique 

e Ki Cost: 9 Ki per Energy Disk 

e Learning Requirement: 1 Mastery in Ultimate 
Energy Disk Barrage 

e Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Barrage 


Roll a Barrage Attack Roll for each Energy Disk sent 
at the target, dealing 1d10 Slashing Damage on a hit, to 
a maximum amount of Energy Disks up to your 
Proficiency Bonus. 

For each Energy Disk that targets the same target, 
reduce the number of Barrage Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Limitbreaker Gatling Shots 

Rank 4 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Gatling Shots 
e Casting Time: 1 Action 

e Range: Self (40 foot cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to fire a wild barrage of ki blasts from your 
cupped hands. All targets in range must make a 
Dexterity Saving Throw or take 8d6 Energy Damage, 
half on a success. 
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BEAM TECHIQUES Full Power Energy Wave 

Ki RANK 1 Rank 1 Ki Technique 

e KiCost: 12 Ki 

e Casting Time: 1 Action 

e Range: Self (30-foot long and 5-foot wide Line) 
e Chargeable?: Yes 

¢ Duration: Instantaneous 


Clothes Beam! 

Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Casting Time: 1 Action 
e Range: 10 Feet 


e¢ Type: Beam 
e Chargeable?: No 
e Duration: Instantaneous Shoot a beam of energy from your hands to engulf 
¢ Type: Beam targets. All targets in range must make a Dexterity 


Saving Throw or take 2d8 Energy Damage, half ona 


The user harnesses their Ki and wraps a willing successful saving throw. 


target with the energy. The target receives a new set of 
clothing in the style of the user’s choice. Alternatively, 
this ability can be used to create a mundane Simple or 
Martial Melee Weapon in a fashion of the user’s choice. 


Finger Beam 

Rank 1 Ki Technique 

¢ Ki Cost: 6 Ki 

e Casting Time: 1 Action or Bonus Action 
¢ Range: Self (30-foot long and 5-foot wide Line) \ 
¢ Chargeable?: Yes \ 
e Duration: Instantaneous \ 
¢ Type: Beam 


Produce a needle thin beam of energy to pierce 
targets. All targets in range must make a Dexterity 
Saving Throw or take 2d4 Energy Damage, half on a 
successful saving throw. 


Finger Shot 

Rank 1 Ki Technique 

e Ki Cost: 12 Ki 

e Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
¢ Type: Beam 


Release a high-powered beam shot from your 
fingertip. Roll a Beam Attack Roll against a target in 
range, dealing 2d10 Energy Damage on a hit. 


Full Power Energy Beam 
Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 
e Type: Beam 


Kakamabee 


Release a high-powered beam shot from your hands. 
Roll a Beam Attack Roll against a target in range, 


dealing 4d4 Energy Damage on a hit. Goku (SuPER SAIYAN) 


KAKAMABEE 


Ki Rays 

Rank 1 Ki Technique 

e Ki Cost: 6 Ki 

e Casting Time: 1 Bonus Action, when you take the 
Attack Action 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Beam 


Instead of blasts, you fire miniature beams of energy 
from your palms. For the duration of the Attack Action 
you may replace the Attack Rolls of your Basic Ki Blasts 
with Dexterity Saving Throws based on your Beam 
Technique Save DC, taking half damage on successful 
Saving Throws. Additionally, for every Basic Ki Blast 
that targets the same target, reduce the number of 
Saving Throws the target makes by 1 and increase the 
number of Damage Die by 1. 


This Technique has limited Mastery Options, grant all 
Basic Ki Blasts that you make for the duration gain a +1 
Static Bonus for each Rank of Mastery or change the 
Technique’s Damage Type. 


Optic Shot 

Rank 1 Ki Technique 

e Ki Cost: 12 Ki 

¢ Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Beam 


By channeling energy directly through your eyes you 
can send a beam of energy at a location that you can 
see. Roll a Beam Attack Roll against a target in range, 
dealing 2d4 Energy Damage on a hit. 

This Technique does not suffer Disadvantage from 
the Restrained Condition. 
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Ki RANK 2 


Bright Column 

Rank 2 Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: None 

e Casting Time: 1 Action 

e Range: Self (90 foot high, 10 foot radius Column) 
e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Beam 


By collecting your energy deeply in your body, you are 
able to explode it upwards in a massive explosion. All 
targets in range must make a Dexterity Saving Throw or 
take 3d8 Energy Damage, half on a success. 

Additionally, creatures have Advantage when they 
attempt to find you through Sense Ki or a similar effect 
until the start of your next Turn. 


Laser Vision 

Rank 2 Ki Technique 

e KiCost: 18 Ki 

e Learning Requirement: none 

e Casting Time: 1 Action 

e Range: Self (60-foot long and 5-foot wide Line) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


By concentrating energy to your eyes you are able to 
produce a concentrated line of energy. All creatures in 
range must make a Dexterity Saving Throw or take 4d6 
Energy Damage, half on a success. 

This Technique does not suffer Disadvantage from 
the Grappled or Restrained Conditions. 


Power Fan 

Rank 2 Ki Technique 

e KiCost: 18 Ki 

e Learning Requirement: None 
e Casting Time: 1 Action 

e Range: Self (20 foot Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


You spread out your fingers and release a wide fan 
shape of energy blasts. All targets in range must make a 
Dexterity Saving Throw or take 4d6 Energy Damage, 
half on a success. 


Super Energy Beam 

Rank 2 Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Full Power 
Energy Beam 

e Casting Time: 1 Action 

e Range: 100 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


Release a high-powered beam shot from your hands. 


Roll a Beam Attack Roll against a target in range, 
dealing 4d8 Energy Damage on a hit. 


Super Energy Wave 

Rank 2 Ki Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Full Power 
Energy Wave 

¢ Casting Time: 1 Action 

¢ Range: Self (60-foot long and 15-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


Shoot a beam of energy from your hands to engulf 
targets. All targets in range must make a Dexterity 
Saving Throw or take 6d4 Energy Damage, half ona 
successful saving throw. 


Super Finger Beam 

Rank 2 Ki Technique 

e KiCost: 14 Ki 

e Learning Requirement: 1 Mastery in Finger Beam 
¢ Casting Time: 1 Action or Bonus Action 

¢ Range: Self (90-foot long and 5-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


Produce a needle thin beam of energy to pierce 
targets. All targets in range must make a Dexterity 
Saving Throw or take 4d4 Energy Damage, half ona 
successful saving throw. 


Super Finger Shot 

Rank 2 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Finger Shot 
e Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Beam 


Release a high-powered beam shot from your 
fingertip. Roll a Beam Attack Roll against a target in 
range, dealing 4d8 Energy Damage on a hit. 
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RANK 3 


Ultimate Energy Beam 

Rank 3 Ki Technique 

e¢ Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Super Energy 
Beam 

¢ Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


Release a high-powered beam shot from your hands. 


Roll a Beam Attack Roll against a target in range, 
dealing 6d8 Energy Damage on a hit. 


Ultimate Energy Wave 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Energy 
Wave 

¢ Casting Time: 1 Action 

e Range: Self (120-foot long and 15-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


Shoot a beam of energy from your hands to engulf 
targets. All targets in range must make a Dexterity 
Saving Throw or take 6d6 Energy Damage, half ona 
successful saving throw. 


MAsIN VEGETA 
ZANNINRENDERS 


Ultimate Finger Beam 

Rank 3 Ki Technique 

e Ki Cost: 28 Ki 

e Learning Requirement: 1 Mastery in Super Finger 
Beam 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (120-foot long and 5-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


Produce a needle thin beam of energy to pierce 
targets. All targets in range must make a Dexterity 
Saving Throw or take 6d6 Energy Damage, half on a 
successful saving throw. 


Ultimate Finger Shot 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Finger 
Shot 

e Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


Release a high-powered beam shot from your 
fingertip. Roll a Beam Attack Roll against a target in 
range, dealing 6d8 Energy Damage on a hit. 


Ultimate Optic Shot 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Optic Shot 
e Casting Time: 1 Action 

e Range: 300 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


By channeling energy directly through your eyes you 
can send a beam of energy at a location that you can 
see. Roll a Beam Attack Roll against a target in range, 
dealing 6d4 Energy Damage on a hit. 

This Technique does not suffer Disadvantage from 
the Grappled or Restrained Condition. 


RANK 4 


Limitbreaker Bright Column 
Rank 4 Ki Technique 


e Ki Cost: 40 Ki 


e Learning Requirement: 1 Mastery in Bright Column 


e Casting Time: 1 Action 

e Range: Self (180 foot high, 15 foot radius Column) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


By collecting your energy deeply in your body, you are 


able to explode it upwards in a massive explosion. All 


targets in range must make a Dexterity Saving Throw or 


take 6d8 Energy Damage, half on a success. 
Additionally, creatures have Advantage when they 


attempt to find you through Sense Ki or a similar effect 


until the start of your next Turn. 


Limitbreaker Finger Beam 

Rank 4 ki Technique 

e¢ KiCost: 42 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Finger Beam 

¢ Casting Time: 1 Action or Bonus Action 

e Range: Self (120-foot long and 5-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


Produce a needle thin beam of energy to pierce 
targets. All targets in range must make a Dexterity 
Saving Throw or take 8d6 Energy Damage, half ona 
successful saving throw. 


Limitbreaker Finger Shot 

Rank 4 Ki Technique 

e KiCost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Finger Shot 

¢ Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


Release a high-powered beam shot from your 
fingertip. Roll a Beam Attack Roll against a target in 
range, dealing 8d8 Energy Damage on a hit. 


Limitbreaker Energy Beam 

Rank 4 Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Energy Beam 

e Casting Time: 1 Action 

e Range: 160 Feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Beam 


Release a high-powered beam shot from your hands. 
Roll a Beam Attack Roll against a target in range, 
dealing 8d8 Energy Damage on a hit. 


Limitbreaker Energy Wave 

Rank 4 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Energy Wave 

e Casting Time: 1 Action 

e Range: Self (160-foot long and 25-foot wide Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


Shoot a beam of energy from your hands to engulf 
targets. All targets in range must make a Dexterity 
Saving Throw or take 8d6 Energy Damage, half on a 
successful saving throw. 


Limitbreaker Power Fan 

Rank 4 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Power Fan 
e Casting Time: 1 Action 

e Range: Self (40 foot Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Beam 


You spread out your fingers and release a wide fan 


shape of energy blasts. All targets in range must make a 


Dexterity Saving Throw or take 8d6 Energy Damage, 
half on a success. 


BLAST TECHIQUES 
Ki RANK 1] 


Distance Detonation 

Rank 1 Ki Technique 

e Ki Cost: 16 Ki 

e Casting Time: 1 Action 

e Range: 300 Feet, (20ft radius, 90ft Tall Cylinder) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering an enormous amount of Ki, you release it 
all at once at a location you can see. All targets in the 
area of the Cylinder at the target location must make a 
Dexterity Saving Throw taking 1d8 Energy Damage on 
a failure, half as much on a success. 

This Technique does Quadruple Damage to 
structures, Double Damage to Constructs, and leaves 
the ground as Difficult Terrain. 


Explosive Wave 

Rank 1 Ki Technique 

e KiCost: 10 Ki 

e Casting Time: 1 Action 

¢ Range: Self (5 Ft Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki within your form, you release it outward 
all at once - overwhelming everyone and everything 
close to you. All targets in range must make a Dexterity 
Saving Throw or take 3d4 Energy Damage, half as 
much on a success. 

This Technique does double damage to structures, 
and leaves the area as difficult terrain. This Technique 
can be casted on your turn when you are Embedded 
from the Launched Effect, freeing you upon casting. 


Ki Cannon 

Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Blast 


Gathering Ki into the palm of your hand, you loba 
condensed sphere of Ki at your opponent. Make a Blast 
Attack Roll against a target in range, dealing 4d4 
Energy Damage on a hit. 


Ki Thrust 

Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Casting Time: 1 Action 

e Range: 15 Feet (5 Ft Cone) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


You dart towards the target, placing your hands 
against them before letting out a wide blast from your 
hand. Move up to the maximum Range of this 
Technique before releasing a Cone shaped attack from 
that location. All targets in range of this Cone must 
make a Dexterity Saving Throw or take 3d4 Energy 
Damage, halved on a success. 

Whenever this Technique is Mastered you must 
choose whether any bonus to Range effects the 
movement or the Cone. 


Kiai Aura Burst 

Rank 1 Ki Technique 

e Ki Cost: 8 Ki 

e Casting Time: 1 Action 

e Range: Self (5 foot Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


By collecting your energy into your core you can 
release a forceful push in all direction with a mere 
scream. All creatures in range must make a Strength 
Saving Throw, or take 1d10 Force Damage and are 
Launched 10x the caster’s Ki Rank in feet directly away 
from the caster on a failure. Creatures that pass the 
Saving Throw take half damage and are Launched half 
the distance away from the caster. 


Mouth Blast 

Rank 1 Ki Technique 

e Ki Cost: 12 Ki 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Blast 


By forming an energy sphere in your mouth, you can 
fire it with a large yell. Make a Blast Attack Roll against 
a target within range dealing 3d4 Energy Damage. 

This Technique does not suffer Disadvantage from 
the Restrained Condition or the Prone Condition. 


Ki RANK 2 


Condensed Orb 

Rank 2 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: 80 Feet (5 foot radius) 
¢ Chargeable?: Yes 

e Duration: Insantaneous 

e Type: Blast 


Lob a small, but deadly, energy sphere to destroy your 
enemies. All targets in range must make a Dexterity 
Saving Throw or take 4d6 Energy Damage, or half as 
much on a success. 


Bombardment 

Rank 2 Ki Technique 

e Ki Cost: 16 Ki 

e Learning Requirement: None 

¢ Casting Time: 1 Action 

e¢ Range: 40 Feet (10 foot radius) 
¢ Chargeable?: Yes 

e Duration: Insantaneous 

e Type: Blast 


Send forth a small cluster of explosive ki blasts to 
detonate on a location. All creatures in range must 
make a Dexterity Saving Throw or take 4d4 Energy 
Damage, or half as much on a success. 


Ki Shot 

Rank 2 Ki Technique 

¢ Ki Cost: 16 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


By forming the barrel of a gun with your finger you 
are able to take a percise shot at the enemy. Make a 
Blast Attack Roll against a creature in range dealing 
4d6 Energy Damage on a hit. 


Super Explosive Wave 

Rank 2 Ki Technique 

e Ki Cost: 22 Ki 

e Learning Requirement: 1 Mastery in Explosive 
Wave 

e Casting Time: 1 Action 

e Range: Self (20 foot Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki within your form, you release it outward 
all at once - overwhelming everyone and everything 
close to you. All targets in range must make a Dexterity 
Saving Throw or take 5d4 Energy Damage, half as 
much on a success. 

This Technique does double damage to structures, 
and leaves the area as difficult terrain. This Technique 
can be casted on your turn when you are Embedded 
from the Launched Effect, freeing you upon casting. 


Super Ki Cannon 

Rank 2 Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Ki Cannon 
e Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki into the palm of your hand, you lob a 
condensed sphere of Ki at your opponent. Make a Blast 
Attack Roll against a target in range, dealing 4d8 
Energy Damage on a hit. 


Super Mouth Blast 

Rank 2 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Mouth Blast 
e Casting Time: 1 Action 

e Range: 30 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Your very breath pulses with energy as you release an 
incredible amount of energy from your mouth. Make a 
Blast Attack Roll against a target within range dealing 
4d6 Energy Damage. 

This Technique does not suffer Disadvantage from 
the Restrained Condition or the Prone Condition. 


Ki RANK 3 


Evil Eye 

Rank 3 Ki Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Kiai Aura Burst 
¢ Casting Time: 1 Action 

e Range: 100 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


By collecting your energy into your gaze you can 
release a forceful push in a directed area. One Creature 
in range must make a Strength Saving Throw, or take 
5d6 Force Damage and are Launched 10x the caster’s 
Proficiency Bonus in feet directly away from the caster 
on a failure. Creatures that pass the Saving Throw take 
half damage and are Launched half the distance away 
from the caster. 


Mouth Burst 

Rank 3 Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Super Mouth 
Blast 

¢ Casting Time: 1 Action 

e Range: Self(15 Foot Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Blast 


By taking a massie breath, you release an incredible 
amount of energy from your mouth in a wild flailing 
beam. Targets in range must make a Dexterity Saving 
Throw or take 6d6 Energy Damage, half on a sucess. 

This Technique does not suffer Disadvantage from 
the Restrained Condition or the Prone Condition. 


Ultimate Condensed Orb 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Condensed Orb 
¢ Casting Time: 1 Action 

e Range: 75 Feet (10 foot radius) 

e Chargeable?: Yes 

e Duration: Insantaneous 

¢ Type: Blast 


Lob a small, but deadly, energy sphere to destroy your 
enemies. All targets in range must make a Dexterity 
Saving Throw or take 6d6 Energy Damage, or half as 
much on a success. 


Ultimate Distance Detonation 

Rank 3 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Distance 
Detonation 

e Casting Time: 1 Action 

e Range: 300 Feet, (40ft radius, 180ft Tall Cylinder) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering an enormous amount of Ki, you release it 
all at once at a location you can see. All targets in the 
area of the Cylinder at the target location must make a 
Dexterity Saving Throw taking 3d8 Energy Damage on 
a failure, half as much on a success. 

This Technique does Quadruple Damage to 
structures, Double Damage to Constructs, and leaves 
the ground as Difficult Terrain. 


NAPPA 
THEARCOSIAN 


MASIN VEGETA (FINAL ATONEMENT) 
MAXIUCHIHA22 


Ultimate Explosive Wave 

Rank 3 Ki Technique 

¢ Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super 
Explosive Wave 

e Casting Time: 1 Action 

e Range: Self (30 foot Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki within your form, you release it outward 
all at once - overwhelming everyone and everything 
close to you. All targets in range must make a Dexterity 
Saving Throw or take 4d8 Energy Damage, half as 
much on a success. 

This Technique does double damage to structures, 
and leaves the area as difficult terrain. This Technique 
can be casted on your turn when you are Embedded 
from the Launched Effect, freeing you upon casting. 


Ultimate Ki Cannon 

Rank 3 Ki Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Super Ki 
Cannon 

e Casting Time: 1 Action 

e Range: 180 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki into the palm of your hand, you loba 
condensed sphere of Ki at your opponent. Make a Blast 
Attack Roll against a target in range, dealing 6d8 
Energy Damage on a hit. 


Ultimate Ki Thrust 

Rank 3 Ki Technique 

e Ki Cost: 30 Ki 

e¢ Learning Requirement: 1 Mastery in Ki Thrust 
e Casting Time: 1 Action 

e Range: 30 Feet (10 Ft Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


You dart towards the target, placing your hands 
against them before letting out a wide blast from your 
hand. Move up to the maximum Range of this 
Technique, without triggering Attacks of Opportunity, 
before releasing a Cone shaped attack from that 
location. All targets in range of this Cone must make a 
Dexterity Saving Throw or take 6d8 Energy Damage, 
halved on a success. 

Whenever this Technique is Mastered you must 
choose whether any bonus to Range effects the 
movement or the Cone. 


Ultimate Mouth Blast 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Mouth 
Blast 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Your very breath pulses with energy as you release an 
incredible amount of energy from your mouth. Make a 
Blast Attack Roll against a target within range dealing 
6d6 Energy Damage. 

This Technique does not suffer Disadvantage from 
the Restrained Condition or the Prone Condition. 


Ki RANK 4 


Limitbreaker Condensed Orb 

Rank 4 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Condensed Orb 

e Casting Time: 1 Action 

e Range: 120 feet (10 foot radius sphere) 

e¢ Chargeable?: Yes 

e Duration: Insantaneous 

e Type: Blast 


Lob a small, but deadly, energy sphere to destroy your 
enemies. All targets in range must make a Dexterity 
Saving Throw or take 8d6 Energy Damage, or half as 
much on a success. 


Limitbreaker Explosive Wave 

Rank 4 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Explosive Wave 

¢ Casting Time: 1 Action 

e Range: Self (40 foot Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki within your form, you release it outward 
all at once - overwhelming everyone and everything 
close to you. All targets in range must make a Dexterity 
Saving Throw or take 6d8 Energy Damage, half as 
much on a success. 

This Technique does double damage to structures, 
and leaves the area as difficult terrain. This Technique 
can be casted on your turn when you are Embedded 
from the Launched Effect, freeing you upon casting. 


Limitbreaker Ki Cannon 

Rank 4 Ki Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Ki 
Cannon 

¢ Casting Time: 1 Action 

e Range: 240 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Gathering Ki into the palm of your hand, you loba 
condensed sphere of Ki at your opponent. Make a Blast 
Attack Roll against a target in range, dealing 8d8 
Energy Damage on a hit. 


Limitbreaker Ki Shot 

Rank 4 Ki Technique 

e KiCost: 48 Ki 

e Learning Requirement: None 
e Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


By forming the barrel of a gun with your finger you 
are able to take a percise shot at the enemy. Make a 
Blast Attack Roll against a creature in range dealing 
8d8 Energy Damage on a hit. 


Limitbreaker Mouth Blast 

Rank 4 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate Mouth 
Blast 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Blast 


Your very breath pulses with energy as you release an 
incredible amount of energy from your mouth. Make a 
Blast Attack Roll against a target within range dealing 
8d6 Energy Damage. 

This Technique does not suffer Disadvantage from 
the Restrained Condition or the Prone Condition. 


NAPPA (MoutH BLAST) 
MAXIUCHIHA22 


OMNI TECHNIQUES 
Ki RANK 1 


Controlled Ki Ball 

Rank 1 Ki Technique 

e KiCost: 5 Ki per Attack Roll 
e Casting Time: 1 Action 

e Range: 45 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d8 Energy Damage on a hit, to a maximum 
amount of attacks up to your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Counterblast 

Rank 1 Ki Technique 

¢ Ki Cost: 8 Ki 

¢ Casting Time: 1 Reaction, which you take when 
being targeted for a Saving Throw from a Ki 
Technique. 

¢ Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

¢ Type: Omni 


By forming a Ki Sphere in hand, you wait for the 
perfect moment to disperse your opponent’s Technique. 
You gain Advantage on the triggering Saving Throw, 
and if you succeed you reduce the Damage taken by 
3d4. 

This Technique does not work on Techniques of a 
higher Rank. 


Energy Disk 

Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Omni 


Through precise control over your Ki, you form your 
energy into the shape of a lethal disk and launch it at 
your opponent. Make an Omni Attack Roll against a 
target in range, dealing 4d4 Slashing Damage on a hit. 


KRILLIN 
KRILLINGB8S& 


Fireworks 

Rank 1 Ki Technique 

e Ki Cost: 12 Ki 

¢ Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
e¢ Type: Omni 


The user focuses Ki onto a fixed point in the distance 
to cause an explosion of Ki surrounding a target they 
can see. The target makes a Dexterity Saving throw, 
taking 4d4 Energy Damage on a failure, half ona 
success. 


Ki Blade 

Rank 1 Ki Technique 

¢ Ki Cost: 4 Ki 

e Casting Time: 1 Action 
e Range: Self 

¢ Chargeable?: No 

e Duration: Upkeep 

¢ Type: Omni 


Wreathing your limb in Ki, you form a semblance of a 
cutting edge - one more potent than a standard blade of 
its size. For the duration of this Technique your chosen 
limb is treated as a Melee Weapon known as a Ki Edge 
with the following statistics: 


e You are Proficient in this Weapon. 

¢ Counts as Finesse Simple Melee Weapon. 

e Attack Rolls and Techniques with this Weapon can 
use your Omni Attack Roll and Omni Save DC. 

e This Weapon deals 1d6 Energy Damage. 

e Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 

e You can not be disarmed of this Weapon, and this 
Weapon can not be Thrown nor can it be used for 
any Technique that would require it leaving your 
hand. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Psychokenesis 

Rank 1 Ki Technique 

e Ki Cost: 8 Ki 

e Casting Time: 1 Action 

e Range: 45 Feet 

e Chargeable?: No 

e Duration: 1 Minute, Concentration 
e¢ Type: Omni 


You have learned to output your energy into a tangible 
aura that can partially hold back an opponent. One 
target in range must make a Strength Saving Throw or 
be Dazed for the duration. A Dazed target can remake 
the save at the end of their turn to end this effect early. 


Reinforcement 

Rank 1 Ki Technique 

e Ki Cost: 5 Ki 

e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Omni 


You have learned to flood your body with Ki. Until the 
start of your next turn, you gain Damage Reduction 
equal to your Omni Technique Casting Modifier. 


GuLbo 


MAXIUCHIHA22 


Ki RANK 2 


Feint Shot 

Rank 2 Ki Technique 

e KiCost: 20 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: 45 Feet 

¢ Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Omni 


You fire a ki blast past the head of a target before 
pulling it back to attack them from behind. The target 
must make a Dexterity Saving Throw or take 4d6 
Energy Damage, half on a success. 

The first time a creature is targeted with this 
Technique, they have Disadvantage on the Saving 
Throw. A creature is immune to this effect for a number 
of rounds equal to 2x their Ki Rank. 


Land Mine 

Rank 2 Ki Technique 

¢ Ki Cost: 20 Ki 

e Learning Requirement: None 
e Casting Time: 1 Action 

e Range: Melee 

e Chargeable?: Yes 

e Duration: 1 Minute 

¢ Type: Omni 


You drop a small energy charge on an unoccupied 
space in your Melee Range. A charge created by this 
Technique can be sensed by nearby creatures with a 
Sense Ki Check equal to your Omni Save DC. 

If a creature enters this same space as this charge, it 
explodes and destroys the mine. The creature must 
make a Dexterity Saving Throw or take 6d6 Energy 
Damage, half on a success. 


Power Bomb 

Rank 2 Ki Technique 

¢ Ki Cost: 20 Ki 

e Learning Requirement: None 

e Casting Time: 1 Action 

e Range: 10 Feet 

e Chargeable?: Yes 

e Duration: 1 Minute, Concentration 
e Type: Omni 


You create a large orb of energy at a location in range. 
As an Action or Bonus Action on your turn for the 
duration you may move this sphere up to 20 feet. 
Should this orb come into contact with a creature or 
object, the creature and all creatures within 5 feet of it 
must make a Dexterity Saving Throw taking 6d6 Energy 
Damage on a failure or half as much on a success. After 
this effect, the corresponding orb vanishes. 


Power Projection 

Rank 2 Ki Technique 

e KiCost: 15 Ki 

e Learning Requirement: None 
e Casting Time: Special 

e Range: Melee 

e Duration: 1 Minute 

e Type: Omni 


You take a moment to create an almost palpable 
afterimage made of energy. You may cast this as an 
Action to create two Afterimages in unoccupied 
locations within your Melee Range or a single 
Afterimage as a Bonus Action. 

These Afterimages have HP equal to your Proficiency 
Bonus and AC equal to your Omni Save DC and last for 
one minute or until they are destroyed. 


Whenever a creature would find you through Sense Ki 
or a similar effect and one of your Afterimages is also in 
the range of the effect, roll a d20, on a d20 roll of 20 - 
(2x the number of Afterimages) or higher then they 
instead sense a random Afterimage within the range 
until the end of their turn. 


Super Controlled Ki Ball 

Rank 2 Ki Technique 

e Ki Cost: 4 Ki per Attack Roll 

e Learning Requirement: 1 Mastery in Controlled ki 
Ball 

e Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d6 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Super Energy Disk 

Rank 2 Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Energy Disk 
¢ Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


Through precise control over your Ki, you form your 
energy into the shape of a lethal disk and launch it at 
your opponent. Make an Omni Attack Roll against a 
target in range, dealing 4d8 Slashing Damage on a hit. 


Super Fireworks 

Rank 2 Ki Technique 

¢ Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Fireworks 
e Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


The user focuses Ki onto a fixed point in the distance 
to cause an explosion of Ki surrounding a target they 
can see. The target makes a Dexterity Saving throw, 
taking 4d8 Energy Damage on a failure, half ona 
success. 


VEGETA (Dirty FiREWORKS) 
ZANNINRENDERS 


Super Ki Blade 
Rank 2 Ki Technique 


Ki Cost: 12 Ki 

Learning Requirement: 1 Mastery in Ki Blade 
Casting Time: 1 Action or Bonus Action 
Range: Self 

Chargeable?: No 

Duration: Upkeep 

Type: Omni 


The user solidifies Ki around their hand, forming the 


crude shape of a weapon. You create and wield a unique 
Melee Weapon known as a Super Ki Blade with the 
following statistics: 


You are always proficient in this Weapon. 

Counts as a Simple Finesse Melee Weapon for the 
sake of Techniques. 

Attack Rolls and Techniques with this Weapon may 
use your Omni Attack Roll and Omni Save DC. 

This Weapon deals your Unarmed Strike Damage 
Die + 1d6 Energy Damage 

Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 
You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 


Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Super Psychokenesis 
Rank 2 Ki Technique 


Ki Cost: 18 Ki 

Learning Requirement: 1 Mastery in Psychokenesis 
Casting Time: 1 Action 

Range: 90 Feet 

Chargeable?: No 

Duration: 1 Minute, Concentration 

Type: Omni 


You have learned to output your energy into a tangible 


aura that can partially hold back an opponent. One 
target in range must make a Strength Saving Throw or 
be Dazed and have their Movement Speed set to O for 
the duration. A Dazed target can remake the save at the 
end of their turn to end this effect early. 


Ki RANK 3 


Ultimate Controlled Ki Ball 

Rank 3 Ki Technique 

¢ Ki Cost: 6 Ki per Attack Roll 

e Learning Requirement: 1 Mastery in Super Ki Ball 
¢ Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d8 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by -. 


Ultimate Counterblast 

Rank 3 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Counterblast 

e Casting Time: 1 Reaction, which you take when 
being targeted for a Saving Throw from a Ki 
Technique. 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

¢ Type: Omni 


By forming a Ki Sphere in hand, you wait for the 
perfect moment to disperse your opponent’s Technique. 
You gain Advantage on the triggering Saving Throw, 
and if you succeed you reduce the Damage taken by 
3d8. 

This Technique does not work on Techniques of a 
higher Rank. 


Ultimate Energy Disk 

Rank 3 Ki Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Super Energy 
Disk 

¢ Casting Time: 1 Action 

e Range: 75 Feet 

e¢ Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Through precise control over your Ki, you form your 
energy into the shape of a lethal disk and launch it at 
your opponent. Make an Omni Attack Roll against a 
target in range, dealing 6d8 Slashing Damage on a hit. 


Ultimate Fireworks 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super 
Fireworks 

e Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


The user focuses Ki onto a fixed point in the distance 
to cause an explosion of Ki surrounding a target they 
can see. The target makes a Dexterity Saving throw, 
taking 6d8 Energy Damage on a failure, half on a 
success. 


Ultimate Ki Blade 

Rank 3 Ki Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Ki Blade 
e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e¢ Type: Omni 


The user solidifies Ki around their hand, forming the 
crude shape of a weapon. You create and wield a unique 
Melee Weapon known as an Ultimate Ki Blade with the 
following statistics: 


e You are always proficient in this Weapon. 
e Counts as a Simple Finesse Melee Weapon for the 
sake of Techniques. 
e Attack Rolls and Techniques with this Weapon may 
use your Omni Attack Roll and Omni Save DC. 
e This Weapon deals your Unarmed Strike Damage 
Die + 1d10 Energy Damage 
e Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 
e When you would cast this Technique or as a Bonus 
Action while this Technique is active, you may give 
this Weapon one of the following Properties, 
swapping a prior choosen Property if used again: 
e Finesse 
e¢ Grappling 
e Light 
e Range (60/120) 
e Reach 
¢ Twisting 
e Versatile 
e You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Ultimate Power Bomb 

Rank 3 Ki Technique 

e Ki Cost: 34 Ki 

e Learning Requirement: 1 Mastery in Power Bomb 
e Casting Time: 1 Action 

e Range: 10 Feet 

e Chargeable?: Yes 

e Duration: 1 Minute, Concentration 

e Type: Omni 


You create a large orb of energy at a location in range. 
As an Action or Bonus Action on your turn for the 
duration you may move this sphere up to 20 feet. 
Should this orb come into contact with a creature or 
object, the creature and all creatures within 5 feet of it 
must make a Dexterity Saving Throw taking 8d6 Energy 
Damage on a failure or half as much on a success. After 
this effect, the corresponding orb vanishes. 


Ultimate Psychokenesis 

Rank 3 Ki Technique 

¢ Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super 
Psychokenesis 

e Casting Time: 1 Action 

e Range: 100 Feet 

e Chargeable?: No 

e Duration: 1 Minute, Concentration 

¢ Type: Omni 


You have learned to output your energy into a tangible 
aura that can partially hold back an opponent. One 
target in range must make a Strength Saving Throw or 
be Dazed, have their Movement Speed set to 0, and can 
not use Stamina Manuevers for the duration. A Dazed 
target can remake the save at the end of their turn to 
end this effect early. 


Ultimate Reinforcement 

Rank 3 Ki Technique 

¢ KiCost: 20 Ki 

e Learning Requirement: Reinforcement 
e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable?: No 

¢ Duration: Instantaneous 

¢ Type: Omni 


You have learned to flood your body with Ki. Until the 
start of your next turn, you gain Damage Reduction 
equal to 3x your Omni Technique Casting Modifier. 
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Ki RANK 4 


Limitbreaker Controlled Ki Ball 

Rank 4 Ki Technique 

e¢ Ki Cost: 8 Ki per Attack Roll 

e Learning Requirement: 1 Mastery in Ultimate Ki 
Ball 

¢ Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d8 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 


the number of Omni Attack Rolls made and increase the 


number of Damage Die dealt against the target by -. 


Limitbreaker Energy Disk 

Rank 4 Ki Technique 

e KiCost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Energy Disk 

¢ Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


Through precise control over your Ki, you form your 
energy into the shape of a lethal disk and launch it at 
your opponent. Make an Omni Attack Roll against a 
target in range, dealing 8d8 Slashing Damage on a hit. 


Limitbreaker Feint Shot 

Rank 4 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Feint Shot 
¢ Casting Time: 1 Action 

e Range: 90 Feet 

e Duration: Instantaneous 

¢ Type: Omni 


You fire a ki blast past the head of a target before 
pulling it back to attack them from behind. The target 
must make a Dexterity Saving Throw or take 6d8 
Energy Damage, half on a success. 

The first time a creature is targeted with this 
Technique, they have Disadvantage on the Saving 


Throw. A creature is immune to this effect for a number 


of rounds equal to their Ki Rank. 


Limitbreaker Fireworks 
Rank 4 Ki Technique 


Ki Cost: 48 Ki 

Learning Requirement: 1 Mastery in Ultimate 
Fireworks 

Casting Time: 1 Action 

Range: 200 Feet 

Chargeable?: Yes 

Duration: Instantaneous 

Type: Omni 


The user focuses Ki onto a fixed point in the distance 


to cause an explosion of Ki surrounding a target they 
can see. The target makes a Dexterity Saving throw, 
taking 8d8 Energy Damage on a failure, half on a 
success. 


Limitbreaker Ki Weapon 
Rank 4 Ki Technique 


e Ki Cost: 40 Ki 


Learning Requirement: 1 Mastery in Ultimate Ki 
Blade 

Casting Time: 1 Action or Bonus Action 

Range: Self 

Chargeable?: No 

Duration: Upkeep 

Type: Omni 


The user solidifies Ki into a weapon of your own 


choosing. You create and wield a unique Melee Weapon 
known as a Limitbreaker Ki Weapon with the following 
statistics: 


Choose one Melee Weapon of your choice, this 
Technique creates that weapon for the duration. 
This weapon deals an additional Damage Die and 
deals Energy Damage instead of the original Damage 
Type. 
Attack Rolls and Techniques with this Weapon may 
use your Omni Attack Roll and Omni Save DC. 
Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 
When you would cast this Technique or as a Bonus 
Action while this Technique is active, you may give 
this Weapon one of the following Properties: 

e Finesse 

¢ Grappling 

e Light 

e Range (60/120) 

e Reach 

¢ Twisting 

e Versatile 
You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 


a+1 Static Bonus per Rank of Mastery. 


Limitbreaker Land Mine 

Rank 4 Ki Technique 

e Ki Cost: 40 Ki per Mine 

e Learning Requirement: 1 Mastery in Land Mine 
¢ Casting Time: 1 Action 

e Range: 15 feet 

e Chargeable?: Yes 

e Duration: 1 Minute 

¢ Type: Omni 


You drop a number small energy charge on an 
unoccupied space in your range up to your Ki Rank. A 
charge created by this Technique can be sensed by 
nearby creatures with a Sense Ki Check equal to your 
Omni Save DC. 

If a creature enters this same space as this charge, it 
explodes and destroys the mine. The creature must 
make a Dexterity Saving Throw or take 6d12 Energy 
Damage, half on a success. 


Limitbreaker Power Bomb 

Rank 4 Ki Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Power Bomb 

e Casting Time: 1 Action 

e Range: 10 Feet 

e Chargeable?: Yes 

e Duration: 1 Minute, Concentration 

¢ Type: Omni 


You create a large orb of energy at a location in range. 


As an Action or Bonus Action on your turn for the 
duration you may move this sphere up to 20 feet. 
Should this orb come into contact with a creature or 
object, the creature and all creatures within 5 feet of it 
must make a Dexterity Saving Throw taking 6d12 
Energy Damage on a failure or half as much ona 
success. After this effect, the corresponding orb 
vanishes. 


Limitbreaker Power Projection 

Rank 4 ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Power 
Projection 

e Casting Time: Special 

e Range: Melee 

e Chargeable?: Yes 

e Duration: 1 Minute 

e Type: Omni 


You take a moment to create an almost palpable 
afterimage made of energy. You may cast this as an 
Action to create four Afterimages in unoccupied 
locations within your Melee Range or two Afterimages 
as a Bonus Action. 

These Afterimages have HP equal to your Proficiency 
Bonus and AC equal to your Omni Save DC and last for 
one minute or until they are destroyed. 


Whenever a creature would find you through Sense Ki 
or a similar effect and one of your Afterimages is also in 
the range of the effect, roll a d20, on a d20 roll of 20 - 
(2x the number of Afterimages) or higher then they 
instead sense a random Afterimage within the range 
until the end of their turn. 


Additionally, as a Bonus Action on your turn you may 
have one of these Afterimages make a Melee Unarmed 
Strike using your Omni Attack Roll and Unarmed Strike 
Damage Die or explode. When an Afterimage explodes 
all creatures within 10 feet of the Afterimage must make 
a Dexterity Saving Throw or take 6d10 Energy Damage, 
half on a success. 


Limitbreaker Psychokenesis 

Rank 4 Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Psychokenesis 

e Casting Time: 1 Action 

e Range: 100 Feet 

e Chargeable?: No 

¢ Duration: 1 Minute, Concentration 

e Type: Omni 


You have learned to output your energy into a tangible 
aura that can partially hold back an opponent. One 
target in range must make a Strength Saving Throw or 
be Paralyzed, have their Movement Speed set to 0, and 
can not use Stamina Manuevers for the duration. A 
Paralyzed target can remake the save at the end of their 
turn to end this effect early. 


STRIKE TECHNIQUES 


ARMED TECHIQUES 
Ki RANK 1] 


Bonk 

Rank 1 Strike Technique 

e Ki Cost: 12 Ki 

e¢ Casting Requirement: 1 Bludgeoning Melee Weapon 
e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 30 Seconds 

¢ Type: Armed 


By putting your whole back into the attack, you can 
bring down your weapon with tremendous force. Make 
an Armed Attack Roll dealing 5d4 Bludgeoning Damage 
on a hit. Additionally, a target hit by this Technique 
must make a Constitution Saving Throw or be Dazed 
for the duration. A target that fails the Saving Throw 
may remake it at the end of their turns. 


Dropping Strike 

Rank 1 Strike Technique 

¢ Ki Cost: 6 Ki 

e Casting Requirement: Minimum of 10 feet between 
Caster and Target, 1 Melee Weapon 

e Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You drop directly onto a creature below you. Make an 
Armed Attack Roll against a creature in range, dealing 
the same Fall Damage that you would have taken in the 
fall on a hit and leaving you in the nearest unoccupied 
space next to the target. If the Armed Attack Roll lands 
you may ignore a number of Fall Damage Die equal to 
your Ki Rank. 

Additionally if the Armed Attack Roll misses you land 
in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +1 per 
Mastery Rank. 


Flurry 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki per Weapon Attack 

e Casting Requirement: Caster benefits from two- 
weapon fighting or wielding a twinblade or 
quarterstaff 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Armed 


Make a rapid barrage of attacks with both of your 
held weapons. Roll an Armed Attack Roll for each 
weapon attack at the target, dealing 1d6 Damage of the 
Weapon Damage Type on a hit, to a maximum amount 
of Weapon Attacks up to double your Ki Rank. These 
Attack Rolls carry the benefits of both Weapons. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


After casting this Technique, you may spend your Bonus 
Action to make a Weapon Attack with your OffHand 
Weapon. If this Technique would gain the Casting Time 
of a Bonus Action or Reaction, you may make a Weapon 
Attack as part of the casting. 


Heavy Strike 

Rank 1 Strike Technique 

e Ki Cost: 10 Ki 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action or Bonus Action 
e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 4d4 Damage of the 
Weapon Damage Type on a hit. 


Homerun Swing 

Rank 1 Strike Technique 

e KiCost: 10 Ki 

e Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By taking your weapon in both hands, you swing with 
all your might to send the target flying. Make an Armed 
Attack Roll dealing 4d4 Damage of the Weapon 
Damage Type on a hit and Jaunching the target 10 Feet 
in a direction of your choice. 


Rubble Crash 

Rank 1 Strike Technique 

e Ki Cost: 15 Ki 

e Learning Requirement: None 

¢ Casting Requirement: 1 Melee Weapon, must be on 
the ground 

¢ Casting Time: 1 Action 

e Range: Self (5 Foot Emanation) 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Armed 


You violently slam your weapon into the ground 
causing rubble and debris fly in all direction. All 
creatures in range must make a Dexterity Saving Throw 
or take 2d4 Bludgeoning and 2d4 Slashing Damage, 
halved on a success. 


Rubble Wave 

Rank 1 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: None 

e¢ Casting Requirement: 1 Melee Weapon, must be on 
the ground 

¢ Casting Time: 1 Action 

e Range: Self (15 foot line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Strike your weapon on the ground in front of you to 
launch ways of stone and debris at enemies. All 
creatures in range must make a Dexterity Saving Throw 
or take 2d4 Bludgeoning Damage and 2d4 Slashing 
Damage, half on a success. 


Slam 

Rank 1 Strike Technique 

e KiCost: 10 Ki 

e Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


By taking your weapon in a powerful grip, you aim a 
direct shot to the target’s midsection. Make an Armed 
Attack Roll dealing 2d8 Damage of the Weapon 
Damage Type on a hit. A creature that is hit with this 
Technique must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 


Slash 

Rank 1 Strike Technique 

e Ki Cost: 10 Ki 

e Casting Requirement: 1 Slashing Melee Weapon 
e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 30 Seconds 

e¢ Type: Armed 


Make a quick and percise slash at the opponent Make 
an Armed Attack Roll dealing 4d4 Slashing Damage on 
a hit. A target hit by this Technique has their Movement 
Speeds reduced by half for the duration. A target that 
has this effect may make a Constitution Saving Throw 
end of their turns to end the effect early. 


Stab 

Rank 1 Strike Technique 

e KiCost: 10 Ki 

e Casting Requirement: 1 Piercing Melee Weapon, 
Dagger, or Naginata 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Take a strong stance before jabbing forward with 
your weapon. Make an Armed Attack Roll dealing 4d4 
Piercing Damage on a hit. A target hit by this Technique 
can not take Reactions until the end of their next turn. 


Strike 

Rank 1 Strike Technique 

e¢ Ki Cost: 6 Ki 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action or Bonus Action 
e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 2d4 Damage of the 
Weapon Damage Type on a hit. 


Swing 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 
e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Make a sweeping attack at a target in range. 
Creatures in range must make a Dexterity Saving 
Throw or take 2d4 Damage of the Weapon Damage 
Type on a fail, half on a success. 


Tornado 

Rank 1 Strike Technique 

e KiCost: 10 Ki 

¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


By making a quick and empowered spin you aattack 
all in your reach. All creatures in range must make a 
Dexterity Saving Throw or take 2d6 Damage of the 
Weapon Damage Type on a failure, half on a success. 


Parry 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction, whenever you are hit with 
an Attack Roll 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


You have learned to try and clash with an oncoming 
attack to deflect some of its force. You may reduce the 
Damage you would take by 2d8. 


Vault 

Rank 1 Strike Technique 

e Ki Cost: 5 Ki 

e Casting Requirement: 1 Glaive, Halberd, Naginata, 
Quarterstaff, or Spear 

e Casting Time: 1 Action or Bonus Action 

e Range: 20 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


By planting your weapon into the ground you can use 
it to jump a great distance. You may move to any 
unoccupied location within range, even in the air, 
without provoking Attacks of Opportunity. 

Additionally if the choosen location is in the air, you 
do not fall until the end of your turn or you choose to. 


Weapon Infusion 

Rank 1 Strike Technique 

e Ki Cost: 5 Ki 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable?: Yes 

e Duration: Upkeep 

e Type: Armed 


You have learned to reinforce your weapons with your 
own energy. Choose 1 Weapon that you are wielding, 
for the duration of this Technique it has its Damage 
Type changed to Energy Damage and gains a +1 to 
Attack Rolls and Armed Attack Rolls made with it. 

Additionally, you may Clash with Ki Techniques with 
Strike Techniques using this Weapon. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Weapon Slam 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Requirement: 1 Weapon with the Two- 
Handed Property 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You jam your weapon into the gut of your target. 
Make an Armed Attack Roll dealing 2d4 Damage of the 
Weapon Damage Type on a hit. Any target hit with this 
Technique is knocked Prone and moved to an 
unoccupied location of your choice within range. 


Ki RANK 2 


Armament Boom 

Rank 2 Strike Technique 

¢ Ki Cost: 10 Ki 

e Learning Requirement: None 

e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e¢ Chargeable?: No 

¢ Duration: The Duration of the Attack Action 

e¢ Type: Armed 


You have learned to send wind blasts from the attacks 
of your weapon. For the Duration of this Technique, all 
Weapon Attack Rolls you would make become Armed 
Attack Rolls. 

Additionally, Melee Weapons that you wield gain a 20 
foot range and have their Damage Die increased by 1 
step. 


This Technique has limited Mastery Options, either 
adding a +1 Static Bonus to Attack Rolls or extending 
the Range by 50% for each Rank of Mastery. 


Assault 

Rank 2 Strike Technique 

e Ki Cost: 6 Ki per Weapon Attack 

e Learning Requirement: None 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e¢ Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Roll an Armed Attack Roll for each Weapon Attack at 
the target, dealing 1d8 Damage of the Weapon Damage 
Type on a hit, to a maximum amount of Weapon Attacks 
up to double your Ki Rank. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Blitz 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: The Duration of the Attack Action 

e Type: Armed 


By focusing on speed you can release a deadly combo 
in the blink of an eye. For the Duration of this 
Technique, all Weapon Attack Rolls you would make 
become Armed Attack Rolls. Additionally, you may 
forgo any number of your Armed Attack Rolls to 
increase the number of Damage Die of your next Melee 
Weapon Attack that deals Damage by 1. 


This Technique has limited Mastery Options, grant all 
Weapon Attack Rolls that you make for the duration 
gain a+1 Static Bonus for each Rank of Mastery or 
change the Technique’s Damage Type. 
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Forward Attack 

Rank 2 Strike Technique 

e KiCost: 22 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Half of your Walk Speed + Weapon Melee 
Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By condensing your energy into your legs, you move 
forward at incredible speeds to attack an opponent. 
When casting this move you may immediately move up 
to half of your Walk Speed in a straight line without 
provoking Attacks of Opportunity and make an Armed 
Attack Roll against a creature in range, taking 4d8 
Damage of the Weapon Damage Type on a hit. 
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Rank 2 Strike Technique 

¢ KiCost: 18 Ki 

e Learning Requirement: None 

¢ Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: 15 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You have learned to draw, attack, and re-sheathe your 
weapon in the blink of an eye. One creature in range 
must make a Dexterity Saving Throw or take 3d8 
Damage of the Weapon Damage Type, half on a 
success. At the end of this Technique, you appear in the 
nearest unoccupied space next to the target, ignoring all 
barriers between you and the target. 


FUTURE TRUNKS 
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Ki Infusion 

Rank 2 Strike Technique 

e KiCost: 14 Ki 

e Learning Requirement: 1 Mastery in Weapon 
Infusion 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e Type: Armed 


You have learned to coat your weapon in your own 
energy. Choose 1 Weapon that you are wielding, for the 
duration of this Technique it has its Damage Type 
changed to Energy Damage and gains a+2 to Weapon 
Attack Rolls and Armed Attack Rolls made with it. 

Additionally, you may Clash with Ki Techniques with 
Strike Techniques using this Weapon. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Pierce 

Rank 2 Strike Technique 

e¢ Ki Cost: 18 Ki 

e Learning Requirement: 1 Mastery in Stab 

e Casting Requirement: 1 Piercing Melee Weapon, 
Dagger, or Naginata 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You move forward as incredible speeds to attack an 
opponent to attempt to pierce through an enemy. When 
casting this move you may immediately move up to half 
of your Walk Speed in a straight line without provoking 
Attacks of Opportunity and make an Armed Attack Roll 
against a creature in range, taking 4d8 Piercing 
Damage on a hit. 


Pressure Burst 

Rank 2 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: None 

¢ Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Self (15 foot line) 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Armed 


By collecting an enormous amount of energy into 
your weapon you can fling it at an opponent. All 
creatures in range must make a Dexterity Saving Throw 
or take 4d4 Energy Damage, half on a success. 


Super Bonk 

Rank 2 Strike Technique 

e KiCost: 22 Ki 

e Learning Requirement: 1 Mastery in Bonk 

e¢ Casting Requirement: 1 Bludgeoning Melee Weapon 
e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 30 Seconds 

e¢ Type: Armed 


By putting your whole back into the attack, you can 
bring down your weapon with tremendous force. Make 
an Armed Attack Roll dealing 7d6 Bludgeoning Damage 
on a hit. Additionally, a target hit by this Technique 
must make a Constitution Saving Throw or be Dazed 
for the duration. A target that fails the Saving Throw 
may remake it at the end of their turns. 


Kip Goku 
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Super Flurry 

Rank 2 Strike Technique 

e Ki Cost: 6 Ki per Weapon Attack 

e¢ Learning Requirement: 1 Mastery in Flurry 

e Casting Requirement: Caster benefits from two- 
weapon fighting or wielding a twinblade or 
quarterstaff 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a rapid barrage of attacks with both of your 
held weapons. Roll an Armed Attack Roll for each 
Weapon Attack at the target, dealing 1d8 Damage of the 
Weapon Damage Type on a hit, to a maximum amount 
of Weapon Attacks up to your Proficiency Bonus. These 
Attack Rolls carry the benefits of both Weapons. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


After casting this Technique, you may spend your Bonus 
Action to make a Weapon Attack with your OffHand 
Weapon. If this Technique would gain the Casting Time 
of a Bonus Action or Reaction, you may make a Weapon 
Attack as part of the casting. 


Super Heavy Strike 

Rank 2 Strike Technique 

e¢ Ki Cost: 22 Ki 

e Learning Requirement: 1 Mastery in Heavy Strike 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 6d6 Damage of the 
Weapon Damage Type on a hit. 


Super Slam 

Rank 2 Strike Technique 

e KiCost: 20 Ki 

e Learning Requirement: 1 Mastery in Slam 

e¢ Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By taking your weapon in a powerful grip, you aim a 
direct shot to the target’s midsection. Make an Armed 
Attack Roll dealing 4d8 Damage of the Weapon 
Damage Type on a hit. A creature that is hit with this 
Technique must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 


Super Slash 

Rank 2 Strike Technique 

e Ki Cost: 22 Ki 

e Learning Requirement: 1 Mastery in Slash 

¢ Casting Requirement: 1 Slashing Melee Weapon 
e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e¢ Chargeable?: Yes 

e Duration: 30 Seconds 

e Type: Armed 


Make a quick and percise slash at the opponent Make 
an Armed Attack Roll dealing 6d6 Slashing Damage on 
a hit. A target hit by this Technique has their Movement 
Speeds reduced by half for the duration. A target that 
has this effect may make a Constitution Saving Throw 
end of their turns to end the effect early. 


Super Stab 

Rank 2 Strike Technique 

e KiCost: 22 Ki 

e Learning Requirement: 1 Mastery in Stab 

¢ Casting Requirement: 1 Piercing Melee Weapon, 
Dagger, or Naginata 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Take a strong stance before jabbing forward with 
your weapon. Make an Armed Attack Roll dealing 6d6 
Piercing Damage on a hit. A target hit by this Technique 
can not take Reactions for the duration. 


Super Strike 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Strike 
¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Actionor Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 4d4 Damage of the 
Weapon Damage Type on a hit. 
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Super Swing 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Swing 
¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Make a sweeping attack at a target in range. 
Creatures in range must make a Dexterity Saving 
Throw or take 3d8 Damage of the Weapon Damage 
Type on a hit, half on a success. 
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Super Parry 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Parry 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction, whenever you are hit with 
an Attack Roll 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Armed 


You have learned to try and clash with an oncoming 
attack to deflect some of its force. You may reduce the 
Damage you would take by 4d8. 


Superspeed Strikes 

Rank 2 Strike Technique 

e¢ Ki Cost: 20 Ki 

e Learning Requirement: None 

¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: Yes 

e Duration: The Duration of the Attack Action 

e Type: Armed 


Attack with almost blinding speed, able to dart from 
target to target. For the Duration of this Technique, all 
Weapon Attack Rolls you would make become Armed 
Attack Rolls. 

Additionally, for the Duration of this Technique you 
gain Walk Speed equal to half of your Base Walk Speed. 
You may choose to use this additional Walk Speed to 
move after you make a Weapon Attack, granting all 
Attacks of Opportunity against you Disadvantage for the 
duration. 


This Technique has limited Mastery Options, grant all 
Weapon Attack Rolls that you make for the duration a 
+1 Static Bonus for each Rank of Mastery or change the 
Technique’s Damage Type. 


Ki RANK 3 
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Cyclone 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Tornado 

¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Self (Weapon Melee Range + 5 feet 
Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


By making a quick and empowered spin you may 
extend the reach of your attack. All creatures in range 
must make a Dexterity Saving Throw or take 6d8 
Damage of the Weapon Damage Type on a failure, half 
on a success. 


Tremor Burst 

Rank 3 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Rubble Wave 

¢ Casting Requirement: 1 Melee Weapon, must be on 
the ground 

¢ Casting Time: 1 Action 

e Range: Self (30 foot line) 

e¢ Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Strike your weapon on the ground in front of you to 
launch ways of stone and debris at enemies. All 
creatures in range must make a Dexterity Saving Throw 
or take 3d8 Bludgeoning Damage and 3d8 Slashing 
Damage, half on a success. 


Ultimate Armament Boom 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Armament 
Boom 

e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: Yes 

¢ Duration: The Duration of the Attack Action 

e¢ Type: Armed 


By infusing energy into your weapon you can send off 
waves of energy. For the Duration of this Technique, all 
Weapon Attack Rolls you would make become Armed 
Attack Rolls. 

Additionally, Melee Weapons that you wield gain a 60 
foot range. Melee Weapons that use this additional 
range deal Energy Damage and have their Damage Die 
increased by 2 steps. 


This Technique has limited Mastery Options, either 
adding a +1 Static Bonus to Attack Rolls or extending 
the Range by 50% for each Rank of Mastery. 


Ultimate Assault 

Rank 3 Strike Technique 

e Ki Cost: 14 Ki per Weapon Attack 

e Learning Requirement: 1 Mastery in Assault 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Roll an Armed Attack Roll for each Weapon Attack at 
the target, dealing 2d6 Damage of the Weapon Damage 
Type on a hit, to a maximum amount of Weapon Attacks 
up to double your Ki Rank. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 2. 


Ultimate Bonk 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Bonk 

¢ Casting Requirement: 1 Bludgeoning Melee Weapon 
e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 1 Minute 

e¢ Type: Armed 


By putting your whole back into the attack, you can 
bring down your weapon with tremendous force. Make 
an Armed Attack Roll dealing 9d8 Bludgeoning Damage 
on a hit. Additionally, a target hit by this Technique 
must make a Constitution Saving Throw or be Dazed 
for the duration. A target that fails the Saving Throw 
may remake it at the end of their turns. 


Ultimate Dropping Strike 

Rank 3 Strike Technique 

e KiCost: 28 Ki 

e Learning Requirement: 1 Mastery in Dropping 
Strike 

¢ Casting Requirement: Minimum of 10 feet between 
Caster and Target 

¢ Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Unarmed 


You drop directly onto a creature below you. Make an 
Unarmed Attack Roll against a creature in range, 
dealing the same Fall Damage that you would have 
taken in the fall on a hit and leaving you in the nearest 
unoccupied space next to the target. If the Unarmed 
Attack Roll lands you may ignore a number of Fall 
Damage Die equal to triple your Ki Rank and if itisa 
Critical Hit then a grounded target is stuck in the 
ground as if Launched. 

Additionally if the Unarmed Attack Roll misses you 
land in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +2 per 
Mastery Rank. 


Ultimate Flurry 

Rank 3 Strike Technique 

e Ki Cost: 8 Ki per Weapon Attack 

e Learning Requirement: 1 Mastery in Super Flurry 

e Casting Requirement: Caster benefits from two- 
weapon fighting or wielding a twinblade or 
quarterstaff 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Make a rapid barrage of attacks with both of your 
held weapons. Roll an Armed Attack Roll for each 
Weapon Attack at the target, dealing 1d10 Damage of 
the Weapon Damage Type on a hit, toa maximum 
amount of Weapon Attacks up to your Proficiency 
Bonus. These Attack Rolls carry the benefits of both 
Weapons. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


After casting this Technique, you may spend your Bonus 
Action to make a Weapon Attack with your OffHand 
Weapon. If this Technique would gain the Casting Time 
of a Bonus Action or Reaction, you may make a Weapon 
Attack as part of the casting. 
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Ultimate Forward Attack 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Forward Attack 
¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


By condensing your energy into your legs, you move 
forward at incredible speeds to attack an opponent. 
When casting this move you may immediately move up 
to your Walk Speed in a straight line without provoking 
Attacks of Opportunity and make an Armed Attack Roll 
against a creature in range, taking 6d8 Damage of the 
Weapon Damage Type on a hit. 


Ultimate Iaijutsu 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Jaijutsu 
¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Armed 


You have learned to draw, attack, and re-sheathe your 
weapon in the blink of an eye. One creature in range 
must make a Dexterity Saving Throw or take 5d8 
Damage of the Weapon Damage Type, half on a 
success. At the end of this Technique, you appear in the 
nearest unoccupied space next to the target, ignoring all 
barriers between you and the target. 


Ultimate Heavy Strike 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Heavy 
Strike 

e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 8d8 Damage of the 
Weapon Damage Type on a hit. 


TAPION 
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Ultimate Homerun Swing 

Rank 3 Strike Technique 

e KiCost: 46 Ki 

e Learning Requirement: 1 Mastery in Homerun 
Swing 

¢ Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


By taking your weapon in both hands, you swing with 
all your might to send the target flying. Make an Armed 
Attack Roll dealing 6d6 Damage of the Weapon 
Damage DRE on a hit and Jaunching the target 30 Feet 
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Ultimate Ki Infusion 

Rank 3 Strike Technique 

¢ Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Ki Infusion 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e¢ Type: Armed 


You have learned to coat your weapon in your own 
energy. Choose 1 Weapon that you are wielding, for the 
duration fo this Technique it deals Energy Damage and 
has its Damage Die raised by 2 steps. Additionally, it 
gains a +2 Static Bonus to Damage Rolls, Weapon 
Attack Rolls and Armed Techniques that use this 
Weapon. 

Each time that this Technique is Mastered, you may 
choose an additional Damage Type from the list below 
that you may choose to coat your weapon in instead of 
Energy: 


e Acid 

¢ Cold 

e Fire 

e Lightning 
e Poison 


Additionally, you may Clash with Ki Techniques with 
Strike Techniques using this Weapon. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Ultimate Parry 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Parry 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction, whenever you are hit with 
an Attack Roll 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Armed 


You have learned to try and clash with an oncoming 
attack to deflect some of its force. You may reduce the 
Damage you would take by 6d8. 


Ultimate Slam 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Super Slam 

e Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Armed 


By taking your weapon in a powerful grip, you aim a 
direct shot to the target’s midsection. Make an Armed 
Attack Roll dealing 6d8 Damage of the Weapon 
Damage Type on a hit. A creature that is hit with this 
Technique must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 


Ultimate Slash 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

¢ Learning Requirement: 1 Mastery in Super Slash 
¢ Casting Requirement: 1 Slashing Melee Weapon 
e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 1 Minute 

e¢ Type: Armed 


Make a quick and percise slash at the opponent Make 
an Armed Attack Roll dealing 8d8 Slashing Damage on 
a hit. A target hit by this Technique has their Movement 
Speeds reduced by half for the duration. A target that 
has this effect may make a Constitution Saving Throw 
end of their turns to end the effect early. 


Ultimate Stab 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Super Stab 

¢ Casting Requirement: 1 Piercing Melee Weapon, 
Dagger, or Naginata 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 30 Seconds 

e¢ Type: Armed 


Take a strong stance before jabbing forward with 
your weapon. Make an Armed Attack Roll dealing 8d8 
Piercing Damage on a hit. A target hit by this Technique 
can not take Reactions for the duration. A target that 
has this effect may make a Constitution Saving Throw 
end of their turns to end the effect early. 


Ultimate Strike 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Strike 
e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Actionor Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 6d6 Damage of the 
Weapon Damage Type on a hit. 


Ultimate Superspeed Strikes 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Superspeed 
Strikes 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: No 

e Duration: The Duration of the Attack Action 

e¢ Type: Armed 


For the Duration of this Technique, all Weapon 
Attack Rolls you would make become Armed Attack 
Rolls. 

Additionally, for the Duration of this Technique you 
gain Walk Speed equal to your Base Walk Speed. You 
may choose to use this additional Walk Speed to move 
after you make a Weapon Attack, granting all Attacks of 
Opportunity against you Disadvantage for the duration. 


This Technique has limited Mastery Options, grant all 
Weapon Attack Rolls that you make for the duration a 
+1 Static Bonus for each Rank of Mastery or change the 
Technique’s Damage Type. 


Ultimate Swing 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Swing 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


Make a sweeping attack at a target in range. 
Creatures in range must make a Dexterity Saving 
Throw or take 6d8 Damage of the Weapon Damage 
Type on a hit, half on a success. 


Ultimate Vault 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Vault 

¢ Casting Requirement: 1 Glaive, Halberd, Naginata, 
Quarterstaff, or Spear 

¢ Casting Time: 1 Action or Bonus Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By planting your weapon into the ground you can use 
it to jump a great distance. You may move to any 
unoccupied location within range, even in the air, 
without provoking Attacks of Opportunity. 

Additionally if the choosen location is in the air, you 
do not fall until the end of your turn or you choose to. 


Ultimate Weapon Slam 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Learning Requirement: 1 Mastery in Weapon Slam 

¢ Casting Requirement: 1 Weapon with the Two- 
Handed Property 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


You jam your weapon into the gut of your target. 
Make an Armed Attack Roll dealing 6d8 Damage of the 
Weapon Damage Type on a hit. Any target hit with this 
Technique is knocked Prone and moved to an 
unoccupied location of your choice within range. 


Weapon Smash 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Rubble Crash 

¢ Casting Requirement: 1 Melee Weapon, must be on 
the ground 

e Casting Time: 1 Action 

e Range: Self (15 Foot Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


You violently slam your weapon into the ground 
causing rubble and debris fly in all direction. All 
creatures in range must make a Dexterity Saving Throw 
or take 3d8 Bludgeoning and 3d8 Slashing Damage, 
halved on a success. 


Wide Swipe 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a wild sweeping attack with your weapon. 
Creatures in range must make a Dexterity Saving 
Throw or take 6d6 Damage of the Weapon Damage 
Type on a hit, half on a success. 


Wild Charge 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Melee Weapon, must be on 
the ground 

e Casting Time: 1 Action 

e Range: Self (30 foot Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You make wide sweeping attacks as you run 
recklessly though an area. All creatures in range must 
make a Dexterity Saving Throw or take 6d8 Damage of 
the Weapon Damage Type on a hit, half on a success. 
You end this Technique at the end of its Range. 
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Aura Burst 

Rank 4 Strike Technique 

e Ki Cost: 50 Ki 

¢ Learning Requirement: 1 Mastery in Pressure Burst 
¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

¢ Range: Self (60 foot long, 10 foot wide line) 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Armed 


By collecting an enormous amount of energy into 
your weapon you can fling it at an opponent. All 
creatures in range must make a Dexterity Saving Throw 
or take 8d8 Energy Damage, half on a success. 


Limitbreaker Armament Boom 

Rank 4 Strike Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Armament Boom 

e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

¢ Chargeable?: No 

¢ Duration: The Duration of the Attack Action 

e¢ Type: Armed 


By infusing energy into your weapon you can send off 
waves of energy. For the Duration of this Technique, all 
Weapon Attack Rolls you would make become Armed 
Attack Rolls. Alternatively, instead of rolling a Weapon 
Attack Roll, you instead force the target to make a 
Dexterity Saving Throw against your Armed Save DC 
for each Weapon Attack made. Targets that pass the 
Saving Throw take half Damage. 

Additionally, Melee Weapons that you wield gain a 60 
foot range. Melee Weapons that use this additional 
range deal Energy Damage and have their Damage Die 
increased by 1 step. 


This Technique has limited Mastery Options, either 
adding a +1 Static Bonus to Attack Rolls or extending 
the Range by 50% for each Rank of Mastery. 


Limitbreaker Assault 

Rank 4 Strike Technique 

e Ki Cost: 6 Ki per Weapon Attack 

e Learning Requirement: 1 Mastery in Ultimate 
Assault 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Roll an Armed Attack Roll for each Weapon Attack at 
the target, dealing 1d8 Damage of the Weapon Damage 
Type on a hit, to a maximum amount of Weapon Attacks 
up to your Proficienct Bonus. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by -. 


Limitbreaker Blitz 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e¢ Learning Requirement: 1 Mastery in Blitz 

e Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: No 

e Duration: The Duration of the Attack Action 

e Type: Armed 


By focusing on speed you can release a deadly combo 
in the blink of an eye. For the Duration of this 
Technique, all Weapon Attack Rolls you would make 
become Armed Attack Rolls. Additionally, you may 
forgo any number of your Armed Attack Rolls to 
increase the number of Damage Die of your next Melee 
Weapon Attack that deals Damage by 1. 


This Technique has limited Mastery Options, grant all 
Weapon Attack Rolls that you make for the duration a 
+1 Static Bonus for each Rank of Mastery or change the 
Technique’s Damage Type. 
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Limitbreaker Bonk 

Rank 4 Strike Technique 

e KiCost: 44 Ki 

e Learning Requirement: 1 Mastery in Ultimate Bonk 
e Casting Requirement: 1 Bludgeoning Melee Weapon 
¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: 1 Minute 

e¢ Type: Armed 


By putting your whole back into the attack, you can 
bring down your weapon with tremendous force. Make 
an Armed Attack Roll dealing 9d10 Bludgeoning 
Damage on a hit. Additionally, a target hit by this 
Technique must make a Constitution Saving Throw or 
be Dazed for the duration. A target that fails the Saving 
Throw may remake it at the end of their turns. 


Limitbreaker Cyclone 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Cyclone 

e¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Self (Weapon Melee Range + 10 foot 
Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By making a quick, energy filled spin you may extend 
the reach of your attack. All creatures in range must 
make a Dexterity Saving Throw or take 8d6 Energy 
Damage on a failure, half on a success. 


Limitbreaker Flurry 

Rank 4 Strike Technique 

e Ki Cost: 8 Ki per Weapon Attack 

e Learning Requirement: 1 Mastery in Ultimate Flurry 

e Casting Requirement: Caster benefits from two- 
weapon fighting or wielding a twinblade or 
quarterstaff 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

¢ Type: Armed 


Make a rapid barrage of attacks with both of your 
held weapons. Roll an Armed Attack Roll for each 
Weapon Attack at the target, dealing 1d10 Damage of 
the Weapon Damage Type on a hit, to a maximum 
amount of Weapon Attacks up to your Proficiency 
Bonus. These Attack Rolls carry the Properties of both 
Weapons, if applicable. 

For each Weapon Attack that targets the same target, 
reduce the number of Armed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by -. 


After casting this Technique, you may spend your Bonus 
Action to make a Weapon Attack with your OffHand 
Weapon. If this Technique would gain the Casting Time 
of a Bonus Action or Reaction, you may make a Weapon 
Attack as part of the casting. 


Limitbreaker Forward Attack 

Rank 4 Strike Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: 1 Mastery in Forward Attack 
e¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


By condensing your energy into your legs, you move 
forward at incredible speeds to attack an opponent. 
When casting this move you may immediately move up 
to double your Walk Speed in a straight line without 
provoking Attacks of Opportunity and make an Armed 
Attack Roll against a creature in range, taking 8d8 
Damage of the Weapon Damage Type on a hit. 


Limitbreaker Iaijutsu 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Taijutsu 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 
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° Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


You have learned to draw, attack, and re-sheathe your 
weapon in the blink of an eye. One creature in range 
must make a Dexterity Saving Throw or take 7d8 
Damage of the Weapon Damage Type, half on a 
success. At the end of this Technique, you appear in the 
nearest unoccupied space next to the target, ignoring all 
barriers between you and the target. 


Limitbreaker Infusion 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Ki 
Infusion 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e¢ Type: Armed 


You have learned to coat your weapon in your own 
energy. Choose up to 2 Weapons that you are wielding, 
for the duration fo this Technique it deals Energy 
Damage and has its Damage Die raised by 2 steps. 
Additionally, it gains a +2 Static Bonus to Attack and 
Damage Rolls. 

Each time that this Technique is Mastered, you may 
choose an additional Damage Type from the list below 
that you may choose to coat your weapon in instead of 
Energy: 


e Acid 

e Cold 

e Fire 

e Lightning 
e Poison 


Additionally instead of rolling a Weapon Attack Roll, 
you instead force the target to make a Dexterity Saving 
Throw against your Armed Save DC for each Weapon 
Attack made. Targets that pass the Saving Throw take 
half Damage. 

Additionally, you may Clash with Ki Techniques with 
Strike Techniques using this Weapon. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Limitbreaker Heavy Strike 

Rank 4 Strike Technique 

e Ki Cost: 44 Ki 

e Learning Requirement: 1 Mastery in Ultimate Heavy 
Strike 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 8d10 Damage of 
the Weapon Damage Type on a hit. 


Limitbreaker Slam 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Slam 

¢ Casting Requirement: 1 Two-Handed or Versatile 
Melee Weapon wielded in two hands. 

¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


By taking your weapon in a powerful grip, you aim a 
direct shot to the target’s midsection. Make an Armed 
Attack Roll dealing 8d8 Damage of the Weapon 
Damage Type on a hit. A creature that is hit with this 
Technique must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 


Limitbreaker Slash 

Rank 4 Strike Technique 

e KiCost: 44 Ki 

e Learning Requirement: 1 Mastery in Ultimate Slash 
¢ Casting Requirement: 1 Slashing Melee Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e¢ Chargeable?: Yes 

e Duration: 1 Minute 

¢ Type: Armed 


Make a quick and percise slash at the opponent Make 
an Armed Attack Roll dealing 8d10 Slashing Damage 
on a hit. A target hit by this Technique has their 
Movement Speeds reduced by half for the duration. A 
target that has this effect may make a Constitution 
Saving Throw end of their turns to end the effect early. 


Limitbreaker Stab 

Rank 4 Strike Technique 

e Ki Cost: 44 Ki 

e Learning Requirement: 1 Mastery in Ultimate Stab 

e Casting Requirement: 1 Piercing Melee Weapon, 
Dagger, or Naginata 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

* CGhassephle?: Yes 

¢ ‘Dwration?230 Seconds 

e Type: Armed 


Take a strong stance before jabbing forward with 
your weapon. Make an Armed Attack Roll dealing 8d10 
Piercing Damage on a hit. A target hit by this Technique 
can not take Reactions for the duration. A target that 
has this effect may make a Constitution Saving Throw 
end of their turns to end the effect early. 


Limitbreaker Strike 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Ultimate Strike 
¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action or Bonus Action 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Armed 


Make a quick and strong attack with your weapon. 
Make an Armed Attack Roll dealing 6d10 Damage of 
the Weapon Damage Type on a hit. 


Limitbreaker Superspeed Strikes 

Rank 4 Strike Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Superspeed Strikes 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

e Chargeable?: No 

e Duration: The Duration of the Attack Action 

¢ Type: Armed 


For the Duration of this Technique, all Weapon 
Attack Rolls you would make become Armed Attack 
Rolls. 

Additionally, for the Duration of this Technique you 
gain Walk Speed equal to double your Base Walk 
Speed. You may choose to use this additional Walk 
Speed to move after you make a Weapon Attack, 
granting all Attacks of Opportunity against you 
Disadvantage for the duration. 


This Technique has limited Mastery Options, grant all 
Weapon Attack Rolls that you make for the duration a 
+1 Static Bonus for each Rank of Mastery or change the 
Technique’s Damage Type. 


Limitbreaker Swing 

Rank 3 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Limitbreaker 
Swing 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 

e¢ Chargeable?: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Armed 


Make a sweeping attack at a target in range. 
Creatures in range must make a Dexterity Saving 
Throw or take 8d8 Damage of the Weapon Damage 
Type on a hit, half on a success. 
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Limitbreaker Parry 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Limitbreaker 
Parry 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction, whenever you are hit with 
an Attack Roll 

e Range: Weapon Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You have learned to try and clash with an oncoming 
attack to deflect some of its force. You may reduce the 
Damage you would take by 8d8. 


Limitbreaker Weapon Crash 

Rank 4 Strike Technique 

¢ Ki Cost: 44 Ki 

e Learning Requirement: 1 Mastery in Weapon Crash 

¢ Casting Requirement: 1 Melee Weapon, must be on 
the ground 

¢ Casting Time: 1 Action 

e Range: Self (15 Foot Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Armed 


You violently slam your weapon into the ground 
causing rubble and debris fly in all direction. All 
creatures in range must make a Dexterity Saving Throw 
or take 4d8 Bludgeoning and 4d8 Slashing Damage, 
halved on a success. 


Limitbreaker Wide Swipe 

Rank 4 Strike Technique 

e KiCost: 42 Ki 

e Learning Requirement: 1 Mastery in Wide Swipe 
¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (Weapon Melee Range Cone) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Armed 


Make a wild sweeping attack with your weapon. 
Creatures in range must make a Dexterity Saving 
Throw or take 6d8 Damage of the Weapon Damage 
Type on a hit, half on a success. 


Limitbreaker Wild Charge 

Rank 4 Strike Technique 

e Ki Cost: 44 Ki 

e Learning Requirement: 1 Mastery in Wild Charge 

e Casting Requirement: 1 Melee Weapon, must be on 
the ground 

e Casting Time: 1 Action 

e Range: Self (60 foot Line) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Armed 


You make wide sweeping attacks as you run 
recklessly though an area. All creatures in range must 
make a Dexterity Saving Throw or take 8d8 Damage of 
the Weapon Damage Type on a hit, half on a success. 
You end this Technique at the end of its Range. 
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SHOT TECHNIQUES 
Ki RANK 1 


360 Shot 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e Casting Requirement: 1 Ranged Laser Weapon that 
does not have the Spread Property, 1 unit of suitable 
Ammunition 

e¢ Casting Time: 1 Action 

e Range: Self (10 foot Emanation) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By dropping to the ground and performing a quick 
spin you can drag the beam from your weapon across 
multiple enemies that surround you at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 2d4 Energy Damage, half on a success. 


Burst Fire 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 3 units of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By releasing a quick barrage of shots at a target, you 
make it near impossible to avoid. One creature of your 
choice in range must make a Dexterity Saving Throw or 
take 3d4 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Claim Distance 

Rank 1 Strike Technique 

e KiCost: 5 Ki 

e Casting Requirement: none 

e Casting Time: 1 Action or Bonus Action 
e Range: 15 Feet 

e Duration: Intantaneous 

e Chargeable?: No 

e Type: Shot 


Duck low and perform a tight roll that leaves you with 
your weapon drawn. When you cast this Technique, you 
may move anywhere within the range of this Technique, 
granting any Attacks of Opportunity against you 
Disadvantage. 

Additionally, you gain a +1 Static Bonus to all Ranged 
Attack Rolls and Shot Techniques until the end of your 
turn. 


Curved Shot 

Rank 1 Strike Technique 

e Ki Cost: 7 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You are so good at your craft that you can curve your 
ammo around cover. Make a Shot Attack Roll against a 
creature in range dealing 1d12 Damage of the Weapon 
Damage Type on a hit. 

This Technique ignores the benefit of Half Cover. 


Deadly Shot 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You can make the most out of every inch of range that 
your weapon holds. Make a Shot Attack Roll against a 
creature in range dealing 2d8 Damage of the Weapon 
Damage Type on a hit. 
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Deadly Spread 
Rank 1 Strike Technique 


e Ki Cost: 8 Ki 
e¢ Casting Requirement: 1 Ranged Weapon that has 


the Spread Property, 1 unit of suitable Ammunition 


¢ Casting Time: 1 Action 


e Range: Self (2x the Weapon’s Spread Range Cone) 


e Chargeable?: Yes 
¢ Duration: Intantaneous 
e Type: Shot 


Through the use of incredible senses and extreme 
focus you are able to make more out of a weapon’s 
spread. All creatures in range must make a Dexterity 
Saving Throw or take 2d8 Damage of the Weapon 
Damage Type on a fail, half on a success. 


Devastate 
Rank 1 Strike Technique 


e Ki Cost: 6 Ki 


e¢ Casting Requirement: 1 Ranged Weapon that does 


not have the Spread Property, 1 unit of suitable 
Ammunition 
e Casting Time: 1 Action 
e Range: Weapon’s Short Range (10 foot radius) 
e Chargeable?: Yes 
¢ Duration: Intantaneous 
¢ Type: Shot 


By momentarily fueling the firing mechanism 


yourself, you can burst your ammunition to tear through 


objects. Creatures in range must make a Dexterity 


Saving Throw or take 1d10 Thunder Damage, half on a 


success. 
An object or Construct hit by this Technique takes 
double Damage. 


Flak Shot 
Rank 1 Strike Technique 


e Ki Cost: 6 Ki 
e Casting Requirement: 1 Ranged Weapon that has 


the Spread Property, 1 unit of suitable Ammunition 


¢ Casting Time: 1 Action 

e Range: Weapon Range (Weapon’s Spread Range 
Cone) 

¢ Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You fire a special round of ammo designed to split 


only after it has hit a target. Make a Ranged Attack Roll 


against a target in range dealing 2d4 Damage of the 
Weapon Damage Type on a hit. 


Additionally if the Attack Roll is successful, all targets 


in range of the Spread Range cone must make a 


Dexterity Saving Throw or take half the Damage of the 
initial target, one-quarter of the Damage on a success. 


Flash Flare 

Rank 1 Strike Technique 

e KiCost: 10 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: 60 feet (10 foot radius Sphere) 

e Chargeable?: Yes 

e Duration: 1 Minute 

e Type: Shot 


By infusing a piece of ammo with energy you can 
cause it to explode in a flash of light, blinding those near 
it. All creatures in range must make a Constitution 
Saving Throw or be Blinded for the duration. A 
Creature that fails this Saving Throw may remake it at 
the end of each of their turns to end the effect early. 


Hard Throw 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action or Bonus Action 
e Range: 30 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Shot 


Rear back and throw your your weapon as hard as 
you can. Make a Shot Attack Roll against a creature in 
range dealing 1d8 Damage of the Weapon Damage 
Type on a hit. If the Weapon that you throw has the 
Heavy Property, increase the Damage Die by 2 steps. 

Additionally if the Weapon has the Thrown Property, 
the range of this Technique becomes the Weapon’s 
maximum Throw range. 


Hobbling Shot 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

e¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You take a directed shot at the legs of a creature. 
Make a Shot Attack Roll against a creature in range 
dealing 1d12 Damage of the Weapon Damage Type on 
a hit. Additionally, a creature hit by this has their Walk 
Speed reduced by half until the end of thier next turn. 


Ki-Fueled Reload 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

¢ Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: Instantaneous 

e Type: Shot 


Channeling your Ki, you swiftly reload all of your 
weapons and take an immediate shot with one of them. 
All Ranged Weapons that you are currently holding are 
Reloaded, you then make a single Ranged Weapon 
Attack against a target in the range of your held 
Weapon. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Point-Blank Shot 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You attempt to place your weapon against an enemy 
within close quarters, firing a devastating shot that 
ignores the typical issues of close-range firing. Make a 
Shot Attack Roll against a target in range dealing 2d8 
Damage of the Weapon Damage Type on a hit. 

Additionally, this Technique deals an additional 
Damage Die on a Critical Hit. 


Propulsion 

Rank 1 Strike Technique 

¢ Ki Cost: 6 Ki 

¢ Casting Requirement: 1 Ranged Weapon 
e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You focus your own energy into your weapon to 
supercharge your next shot. The next Ranged Weapon 
Attack that you make or Shot Technique that you cast 
deals an extra 1d10 Thunder Damage. 


Regulated Breathing 

Rank 1 Strike Technique 

e Ki Cost: 5 Ki 

e Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Until the start of your next Turn 

e Type: Shot 


By regulating your breathing, you enter a state of 
extreme focus and stillness, enhancing your precision 
and accuracy for a critical moment. You gain a +1 Static 
Bonus on the next Ranged Weapon Attack or Shot 
Technique that you cast for the duration. 

Additionally if you have not used your Movement 
Speed for your turn, you may forgo it to instead gain a 
+3 Static Bonus. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Through-Shot 

Rank 1 Strike Technique 

e Ki Cost: 5 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (Weapon’s Short Range length, 5 foot 

wide Line) 

e Chargeable?: Yes 

e¢ Duration: Intantaneous 

e Type: Shot 


A one-in-a-million shot, yet you manage to pull it off 
simply and fire through multiple targets at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 2d4 Damage of the Weapon Damage Type on a 
fail, half on a success. 
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Gunkata 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Reaction, whenever you are targeted 
by a Weapon Attack or a Strike Technique 

e Range: Self 

e Chargeable?: No 

e Duration: Until the start of your next turn 

e Type: Shot 


Utilizing advanced gunplay techniques and rapid 
reflexes, you evade incoming attacks while countering 
with a precise shot of your own. For the duration of this 
Technique, you gain +1 to your AC as well as your 
Dexterity Saving Throws. 

Additionally for the duration anytime an Attack Roll 
misses you or you pass a Dexterity Saving Throw forced 
by a Weapon Attack or a Strike Technique, you may 
spend half the Casting Cost to make a Weapon Attack 
Roll against the triggering creature. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Ki-Infused Ammo 

Rank 2 Strike Technique 

e KiCost: 14 Ki 

e¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: Upkeep 

e Type: Shot 


You channel your Ki into a ranged weapon and its 
ammunition, imbuing them with magical properties to 
enhance their effectiveness in battle. For the duration of 
this Technique, your Ranged Weapon Attacks are 
treated as Magical for the sake of Damage 
Immunity/Resistance and gains a +1 bonus to Attack 
and Damage Rolls. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the effected Ranged Weapon 
Attack for each Mastery. 


Pinpoint Spray 

Rank 2 Strike Technique 

e Ki Cost: 16 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Double the Weapon’s Spread Range 

Line) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You are so good at calculating for spread that you 
manage to only hit those in front of you. All creatures in 
range must make a Dexterity Saving Throw or take 
2d12 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Rain 

Rank 2 Strike Technique 

e Ki Cost: 22 Ki 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range (10 foot radius) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By pre-loading your ammo with energy and firing it 
into the air, you can cause it to split into pieces to rain 
down on a crowd. All creature in range must make a 
Dexterity Saving Throw or take 5d4 Damage of the 
Weapon Damage Type, half on a success. 


Super 360 Shot 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in 360 Shot 

e Casting Requirement: 1 Ranged Laser Weapon that 
does not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Self (15 foot Emanation) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By dropping to the ground and performing a quick 
spin you can drag the beam from your weapon across 
multiple enemies that surround you at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 2d8 Energy Damage, half on a success. 


Super Burst Fire 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Burst Fire 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 3 units of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

¢ Duration: Intantaneous 

¢ Type: Shot 


By releasing a quick barrage of shots at a target, you 
make it near impossible to avoid. One creature of your 
choice in range must make a Dexterity Saving Throw or 
take 3d8 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Super Claim Distance 

Rank 2 Strike Technique 

¢ Ki Cost: 10 Ki 

e Learning Requirement: 1 Mastery in Claim Distance 
¢ Casting Requirement: none 

¢ Casting Time: 1 Action or Bonus Action 

e Range: 30 Feet 

e¢ Chargeable?: No 

e Duration: Intantaneous 

¢ Type: Shot 


Duck low and perform a tight roll that leaves you with 
your weapon drawn. When you cast this Technique, you 
may move anywhere within the range of this Technique, 
granting any Attacks of Opportunity against you 
Disadvantage. 

Additionally, you gain a +2 Static Bonus to all Ranged 
Attack Rolls and Shot Techniques until the end of your 
turn. 


Super Curved Shot 

Rank 1 Strike Technique 

e Ki Cost: 14 Ki 

e Learning Requirement: 1 Mastery in Curved Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

¢ Type: Shot 


You are so good at your craft that you can curve your 
ammo around cover. Make a Shot Attack Roll against a 
creature in range dealing 3d8 Damage of the Weapon 
Damage Type on a hit. 

This Technique ignores the benefit of Half Cover. 


Super Deadly Shot 
Rank 2 Strike Technique 


Ki Cost: 16 Ki 

Learning Requirement: 1 Mastery in Deadly Shot 
Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

Casting Time: 1 Action 

Range: Weapon’s Long Range 

Chargeable?: Yes 

Duration: Intantaneous 

Type: Shot 


You can make the most out of every inch of range that 


your weapon holds. Make a Shot Attack Roll against a 
creature in range dealing 4d8 Damage of the Weapon 
Damage Type on a hit. 


Super Deadly Spread 
Rank 2 Strike Technique 


Ki Cost: 16 Ki 

Learning Requirement: 1 Mastery in Deadly Spread 
Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 
Casting Time: 1 Action 

Range: Self (2x the Weapon’s Spread Range Cone) 
Chargeable?: Yes 

Duration: Intantaneous 

Type: Shot 


Through the use of incredible senses and extreme 
focus you are able to make more out of a weapon’s 
spread. All creatures in range must make a Dexterity 
Saving Throw or take 4d8 Damage of the Weapon 
Damage Type on a fail, half on a success. 


Super Devastate 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Devastate 

e¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range (15 foot radius) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By momentarily fueling the firing mechanism 


yourself, you can burst your ammunition to tear through 


objects. Creatures in range must make a Dexterity 


Saving Throw or take 3d10 Thunder Damage, half on a 


success. 
An object or Construct hit by this Technique takes 
double Damage. 


Super Flak Shot 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Flak Shot 

¢ Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon Range (Weapon’s Spread Range 

Cone) 

e Chargeable?: Yes 

e¢ Duration: Intantaneous 

e Type: Shot 


You fire a special round of ammo designed to split 
only after it has hit a target. Make a Ranged Attack Roll 
against a target in range dealing 3d8 Damage of the 
Weapon Damage Type on a hit. 

Additionally if the Attack Roll is successful, all targets 
in range of the Spread Range cone must make a 
Dexterity Saving Throw or take half the Damage of the 
initial target, one-quarter of the Damage on a success. 


Super Flash Flare 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Flash Flare 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

¢ Range: 90 feet (15 foot radius Sphere) 

e Chargeable?: Yes 

e Duration: 1 Minute 

e Type: Shot 


By infusing a piece of ammo with energy you can 
cause it to explode in a flash of light, blinding those near 
it. All creatures in range must make a Constitution 
Saving Throw or be Blinded for the duration. A 
Creature that fails this Saving Throw may remake it at 
the end of each of their turns to end the effect early. 


Super Hard Throw 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Hard Throw 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Shot 


Rear back and throw your your weapon as hard as 
you can. Make a Shot Attack Roll against a creature in 
range dealing 3d8 Damage of the Weapon Damage 
Type on a hit. If the Weapon that you throw has the 
Heavy Property, increase the Damage Die by 2 steps. 

Additionally if the Weapon has the Thrown Property, 
the range of this Technique becomes the Weapon’s 
maximum Throw range. 


Super Hobbling Shot 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Hobbling Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Duration: Intantaneous 

e Type: Shot 


You take a directed shot at the legs of a creature. 
Make a Shot Attack Roll against a creature in range 
dealing 4d6 Damage of the Weapon Damage Type on a 
hit. Additionally, a creature hit by this has their Walk 
Speed reduced by half until the end of thier next turn. . 


Future Mai 
MAXIUCHIHA22 


Super Ki-Fueled Reload 

Rank 2 Strike Technique 

e Ki Cost: 12 Ki 

e Learning Requirement: 1 Mastery in Ki-Fueled 
Reload 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e¢ Duration: Instantaneous 

¢ Type: Shot 


Channeling your Ki, you swiftly reload all of your 
weapons and take an immediate shot with one of them. 
All Ranged Weapons that you are currently holding are 
Reloaded, you then make a single Ranged Weapon 
Attack with a+1 Static Bonus against a target in the 
range of your held Weapon. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Super Point-Blank Shot 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Point-Blank 
Shot 

e¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You attempt to place your weapon against an enemy 
within close quarters, firing a devastating shot that 
ignores the typical issues of close-range firing. Make a 
Shot Attack Roll against a target in range dealing 4d8 
Damage of the Weapon Damage Type on a hit. 

Additionally, this Technique deals an additional two 
Damage Die on a Critical Hit. 


Super Propulsion 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Propulsion 
e Casting Requirement: 1 Ranged Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You focus your own energy into your weapon to 
supercharge your next shot. The next Ranged Weapon 
Attack that you make or Shot Technique that you cast 
deals an extra 2d10 Thunder Damage and has its range 
increased by 50%. 


Super Through-Shot 

Rank 2 Strike Technique 

e¢ Ki Cost: 10 Ki 

e Learning Requirement: 1 Mastery in Through-Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Short Range length, 5 foot 

wide Line) 
e Duration: Intantaneous 
e Type: Shot 


A one-in-a-million shot, yet you manage to pull it off 
sim@nlyanddire through multiple targets at once. All 
crvatifes'irtange must make a Dexterity Saving Throw 
or take 4d4 Damage of the Weapon Damage Type ona 
fail, half on a success. 


Ki RANK 3 


Ultimate 360 Shot 

Rank 3 Strike Technique 

e KiCost: 18 Ki 

e Learning Requirement: 1 Mastery in Super 360 
Shot 

¢ Casting Requirement: 1 Ranged Laser Weapon that 
does not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Self (20 foot Emanation) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By dropping to the ground and performing a quick 
spin you can drag the beam from your weapon across 
multiple enemies that surround you at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 4d8 Energy Damage, half on a success. 


Ultimate Burst Fire 

Rank 3 Strike Technique 

e KiCost: 18 Ki 

e Learning Requirement: 1 Mastery in Super Burst 
Fire 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 3 units of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

¢ Type: Shot 


By releasing a quick barrage of shots at a target, you 
make it near impossible to avoid. One creature of your 
choice in range must make a Dexterity Saving Throw or 
take 6d8 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Ultimate Claim Distance 

Rank 3 Strike Technique 

e Ki Cost: 15 Ki 

e Learning Requirement: 1 Mastery in Super Claim 
Distance 

e Casting Requirement: none 

e Casting Time: 1 Action or Bonus Action 

e Range: 30 Feet 

e Chargeable?: No 

e Duration: Intantaneous 

e Type: Shot 


Duck low and perform a tight roll that leaves you with 
your weapon drawn. When you cast this Technique, you 
may move anywhere within the range of this Technique, 
without triggering Attacks of Opportunity. 

Additionally, you gain a +2 Static Bonus to all Ranged 
Attack Rolls and Shot Techniques until the end of your 
turn. 


Ultimate Curved Shot 

Rank 3 Strike Technique 

e KiCost: 21 Ki 

e Learning Requirement: 1 Mastery in Super Curved 
Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You are so good at your craft that you can curve your 
ammo around cover. Make a Shot Attack Roll against a 
creature in range dealing 6d8 Damage of the Weapon 
Damage Type on a hit. 

This Technique ignores the benefit of Cover that is 
not Full Cover. 


Ultimate Deadly Shot 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Deadly 
Shot 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You can make the most out of every inch of range that 
your weapon holds. Make a Shot Attack Roll against a 
creature in range dealing 8d8 Damage of the Weapon 
Damage Type on a hit. 


Ultimate Deadly Spread 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Deadly 
Spread 

e Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (2x the Weapon’s Spread Range Cone) 

e Chargeable?: Yes 

e Duration: Intantaneous 

¢ Type: Shot 


Through the use of incredible senses and extreme 
focus you are able to make more out of a weapon’s 
spread. All creatures in range must make a Dexterity 
Saving Throw or take 6d8 Damage of the Weapon 
Damage Type on a fail, half on a success. 


Ultimate Devastate 

Rank 3 Strike Technique 

e¢ Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Devastate 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Long Range (20 foot radius) 

e¢ Chargeable?: Yes 

e Duration: Intantaneous 

¢ Type: Shot 


By momentarily fueling the firing mechanism 
yourself, you can burst your ammunition to tear through 
objects. Creatures in range must make a Dexterity 
Saving Throw or take 3d10 Thunder Damage, half on a 
success. 

An object or Construct hit by this Technique takes 
double Damage. 


Ultimate Flak Shot 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Flak 
Shot 

e Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon Range (2x Weapon’s Spread Range 

Cone) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You fire a special round of ammo designed to split 
only after it has hit a target. Make a Ranged Attack Roll 
against a target in range dealing 6d8 Damage of the 
Weapon Damage Type on a hit. 

Additionally if the Attack Roll is successful, all targets 
in range of the Spread Range cone must make a 
Dexterity Saving Throw or take half the Damage of the 
initial target, one-quarter of the Damage on a success. 


Future Mai 
ZANNINRENDERS 


Ultimate Flash Flare 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Flash 
Flare 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: 120 feet (20 foot radius Sphere) 

e Chargeable?: Yes 

e Duration: 1 Minute 

e Type: Shot 


By infusing a piece of ammo with energy you can 
cause it to explode in a flash of light, blinding those near 
it. All creatures in range must make a Constitution 
Saving Throw or be Blinded for the duration. A 
Creature that fails this Saving Throw may remake it at 
the end of each of their turns to end the effect early. 


Ultimate Gunkata 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Gunkata 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Reaction, whenever you are targeted 
by a Weapon Attack or a Strike Technique 

e Range: Self 

¢ Chargeable?: No 

¢ Duration: Until the start of your next turn 

¢ Type: Shot 


Utilizing advanced gunplay techniques and rapid 
reflexes, you evade incoming attacks while countering 
with a precise shot of your own. For the duration of this 
Technique, you gain +2 to your AC as well as your 
Dexterity Saving Throws. 

Additionally for the duration anytime an Attack Roll 
misses you or you pass a Dexterity Saving Throw forced 
by a Weapon Attack or a Strike Technique, you may 
spend half the Casting Cost to make a Weapon Attack 
Roll against the triggering creature. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Ultimate Hard Throw 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Hard 
Throw 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: 90 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Shot 


Rear back and throw your your weapon as hard as 
you can. Make a Shot Attack Roll against a creature in 
range dealing 6d8 Damage of the Weapon Damage 
Type on a hit. If the Weapon that you throw has the 
Heavy Property, increase the Damage Die by 2 steps. 

Additionally if the Weapon has the Thrown Property, 
the range of this Technique becomes double the 
Weapon’s maximum Throw range. 


Ultimate Hobbling Shot 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super 
Hobbling Shot 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You take a directed shot at the legs of a creature. 
Make a Shot Attack Roll against a creature in range 
dealing 6d8 Damage of the Weapon Damage Type on a 
hit. Additionally, a creature hit by this has their Walk 
Speed reduced to zero until the end of thier next turn. 

Additionally, should the Attack Roll be a Critical Hit, 
the target gains the Dazed Condition until the end of 
their next turn. 


Ultimate Ki-Fueled Reload 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Ki- 
Fueled Reload 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

¢ Type: Shot 


Channeling your Ki, you swiftly reload all of your 
weapons and take an immediate shot with one of them. 
All Ranged Weapons that you are currently holding are 
Reloaded, you then make a single Ranged Weapon 
Attack with a+2 Static Bonus against a target in the 
range of your held Weapon. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Ultimate Ki-Infused Ammo 

Rank 3 Strike Technique 

e KiCost: 15 Ki 

e Learning Requirement: 1 Mastery in Ki-Infused 
Ammo 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e¢ Range: Self 

¢ Chargeable?: No 

e Duration: Upkeep 

e Type: Shot 


You channel your Ki into a ranged weapon and its 
ammunition, imbuing them with magical properties to 
enhance their effectiveness in battle. For the duration of 
this Technique, your Ranged Weapon Attacks are 
treated as Magical for the sake of Damage 
Immunity/Resistance and gains a +2 bonus to Attack 
and Damage Rolls. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Ultimate Pinpoint Spray 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Pinpoint Spray 

e Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Triple the Weapon’s Spread Range 

Line) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You are so good at calculating for spread that you 
manage to only hit those in front of you. All creatures in 
range must make a Dexterity Saving Throw or take 
4d10 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Ultimate Point-Blank Shot 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Point- 
Blank Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You attempt to place your weapon against an enemy 
within close quarters, firing a devastating shot that 
ignores the typical issues of close-range firing. Make a 
Shot Attack Roll against a target in range dealing 8d8 
Damage of the Weapon Damage Type on a hit. 

Additionally, this Technique deals an additional three 
Damage Die on a Critical Hit. 


Ultimate Propulsion 

Rank 3 Strike Technique 

e KiCost: 18 Ki 

e Learning Requirement: 1 Mastery in Super 
Propulsion 

e Casting Requirement: 1 Ranged Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You focus your own energy into your weapon to 
supercharge your next shot. The next Ranged Weapon 
Attack that you make or Shot Technique that you cast 
deals an extra 4d10 Energy Damage and has its range 
increased by 50%. 


Ultimate Rain 

Rank 3 Strike Technique 

e Ki Cost: 33 Ki 

e Learning Requirement: 1 Mastery in Rain 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Long Range (10 foot radius) 

e Chargeable?: Yes 

¢ Duration: Intantaneous 

e Type: Shot 


By pre-loading your ammo with energy and firing it 
into the air, you can cause it to split into pieces to rain 
down on a crowd. All creature in range must make a 
Dexterity Saving Throw or take 4d8 Damage of the 
Weapon Damage Type, half on a success. 


Ultimate Regulated Breathing 

Rank 3 Strike Technique 

e KiCost: 15 Ki 

e Learning Requirement: 1 Mastery in Regulated 
Breathing 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

¢ Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: Until the start of your next Turn 

¢ Type: Shot 


By regulating your breathing, you enter a state of 
extreme focus and stillness, enhancing your precision 


and accuracy for a critical moment. You gain a +3 Static 


Bonus on the next Ranged Weapon Attack or Shot 
Technique that you cast for the duration. 

Additionally if you have not used your Movement 
Speed for your turn, you may forgo it to instead gain 
Advantage on the next Ranged Weapon Attack or Shot 
Technique that you cast for the duration. 


This Technique has limited Mastery Options, either 
adding +1 to Damage Rolls with this Weapon or 
allowing you to cast this Technique as a Reaction 
whenever you take the Attack Action. 


Ultimate Through-Shot 

Rank 3 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Super 
Through-Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Long Range length, 5 foot 

wide Line) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


A one-in-a-million shot, yet you manage to pull it off 
simply and fire through multiple targets at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 4d8 Damage of the Weapon Damage Type on a 
fail, half on a success. 


Vital Shot 

Rank 3 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: None 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


Through the use of extreme focus you are able to 
plant a shot right in the targets vitals. Make a Shot 
Attack Roll against a creature in range dealing 6d8 
Damage of the Weapon Damage Type on a hit. 


GRANOLA 
SAIYANKINGO2 


Ki RANK 4 


Limitbreaker 360 Shot 

Rank 4 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Ultimate 360 
Shot 

¢ Casting Requirement: 1 Ranged Laser Weapon that 
does not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Self (30 foot Emanation) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By dropping to the ground and performing a quick 
spin you can drag the beam from your weapon across 
multiple enemies that surround you at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 6d8 Energy Damage, half on a success. 


Limitbreaker Burst Fire 

Rank 4 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Ultimate Burst 
Fire 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 3 units of suitable 
Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By releasing a quick barrage of shots at a target, you 
make it near impossible to avoid. One creature of your 
choice in range must make a Dexterity Saving Throw or 
take 8d8 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Jaco 
MAXIUCHIHA22 


Limitbreaker Claim Distance 

Rank 4 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Ultimate Claim 
Distance 

e Casting Requirement: none 

e Casting Time: 1 Action or Bonus Action 

e Range: 60 Feet 

e Chargeable?: No 

e Duration: Intantaneous 

e Type: Shot 


Duck low and perform a swift roll that leaves you with 
your weapon drawn. When you cast this Technique, you 
may move anywhere within the range of this Technique, 
without triggering Attacks of Opportunity. 

Additionally, you gain a +3 Static Bonus to all Ranged 
Attack Rolls and Shot Techniques until the end of your 
turn. 


Limitbreaker Curved Shot 

Rank 4 Strike Technique 

e Ki Cost: 28 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Curved Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You are so good at your craft that you can curve your 
ammo around cover. Make a Shot Attack Roll against a 
creature in range dealing 8d8 Damage of the Weapon 
Damage Type on a hit. 

This Technique ignores the benefit of Cover that is 
not Full Cover. 


Limitbreaker Deadly Shot 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Deadly 
Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You can make the most out of every inch of range that 
your weapon holds. Make a Shot Attack Roll against a 
creature in range dealing 8d10 Damage of the Weapon 
Damage Type on a hit. 


Limitbreaker Deadly Spread 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Deadly Spread 

¢ Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Self (3x the Weapon’s Spread Range Cone) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


Through the use of incredible senses and extreme 
focus you are able to make more out of a weapon’s 
spread. All creatures in range must make a Dexterity 
Saving Throw or take 8d8 Damage of the Weapon 
Damage Type on a fail, half on a success. 


Limitbreaker Devastate 

Rank 4 Strike Technique 

e KiCost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Devastate 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range (30 foot radius) 

e Chargeable?: Yes 

¢ Duration: Intantaneous 

e Type: Shot 


By momentarily fueling the firing mechanism 
yourself, you can burst your ammunition to tear through 
objects. Creatures in range must make a Dexterity 
Saving Throw or take 4d10 Thunder Damage, half on a 
success. 

An object or Construct hit by this Technique takes 
triple Damage. 


Limitbreaker Flak Shot 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Flak 
Shot 

e Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon Range (2x Weapon’s Spread Range 

Cone) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You fire a special round of ammo designed to split 
only after it has hit a target. Make a Ranged Attack Roll 
against a target in range dealing 8d8 Damage of the 
Weapon Damage Type on a hit. 

Additionally if the Attack Roll is successful, all targets 
in range of the Spread Range cone must make a 
Dexterity Saving Throw or take the same Damage of the 
initial target, half of the Damage on a success. 


Limitbreaker Flash Flare 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Flash 
Flare 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

¢ Range: 120 feet (30 foot radius Sphere) 

e Chargeable?: Yes 

e Duration: 1 Minute 

e Type: Shot 


By infusing a piece of ammo with energy you can 
cause it to explode in a flash of light, blinding those near 
it. All creatures in range must make a Constitution 
Saving Throw or be Blinded for the duration. A 
Creature that fails this Saving Throw may remake it at 
the end of each of their turns to end the effect early. 


Limitbreaker Gunkata 

Rank 4 Strike Technique 

e KiCost: 38 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Gunkata 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

¢ Casting Time: 1 Reaction, whenever you are targeted 
by a Weapon Attack or a Strike Technique 

e Range: Self 

e Chargeable?: No 

e Duration: Until the start of your next turn 

e Type: Shot 


Utilizing advanced gunplay techniques and rapid 
reflexes, you evade incoming attacks while countering 
with a precise shot of your own. For the duration of this 
Technique, you gain +3 to your AC as well as your 
Dexterity Saving Throws. 

Additionally for the duration anytime an Attack Roll 
misses you or you pass a Dexterity Saving Throw forced 
by a Weapon Attack or a Strike Technique, you may 
spend half the Casting Cost to make a Weapon Attack 
Roll against the triggering creature. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Limitbreaker Hard Throw 

Rank 4 Strike Technique 

¢ Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Hard 
Throw 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: 120 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Shot 


Rear back and throw your your weapon as hard as 
you can. Make a Shot Attack Roll against a creature in 
range dealing 8d8 Damage of the Weapon Damage 
Type on a hit. If the Weapon that you throw has the 
Heavy Property, increase the Damage Die by 3 steps. 

Additionally if the Weapon has the Thrown Property, 
the range of this Technique becomes triple the 
Weapon’s maximum Throw range. 


Limitbreaker Hobbling Shot 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Hobbling Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

e Chargeable?: Yes 

¢ Duration: Intantaneous 

e Type: Shot 


You take a directed shot at the legs of a creature. 
Make a Shot Attack Roll against a creature in range 
dealing 8d8 Damage of the Weapon Damage Type ona 
hit. Additionally, a creature hit by this has their Walk 
Speed reduced to zero until the end of thier next turn. 

Additionally, should the Attack Roll be a Critical Hit 
or deal maximum Damage on its Damage Roll, the 
target gains the Dazed Condition until the end of their 
next turn. 


Limitbreaker Ki-Fueled Reload 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Ki1- 
Fueled Reload 

e Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Shot 


Channeling your Ki, you swiftly reload all of your 
weapons and take an immediate shot with one of them. 
All Ranged Weapons that you are currently holding are 
Reloaded, you then make a single Ranged Weapon 
Attack with a +3 Static Bonus against a target in the 
range of your held *Weapon 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Limitbreaker Ki-Infused Ammo 

Rank 4 Strike Technique 

¢ Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Ultimate Ki- 
Infused Ammo 

¢ Casting Requirement: At least 1 equipped Ranged 
Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e Type: Shot 


You channel your Ki into a ranged weapon and its 
ammunition, imbuing them with magical properties to 
enhance their effectiveness in battle. For the duration of 
this Technique, your Ranged Weapon Attacks are 
treated as Magical for the sake of Damage 
Immunity/Resistance and gains a +3 bonus to Attack 
and Damage Rolls. 


This Technique has limited Mastery Options, adding +1 
to Damage Rolls with the Ranged Weapon Attack for 
each Mastery. 


Limitbreaker Pinpoint Spray 

Rank 4 Strike Technique 

e KiCost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Pinpoint Spray 

¢ Casting Requirement: 1 Ranged Weapon that has 
the Spread Property, 1 unit of suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Self(Triple the Weapon’s Spread Range 

Line) 

e Chargeable?: Yes 

e¢ Duration: Intantaneous 

e Type: Shot 


You are so good at calculating for spread that you 
manage to only hit those in front of you. All creatures in 
range must make a Dexterity Saving Throw or take 
6d12 Damage of the Weapon Damage Type on a fail, 
half on a success. 


Limitbreaker Propulsion 

Rank 4 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Propulsion 

e Casting Requirement: 1 Ranged Weapon 

e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You focus your own energy into your weapon to 
supercharge your next shot. The next Ranged Weapon 
Attack that you make or Shot Technique that you cast 
deals an extra 6d10 Energy Damage and has its range 
doubled. 


Limitbreaker Point-Blank Shot 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Point- 
Blank Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Melee Range 

e¢ Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


You attempt to place your weapon against an enemy 
within close quarters, firing a devastating shot that 
ignores the typical issues of close-range firing. Make a 
Shot Attack Roll against a target in range dealing 8d10 
Damage of the Weapon Damage Type on a hit. 

Additionally, this Technique deals an additional four 
Damage Die on a Critical Hit. 


Limitbreaker Rain 

Rank 4 Strike Technique 

e KiCost: 44 Ki 

e Learning Requirement: 1 Mastery in Ultimate Rain 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range (20 foot radius) 

e Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


By pre-loading your ammo with energy and firing it 
into the air, you can cause it to split into pieces to rain 
down on a crowd. All creature in range must make a 
Dexterity Saving Throw or take 6d8 Damage of the 
Weapon Damage Type, half on a success. 


Limitbreaker Through-Shot 

Rank 4 Strike Technique 

e KiCost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Through-Shot 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Long Range length, 5 foot 

wide Line) 

¢ Chargeable?: Yes 

e¢ Duration: Intantaneous 

¢ Type: Shot 


A one-in-a-million shot, yet you manage to pull it off 
simply and fire through multiple targets at once. All 
creatures in range must make a Dexterity Saving Throw 
or take 6d8 Damage of the Weapon Damage Type on a 
fail, half on a success. 


Limitbreaker Vital Shot 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Vital Shot 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property, 1 unit of suitable 
Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Long Range 

¢ Chargeable?: Yes 

e Duration: Intantaneous 

e Type: Shot 


Through the use of extreme focus you are able to 
plant a shot right in the targets vitals. Make a Shot 
Attack Roll against a creature in range dealing 8d8 


Damage of the Weapon Damage Type on a hit. GRANOLA 
PINTEREST 


UNARMED TECHIQUES 
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Axe Kick 
Rank 1 Strike Technique 
e Ki Cost: 6 Ki 


¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 
¢ Type: Unarmed 


You quickly close the distance, raise your foot high 
above your opponent’s head, and deliver a devastating 
kick downward at the target. Roll an Unarmed Attack 
Roll against a creature in range dealing 2d6 
Bludgeoning Damage and are Launched 5 feet down on 
a hit. 

A creature that is already on solid ground is knocked 
Prone instead of being Launched. 


Crush 

Rank 1 Strike Technique 

¢ Ki Cost: 4 Ki 

¢ Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Squeeze the creature in your grasp as if to wring the 
life from them. One creature in range must make a 
Constitution Saving Throw or take 1d10 Force Damage, 
half on a success. 


Dive Strike 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

e Casting Requirement: Minimum of 10 feet between 
Caster and Target 

¢ Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You drop directly onto a creature below you. Make an 
Unarmed Attack Roll against a creature in range, 
dealing the same Fal// Damage that you would have 
taken in the fall on a hit and leaving you in the nearest 
unoccupied space next to the target. If the Unarmed 
Attack Roll lands you may ignore a number of Fall 
Damage Die equal to your Ki Rank. 

Additionally if the Unarmed Attack Roll misses you 
land in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +1 per 
Mastery Rank. 


Drop Kick 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Unarmed 


Leap at a target and kick them away from you. One 
creature in range must make a Strength Saving Throw 
or take 3d6 Bludgeoning Damage and are pushed 5 feet 
back on a fail. Creatures take half Damage and are not 
pushed back on a success. 


Gut Punch 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 
You deliver a powerful punch to your opponent’s gut, 
aiming to wind them and leave them vulnerable. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 2d6 Bludgeoning Damage on a hit. A 
creature hit with this must make a Constitution 
Saving Throw or be Dazed until the end of their next 
turn. 


Haymaker 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

¢ Casting Time: 1 Action 

e Range: Melee Range 

¢ Chargeable?: Yes 

e Duration: Instantaneous 
¢ Type: Unarmed 


Leap at a target and send them flying with a heavy 
punch. Roll an Unarmed Attack Roll against a creature 
in range dealing 2d4 Bludgeoning Damage on a hit and 
Launch them 10 feet in the opposite direction of you. 


Headbutt 

Rank 1 Strike Technique 

¢ Ki Cost: 6 Ki 

e Casting Time: 1 Action 

e Range: 15 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 
¢ Type: Unarmed 


Launch yourself at a creature to slam them with your 
head. Roll an Unarmed Attack Roll against a creature in 
range dealing 3d4 Bludgeoning Damage on a hit. You 
end this Technique in the nearest unoccupied space 
next to the target. 


Goku HEADBUTTS PICCOLO 
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Heavy Throw 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Unarmed 


Grab the target before violently throwing them. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 3d4 Bludgeoning Damage on a hit and Launch 
them 15 feet in a direction of your choice. 


Hurricane Kick 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e Casting Time: 1 Action 

e Range: Self(Melee Range Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Briefly jump into the air to do a powerful kick against 
all those that surround you. All creatures in range must 
make a Dexterity Saving Throw or take 3d4 
Bludgeoning Damage on a fail, half on a success. 


Jab 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

e Casting Time: 1 Action or Bonus Action 
e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Throw out a quick strike to ready up your next one. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 1d12 Bludgeoning Damage on a hit. Should you 
hit the target, you gain a +1 Static Bonus to the next 
Attack Roll or Strike Technique against the target for 
the rest of your turn. 


Jaw Strike 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Unarmed 


Through use of a well aimed blow to the jaw you hope 
to deal excessive damage and throw off your opponent. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 2d8 Bludgeoning Damage on a hit. A creature 
hit with this must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 

If this Technique is a Critical Hit or deals its 
maximum Damage, the creature automatically fails 
their Saving Throw. 


Knee Strike 

Rank 1 Strike Technique 

¢ Ki Cost: 8 Ki 

¢ Casting Time: 1 Action 

e Range: 10 feet 

e Chargeable?: Yes 

¢ Duration: Instantaneous 
¢ Type: Unarmed 


With a frontal jump you throw your entire weight into 
your knee, crashing into the opponents torso. Roll an 
Unarmed Attack Roll dealing 2d6 Bludgeoning Damage 
on a hit. The target must then make a Strength Saving 
Throw or be knocked prone. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Leg Sweep 

Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

¢ Casting Time: 1 Action or Bonus Action 
e Range: Self (Melee Range Emanation) 
e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


By dropping into low stance you swing your leg to trip 
all creatures within your reach. All Creatures in range 
must make a Strength Saving Throw or be knocked 
prone. 


Ragdoll Slam 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki 

e¢ Casting Requirement: Must be on solid ground or an 

equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Unarmed 


Shift your grapple to the target’s arm or leg and slam 
them around. One creature in range must make a 
Constitution Saving Throw or take 3d4 Bludgeoning 
Damage ,half on a Success. 


Roundhouse Kick 

Rank 1 Strike Technique 

e Ki Cost: 8 Ki 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 
e Type: Unarmed 


By spinning before you throw your kick you are able 
to incorporate momentum into the force behind it. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 4d4 Bludgeoning Damage on a hit. 


FUTURE TRUNKS (DBS) 
ApB3388 


RUSH 


Rank 1 Strike Technique 

¢ KiCost: 3 Ki per strike 

e Casting Time: 1 Action 

e Range: Melee Range 

e¢ Duration: Instantaneous 
¢ Type: Unarmed 


Release a quick flurry of strikes against a target. Roll 
an Unarmed Attack Roll for each strike at the target, 
dealing 1d8 Damage to a maximum amount of 
Unarmed Attack Roll up to double your Ki Rank. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


SNAP KICK 


Rank 1 Strike Technique 

¢ Ki Cost: 4 Ki 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Duration: Instantaneous 
e¢ Type: Unarmed 


A swift, precise kick to the opponent’s ribs, designed 
to be executed quickly and disrupt their stance. Roll an 
Unarmed Attack Roll dealing 1d12 Bludgeoning 
Damage on a hit. The target must then make a 
Constitution Saving Throw or have all Movement 
Speeds reduced by 10 Feet until the end of their next 
turn. 


Broty (FiGHTERZ 5M) 
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STOMP 


Rank 1 Strike Technique 

e KiCost: 5 Ki 

e Casting Time: 1 Action 

e Range: Melee Range 

e Duration: Instantaneous (Special) 
e Type: Unarmed 


Bring your foot down on the opponent to pin them to 
the ground. Roll an Unarmed Attack Roll dealing 1d10 
Bludgeoning Damage on a hit. The target must then 
make a Strength Saving Throw or be knocked Prone 
and Restrained until the end of their next turn. 

Additionally you may choose to hold Concentration on 
this Technique to extend the duration to a maximum of 
1 Minute, during this time the target may make a 
Strength Saving Throw at the start of their turn to end 
the duration early. This Technique ends early if you 
move out of range of the effected target. 


SUBMISSION HOLD 


Rank 1 Strike Technique 

e Ki Cost: 4 Ki 

e Casting Time: 1 Action or Bonus Action 

e Range: | Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

¢ Duration: Upkeep 

e¢ Type: Unarmed 


You adjust your grip on a creature, putting them into 
an iron tight hold. For the duration of this Technique, 
the creature that you are grappling is Restrained and 
must make a Strength Saving Throw at the end of their 
turn to end this Technique. 


SUPLEX 


Rank 1 Strike Technique 

e KiCost: 8 Ki 

¢ Casting Requirement: Must be on solid ground or an 

equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Duration: Instantaneous 

e Type: Unarmed 


Use your weight to lift and slam a creature that you 
have ahold of. One creature in range must make a 
Strength Saving Throw or take 4d4 Bludgeoning 
Damage and are knocked Prone on a fail. Creatures 
take half Damage and are not knocked Prone ona 
success. 

The Target of this Technique is no longer Grappled 
after its completion. 


Ki RANK 2 


Air Bullet 

Rank 2 Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: None 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

¢ Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


By punching the air you send forth bullets of air 
pressure at the target. For the Duration of this 
Technique, all Unarmed Strike Attack Rolls you would 
make become Unarmed Attack Rolls. 

Additionally, your Unarmed Strikes gain a 30 foot 
range. Your Unarmed Strikes deal Thunder Damage 
when using this additional range. 


Combo 

Rank 2 Strike Technique 

e KiCost: 5 Ki per strike 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Release a strong barrage of strikes against a target. 
Roll an Unarmed Attack Roll for each strike at the 
target, dealing 1d6 Damage to a maximum amount of 
Unarmed Attack Roll up to your Ki Rank. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Orb Crash 

Rank 2 Strike Technique 

e Ki Cost: 25 Ki 

e Learning Requirement: None 
¢ Casting Time: 1 Action 

e Range: 20 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Form a condensed orb of energy in your hand before 
dashing at the opponent with it. You move to the nearest 
unoccupied location next to a target in range and make 
an Unarmed Attack Roll dealing 6d6 Energy Damage on 
a success. 


Scatter Debris 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: None 

¢ Casting Requirement: Must be on solid ground or an 
equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (15 foot Cone) 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 


By shoving your hand into the ground you are able to 
rip the ground ahead of you in to deadly shards. All 
creatures in range must make a Dexterity Saving Throw 
or take 4d8 Piercing Damage, half on a success. 

Additionally, surfaces in range become Difficult 
Terrain for 1 minute. 


Super Axe Kick 

Rank 2 Strike Technique 

e Ki Cost: 12 Ki 

e Learning Requirement: 1 Mastery in Axe Kick 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You quickly close the distance, raise your foot high 
above your opponent’s head, and deliver a devastating 
kick downward at the target. Roll an Unarmed Attack 
Roll against a creature in range dealing 4d6 
Bludgeoning Damage and are Launched 15 feet down 
on a hit. 

A creature that is already on solid ground is knocked 
Prone instead of being Launched. 


Super Crush 

Rank 2 Strike Technique 

e Ki Cost: 12 Ki 

e Learning Requirement: 1 Mastery in Crush 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Squeeze the creature in your grasp as if to wring the 
life from them. One creature in range must make a 
Constitution Saving Throw or take 2d10 Force Damage, 
half on a success. 


Super Dive Strike 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Dive Strike 

¢ Casting Requirement: Minimum of 10 feet between 
Caster and Target 

e Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You drop directly onto a creature below you. Make an 
Unarmed Attack Roll against a creature in range, 
dealing the same Fal// Damage that you would have 
taken in the fall on a hit and leaving you in the nearest 
unoccupied space next to the target. If the Unarmed 
Attack Roll lands you may ignore a number of Fall 
Damage Die equal to double your Ki Rank. 

Additionally if the Unarmed Attack Roll misses you 
land in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +1 per 
Mastery Rank. 


Super Drop Kick 

Rank 2 Strike Technique 

e KiCost: 14 Ki 

e Learning Requirement: 1 Mastery in Drop Kick 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Leap at a target and kick them away from you. One 
creature in range must make a Strength Saving Throw 
or take 3d12Bludgeoning Damage and are Launched 15 
feet back on a fail. Creatures take half Damage and are 
pushed back 5 feet on a success. 


Super Gut Punch 

Rank 2 Strike Technique 

¢ KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Gut Punch 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 
You deliver a powerful punch to your opponent’s gut, 
aiming to wind them and leave them vulnerable. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 4d6 Bludgeoning Damage on a hit. A 
creature hit with this must make a Constitution 
Saving Throw or be Dazed until the end of their next 
turn. 


Super Haymaker 

Rank 2 Strike Technique 

e¢ KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Haymaker 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Leap at a target and send them flying with a heavy 
punch. Roll an Unarmed Attack Roll against a creature 
in range dealing 3d8 Bludgeoning Damage on a hit and 
Launch them in the opposite direction of you 10 feet. 


Super Headbutt 

Rank 2 Strike Technique 

e Ki Cost: 12 Ki 

e Learning Requirement: 1 Mastery in Headbutt 
e Casting Time: 1 Action 

e Range: 15 Feet 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

¢ Type: Unarmed 


Launch yourself at a creature to slam them with your 
head. Roll an Unarmed Attack Roll against a creature in 
range dealing 4d8 Bludgeoning Damage on a hit. You 
end this Technique in the nearest unoccupied space 
next to the target. 


Super Heavy Throw 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Heavy Throw 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Duration: Instantaneous 

e Chargeable?: Yes 

e Type: Unarmed 


Grab the target before violently throwing them. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 3d8 Bludgeoning Damage on a hit and Launch 
them 15 feet in a direction of your choice. 


Super Hurricane Kick 

Rank 2 Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: 1 Mastery in Hurricane Kick 
e Casting Time: 1 Action 

e Range: Self(Melee Range Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Briefly jump into the air to do a powerful kick against 
all those that surround you. All creatures in range must 
make a Dexterity Saving Throw or take 3d8 
Bludgeoning Damage on a fail, half on a success. 


Super Jab 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Jab 
¢ Casting Time: 1 Bonus 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

¢ Type: Unarmed 


Throw out a quick strike to ready up your next one. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 2d12 Bludgeoning Damage on a hit. Should you 
hit the target, you gain a +2 Static Bonus to the next 
Attack Roll or Strike Technique against the target for 
the rest of your turn. 


Super Jaw Strike 

Rank 2 Strike Technique 

e KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Jaw Strike 
¢ Casting Time: 1 Action 

e Range: Melee Range 

¢ Duration: Instantaneous 

e¢ Type: Unarmed 


Through use of a well aimed blow to the jaw you hope 
to deal excessive damage and throw off your opponent. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 3d8 Bludgeoning Damage on a hit. A creature 
hit with this must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 

If this Technique is a Critical Hit or deals its 
maximum Damage, the creature automatically fails 
their Saving Throw. 
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Super Knee Strike 

Rank 2 Strike Technique 

e¢ KiCost: 16 Ki 

e Learning Requirement: 1 Mastery in Knee Strike 
e Casting Time: 1 Action 

e Range: 20 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


With a frontal leap you throw your entire weight into 
your knee, crashing into the opponents torso. Roll an 
Unarmed Attack Roll dealing 4d6 Bludgeoning Damage 
on a hit. The target must then make a Strength Saving 
Throw or be knocked prone. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Super Leg Sweep 

Rank 2 Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: 1 Mastery in Leg Sweep 
e Casting Time: 1 Action 

e Range: Self (Melee Range Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


By dropping into low stance you swing your leg to trip 
all creatures within your reach. All Creatures in range 
must make a Strength Saving Throw or take 2d6 
Bludgeoning Damage and be knocked Prone. Targets 
that past take half Damage and are not knocked Prone. 


Super Ragdoll Slam 

Rank 2 Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: 1 Mastery in Ragdoll Slam 

¢ Casting Requirement: Must be on solid ground or an 

equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 


Shift your grapple to the target’s arm or leg and slam 
them around. One creature in range must make a 
Constitution Saving Throw or take 3d8 Bludgeoning 
Damage, half on a Success. 


Super Roundhouse Kick 

Rank 2 Strike Technique 

e Ki Cost: 18 Ki 

e Learning Requirement: 1 Mastery in Roundhouse 
Kick 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


By spinning before you throw your kick you are able 
to incorporate momentum into the force behind it. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 6d6 Bludgeoning Damage on a hit. 


Super Rush 

Rank 2 Strike Technique 

e Ki Cost: 6 Ki per strike 

e Learning Requirement: 1 Mastery in Rush 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Release a quick flurry of strikes against a target. Roll 
an Unarmed Attack Roll for each strike at the target, 
dealing 2d4 Damage to a maximum amount of 
Unarmed Attack Roll up to your Proficiency Bonus. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 2. 


Super Snap Kick 

Rank 2 Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: 1 Mastery in Snap Kick 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Unarmed 


A swift, precise kick to the opponent’s ribs, designed 
to be executed quickly and disrupt their stance. Roll an 
Unarmed Attack Roll dealing 2d12 Bludgeoning 
Damage on a hit. The target must then make a 
Constitution Saving Throw or have all Movement 
Speeds reduced by 15 Feet until the end of their next 
turn. 


Super Stomp 

Rank 2 Strike Technique 

¢ Ki Cost: 10 Ki 

e Learning Requirement: 1 Mastery in Stomp 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous (Special) 

¢ Type: Unarmed 


Bring your foot down on the opponent to pin them to 
the ground. Roll an Unarmed Attack Roll dealing 2d10 
Bludgeoning Damage on a hit. The target must then 
make a Strength Saving Throw or be knocked Prone 
and Restrained until the end of their next turn. 

Additionally you may choose to hold Concentration on 
this Technique to extend the duration to a maximum of 
1 Minute, during this time the target may make a 
Strength Saving Throw at the start of their turn to end 
the duration early. This Technique ends early if you 
move out of range of the effected target. 


Super Suplex 

Rank 2 Strike Technique 

e Ki Cost: 16 Ki 

e Learning Requirement: 1 Mastery in Suplex 

¢ Casting Requirement: Must be on solid ground or an 

equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Use your weight to lift and slam a creature that you 
have ahold of. One creature in range must make a 
Strength Saving Throw or take 3d12 Bludgeoning 
Damage and are knocked Prone on a fail. Creatures 
take half Damage and are not knocked Prone ona 
success. 

The Target of this Technique is no longer Grappled 
after its completion. 


Volley 

Rank 2 Strike Technique 

e Ki Cost: 10 Ki per Volley 

e Learning Requirement: None 

e Casting Time: 1 Bonus Action, taken when you 
would Launch a creature 

e Range: 1 Creature that you Launched 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Unarmed 


You dash ahead to intercept the creature that you 
launched ahead and hit them again. You move to the 
nearest unoccupied location next to where the creature 
would stop its movement and Launch the creature an 
additional 20 Feet in a direction of your choice. You 
may repeat this process again for every increment of the 
Casting Cost that you expend to a maximum amount 
equal to double your Ki Rank. 

Additionally you may double the Casting Cost to use 
this Technique as a Reaction to a Creature that ends its 
Launch Distance within your Movement Speed. If the 
Casting Time of this Technique becomes reduced to 1 
Reaction, you do not double the Casting Cost to use this 
effect. 


Ki RANK 3 


Ultimate Air Bullet 

Rank 3 Strike Technique 

e¢ Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Air Bullet 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self 

¢ Chargeable?: No 

e Duration: Instantaneous 

¢ Type: Unarmed 


By punching the air you send forth bullets of air 
pressure at the target. For the Duration of this 
Technique, all Unarmed Strike Attack Rolls you would 
make become Unarmed Attack Rolls and have their 
Damage Die increased by 1 Step. 

Additionally, your Unarmed Strikes gain a 60 foot 
range. Your Unarmed Strikes deal Thunder Damage 
when using this additional range. 


Ultimate Axe Kick 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Axe Kick 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You quickly close the distance, raise your foot high 
above your opponent’s head, and deliver a devastating 
kick downward at the target. Roll an Unarmed Attack 
Roll against a creature in range dealing 6d8 
Bludgeoning Damage and are Launched 20 feet down 
on a hit. 


Ultimate Combo 

Rank 3 Strike Technique 

e Ki Cost: 6 Ki per strike 

e Learning Requirement: 1 Mastery in Combo 
¢ Casting Time: 1 Action 

e Range: Melee Range 

¢ Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


Release a strong barrage of strikes against a target. 
Roll an Unarmed Attack Roll for each strike at the 
target, dealing 1d8 Bludgeoning Damage to a maximum 
amount of Unarmed Attack Roll up to double your Ki 
Rank. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Ultimate Crush 

Rank 3 Strike Technique 

¢ Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Crush 

e¢ Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Squeeze the creature in your grasp as if to wring the 
life from them. One creature in range must make a 
Constitution Saving Throw or take 4d10 Force Damage, 
half on a success. 


Ultimate Dive Strike 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Dive 
Strike 

e Casting Requirement: Minimum of 10 feet between 
Caster and Target 

e Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You drop directly onto a creature below you. Make an 
Unarmed Attack Roll against a creature in range, 
dealing the same Fal// Damage that you would have 
taken in the fall on a hit and leaving you in the nearest 
unoccupied space next to the target. If the Unarmed 
Attack Roll lands you may ignore a number of Fall 
Damage Die equal to triple your Ki Rank and if itis a 
Critical Hit then a grounded target is stuck in the 
ground as if Launched. 

Additionally if the Unarmed Attack Roll misses you 
land in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +2 per 
Mastery Rank. 


Ultimate Drop Kick 

Rank 3 Strike Technique 

e Ki Cost: 22 Ki 

e Learning Requirement: 1 Mastery in Super Drop 
Kick 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Leap at a target and kick them away from you. One 
creature in range must make a Strength Saving Throw 
or take 8d6 Bludgeoning Damage and are Launched 20 
feet back on a fail. Creatures take half Damage and are 
pushed Jaunched 10 feet on a success. 


Ultimate Gut Punch 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Super Gut 
Punch 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 
You deliver a powerful punch to your opponent’s gut, 
aiming to wind them and leave them vulnerable. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 6d8 Bludgeoning Damage on a hit. A 
creature hit with this must make a Constitution 
Saving Throw or be Dazed until the end of their next 
turn. 


Additionally if the Technique is a Critical Hit, the 


target has Disadvantage on the Constitution Saving 
Throw. 


Ultimate Haymaker 

Rank 3 Strike Technique 

e KiCost: 32 Ki 

e Learning Requirement: 1 Mastery in Super 
Haymaker 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Leap at a target and send them flying with a heavy 
punch. Roll an Unarmed Attack Roll against a creature 
in range dealing 8d6 Bludgeoning Damage on a hit and 
Launch them in the opposite direction of you 20 feet. 


Ultimate Headbutt 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Super 
Headbutt 

e Casting Time: 1 Action 

e Range: 30 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Launch yourself at a creature to slam them with your 
head. Roll an Unarmed Attack Roll against a creature in 
range dealing 8d8 Bludgeoning Damage on a hit. You 
end this Technique in the nearest unoccupied space 
next to the target. 


Ultimate Heavy Throw 

Rank 3 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Heavy 
Throw 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Grab the target before violently throwing them. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 6d8 Bludgeoning Damage on a hit and Launch 
them 30 feet in a direction of your choice. 
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Ultimate Hurricane Kick 

Rank 3 Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: 1 Mastery in Super 
Hurricane Kick 

¢ Casting Time: 1 Action 

e Range: Self(Melee Range + 5 Feet Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Briefly jump into the air to do a powerful kick against 
all those that surround you, extending the range with a 
sonic boom. All creatures in range must make a 
Dexterity Saving Throw or take 6d8 Thunder Damage 
on a fail, half on a success. 


Ultimate Jab 

Rank 3 Strike Technique 

e Ki Cost: 22 Ki 

e Learning Requirement: 1 Mastery in Super Jab 
¢ Casting Time: 1 Bonus 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Throw out a quick strike to ready up your next one. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 3d12 Bludgeoning Damage on a hit. Should you 
hit the target, the next Attack Roll or Strike Technique 
against the target before the end of your next turn gains 
a+3 Static Bonus. 
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Ultimate Jaw Strike 

Rank 3 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Jaw 
Strike 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Unarmed 


Through use of a well aimed blow to the jaw you hope 
to deal excessive damage and throw off your opponent. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 6d8 Bludgeoning Damage on a hit. A creature 
hit with this must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 

If this Technique is a Critical! Hit or deals its 
maximum Damage, the creature automatically fails 
their Saving Throw and is knocked Prone. 


Ultimate Knee Strike 

Rank 3 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Knee 
Strike 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


With a frontal leap you throw your entire weight into 
your knee, crashing into the opponents torso. Roll an 
Unarmed Attack Roll dealing 8d6 Bludgeoning Damage 
on a hit. The target must then make a Strength Saving 
Throw or be knocked prone. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Ultimate Leg Sweep 

Rank 3 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Super Leg 
Sweep 

e Casting Time: 1 Action 

e Range: Self (Melee Range + 5 feet Emanation) 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


By dropping into low stance you swing your leg, 
sending a blast of pressure to trip all creatures within 
your reach. All Creatures in range must make a 
Strength Saving Throw or take 4d6 Bludgeoning 
Damage and be knocked Prone. Targets that pass take 
half Damage and are not knocked Prone. 


Ultimate Ragdoll Slam 
Rank 3 Strike Technique 
e KiCost: 22 Ki 
e Learning Requirement: 1 Mastery in Super Ragdoll 
Slam 
¢ Casting Requirement: Must be on solid ground or an 
equivalent 
¢ Casting Time: 1 Action or Bonus Action 
e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 
e Chargeable?: Yes 
e Duration: Instantaneous 
e¢ Type: Unarmed 


Shift your grapple to the target’s arm or leg and slam 
them around. One creature in range must make a 
Constitution Saving Throw or take 8d4 Bludgeoning 
Damage, half on a Success. 

Additionally if the target rolls a 1 on the Saving 
Throw, they become Dazed until the end of their next 
Turn. 


Ultimate Roundhouse Kick 

Rank 3 Strike Technique 

¢ Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Super 
Roundhouse Kick 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


By spinning before you throw your kick you are able 
to incorporate momentum into the force behind it. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 8d8 Bludgeoning Damage on a hit. 


Ultimate Rush 

Rank 3 Strike Technique 

e KiCost: 12 Ki per strike 

e Learning Requirement: 1 Mastery in Super Rush 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


Release a quick flurry of strikes against a target. Roll 
an Unarmed Attack Roll for each strike at the target, 
dealing 3d4 Damage to a maximum amount of 
Unarmed Attack Roll up to your Proficiency Bonus. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 3. 


Ultimate Snap Kick 

Rank 3 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: 1 Mastery in Super Snap 
Kick 

e Casting Time: 1 Action 


e Range: Melee Range 

- SEHR SSE Re 
e Duration: Instantaneous 
e¢ Type: Unarmed 


A swift, precise kick to the opponent’s ribs, designed 
to be executed quickly and disrupt their stance. Roll an 
Unarmed Attack Roll dealing 3d12 Bludgeoning 
Damage on a hit. The target must then make a 
Constitution Saving Throw or have all Movement 
Speeds reduced by 20 Feet and have Disadvantage on 
Dexterity Saving Throws until the end of their next turn. 


Ultimate Stomp 

Rank 3 Strike Technique 

e KiCost: 20 Ki 

e Learning Requirement: 1 Mastery in Super Stomp 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous (Special) 

e Type: Unarmed 


Bring your foot down on the opponent to pin them to 
the ground. Roll an Unarmed Attack Roll dealing 4d10 
Bludgeoning Damage on a hit. The target must then 
make a Strength Saving Throw or be knocked Prone 
and Restrained until the end of their next turn. 

Additionally you may choose to hold Concentration on 
this Technique to extend the duration to a maximum of 
1 Minute, during this time the target may make a 
Strength Saving Throw at the start of their turn to end 
the duration early. Each time the target fails this Saving 
Throw, they take an additional 2d10 Bludgeoning 
Damage. This Technique ends early if you move out of 
range of the effected target. 


Ultimate Submission Hold 

Rank 3 Strike Technique 

e KiCost: 20 Ki 

e Learning Requirement: 1 Mastery in Submission 

Hold 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Upkeep 

¢ Type: Unarmed 


You adjust your grip on a creature, putting them into 
an iron tight hold. For the duration of this Technique, 
the creature that you are grappling is Restrained and 
must make a Strength Saving Throw at the end of their 
turn to end this Technique. 

Additionally for the Duration of this Technique, you 
may use your Bonus Action to deal 3d10 Force Damage 
to the target. 


Ultimate Suplex 

Rank 3 Strike Technique 

e Ki Cost: 24 Ki 

e Learning Requirement: 1 Mastery in Suplex 

e Casting Requirement: Must be on solid ground or an 

equivalent 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e Type: Unarmed 


Use your weight to lift and slam a creature that you 
have ahold of. One creature in range must make a 
Strength Saving Throw or take 8d6 Bludgeoning 
Damage and are knocked Prone on a fail. Creatures 
take half Damage and are not knocked Prone ona 
success. 

The Target of this Technique is no longer Grappled 
after its completion. 
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Ki RANK 4 


Limitbreaker Air Bullet 

Rank 4 Strike Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: 1 Mastery in Ultimate Air 
Bullet 

e Casting Time: 1 Bonus Action, when you would take 
the Attack Action 

e Range: Self (5 foot wide, 60 foot long Line) 

e Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


By punching the air you send forth magnificent bursts 
of air pressure at the target. For the Duration your 
Unarmed Strike Range becomes the range of this 
Technique, replacing the Attack Roll with a Dexterity 
Saving Throw based off of your Unarmed Save DC. A 
creature that passes the Saving Throw takes half 
Damage. 

Additionally, your Unarmed Strike now Thunder 
Damage and have their Damage Die increased by 1 
step. 


Limitbreaker Axe Kick 

Rank 4 Strike Technique 

e KiCost: 32 Ki 

e Learning Requirement: 1 Mastery in Super Axe Kick 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You quickly close the distance, raise your foot high 
above your opponent’s head, and deliver a devastating 
kick downward at the target. Roll an Unarmed Attack 
Roll against a creature in range dealing 6d12 
Bludgeoning Damage and are Launched 30 feet down 
on a hit. 
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Limitbreaker Combo 

Rank 4 Strike Technique 

e KiCost: 8 Ki per strike 

e Learning Requirement: 1 Mastery in Ultimate 
Combo 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Release a strong barrage of strikes against a target. 
Roll an Unarmed Attack Roll for each strike at the 
target, dealing 1d10 Bludgeoning Damage to a 
maximum amount of Unarmed Attack Roll up to triple 
your Ki Rank. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 1. 


Limitbreaker Crush 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Ultimate Crush 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 


Squeeze the creature in your grasp as if to wring the 
life from them. One creature in range must make a 
Constitution Saving Throw or take 6d10 Force Damage, 
half on a success. 


Limitbreaker Dive Strike 

Rank 4 Strike Technique 

e Ki Cost: 38 Ki 

e Learning Requirement: 1 Mastery in Ultimate Dive 
Strike 

¢ Casting Requirement: Minimum of 10 feet between 
Caster and Target 

e Casting Time: 1 Action, taken when you are directly 
above a Creature 

e Range: Special 

e Chargeable?: No 

e Duration: Instantaneous 

¢ Type: Unarmed 


You drop directly onto a creature below you. Make an 
Unarmed Attack Roll against a creature in range, 
dealing the same Fal// Damage that you would have 
taken in the fall on a hit and leaving you in the nearest 
unoccupied space next to the target. If the Unarmed 
Attack Roll lands you may ignore a number of Fall 
Damage Die equal to quadruple your Ki Rank and if it is 
a Critical Hit then a grounded target is stuck in the 
ground as if Launched. 

Additionally if the Unarmed Attack Roll misses you 
land in the nearest unoccupied space next to the target, 
taking Fall Damage as normal. 


This Technique has limited Mastery Options, increasing 
the number of Fall Damage Die ignored by +2 per 
Mastery Rank. 


Limitbreaker Drop Kick 

Rank 4 Strike Technique 

e Ki Cost: 34 Ki 

e Learning Requirement: 1 Mastery in Ultimate Drop 
Kick 

e¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Leap at a target and kick them away from you. One 
creature in range must make a Strength Saving Throw 
or take 8d8 Bludgeoning Damage and are Launched 30 
feet back on a fail. Creatures take half Damage and are 
pushed Jaunched 15 feet on a success. 


Limitbreaker Gut Punch 

Rank 4 Strike Technique 

e KiCost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Gut 
Punch 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 
You deliver a powerful punch to your opponent’s gut, 
aiming to wind them and leave them vulnerable. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 6d12 Bludgeoning Damage on a hit. A 
creature hit with this must make a Constitution 
Saving Throw or be Dazed until the end of their next 
turn. 


Additionally if the Technique is a Critical Hit, the 
target automatically fails the Constitution Saving 
Throw. 


Limitbreaker Haymaker 

Rank 4 Strike Technique 

e KiCost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Haymaker 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Leap at a target and send them flying with a heavy 
punch. Roll an Unarmed Attack Roll against a creature 
in range dealing 6d12 Bludgeoning Damage on a hit 
and Launch them in the opposite direction of you 40 
feet. 


Limitbreaker Headbutt 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Headbutt 

e Casting Time: 1 Action 

e Range: 30 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Launch yourself at a creature to slam them with your 
head. Roll an Unarmed Attack Roll against a creature in 
range dealing 8d12 Bludgeoning Damage on a hit. You 
end this Technique in the nearest unoccupied space 
next to the target. 


Limitbreaker Heavy Throw 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Heavy 
Throw 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


Grab the target before violently throwing them. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 6d12 Bludgeoning Damage on a hit and Launch 
them 60 feet in a direction of your choice. 


Limitbreaker Hurricane Kick 

Rank 4 Strike Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Hurricane Kick 

e Casting Time: 1 Action 

e Range: Self(Melee Range + 10 Foot Emanation) 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


Briefly jump into the air to do a powerful kick against 
all those that surround you, extending the range with a 
sonic boom. All creatures in range must make a 
Dexterity Saving Throw or take 6d12 Thunder Damage 
on a fail, half on a success. 


Limitbreaker Jab 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Jab 
e Casting Time: 1 Bonus 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Throw out a quick strike to ready up your next one. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 4d12 Bludgeoning Damage on a hit. Should you 
hit the target, Should you hit the target, the next Attack 
Roll or Strike Technique against the target before the 
end of your next turn gains Advantage. 


Limitbreaker Jaw Strike 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Jaw 
Strike 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

e¢ Type: Unarmed 


Through use of a well aimed blow to the jaw you hope 
to deal excessive damage and throw off your opponent. 
Roll an Unarmed Attack Roll against a creature in range 
dealing 6d12 Bludgeoning Damage on a hit. A creature 
hit with this must make a Constitution Saving Throw or 
be Dazed until the end of their next turn. 

If this Technique is a Critical Hit or deals its 
maximum Damage, the creature automatically fails 
their Saving Throw and is knocked Prone. Additionally 
if the Attack Roll would have Advantage, the creature 
has Disadvantage on the Saving Throw. 
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Limitbreaker Knee Strike 

Rank 4 Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate Knee 
Strike 

¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


With a flying dash you throw your entire weight into 
your knee, crashing into the opponents torso. Roll an 
Unarmed Attack Roll dealing 6d12 Bludgeoning 
Damage on a hit. The target must then make a Strength 
Saving Throw or be knocked prone. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Limitbreaker Leg Sweep 

Rank 4 Strike Technique 

e KiCost: 30 Ki 

e Learning Requirement: 1 Mastery in Ultimate Leg 
Sweep 

¢ Casting Time: 1 Action 

e Range: Self (Melee Range + 10 foot Emanation) 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

¢ Type: Unarmed 


By dropping into low stance you swing your leg, 
sending a blast of pressure to trip all creatures within 
your reach. All Creatures in range must make a 
Strength Saving Throw or take 6d6 Bludgeoning 
Damage and be knocked Prone. Targets that pass take 
half Damage and are not knocked Prone. 


Limitbreaker Orb Crash 

Rank 4 Strike Technique 

e Ki Cost: 35 Ki 

e Learning Requirement: 1 Mastery in Orb Crash 
e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Form a condensed orb of energy in your hand before 
dashing at the opponent with it. You move to the nearest 
unoccupied location next to a target in range, without 
triggering Attacks of Opportunity, and make an 
Unarmed Attack Roll dealing 6d10 Energy Damage on 
a SUCCESS. 
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Limitbreaker Ragdoll Slam 
Rank 4 Strike Technique 
e KiCost: 40 Ki 
e Learning Requirement: 1 Mastery in Ultimate 
Ragdoll Slam 
e Casting Requirement: Must be on solid ground or an 
equivalent 
e Casting Time: 1 Action or Bonus Action 
e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 
e Chargeable?: Yes 
e Duration: Instantaneous 
¢ Type: Unarmed 


Shift your grapple to the target’s arm or leg and slam 
them around. One creature in range must make a 
Constitution Saving Throw or take 6d10 Bludgeoning 
Damage, half on a Success. 

Additionally if the target fails the Saving Throw by 5 
or more, they become Dazed until the end of their next 
Turn. 


Limitbreaker Roundhouse Kick 

Rank 4 Strike Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Roundhouse Kick 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


By spinning before you throw your kick you are able 
to incorporate momentum into the force behind it. Roll 
an Unarmed Attack Roll against a creature in range 
dealing 8d10 Bludgeoning Damage on a hit. 


Limitbreaker Rush 

Rank 4 Strike Technique 

e Ki Cost: 18 Ki per strike 

e Learning Requirement: 1 Mastery in Ultimate Rush 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


Release a quick flurry of strikes against a target. Roll 
an Unarmed Attack Roll for each strike at the target, 
dealing 4d4 Damage to a maximum amount of 
Unarmed Attack Roll up to your Proficiency Bonus. 

For each strike that targets the same target, reduce 
the number of Unarmed Attack Rolls made and 
increase the number of Damage Die dealt against the 
target by 4. 


Limitbreaker Snap Kick 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate Snap 
Kick 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


A swift, precise kick to the opponent’s ribs, designed 
to be executed quickly and disrupt their stance. Roll an 
Unarmed Attack Roll dealing 4d12 Bludgeoning 
Damage on a hit. The target must then make a 
Constitution Saving Throw or have all Movement 
Speeds reduced to zero and have Disadvantage on 
Dexterity Saving Throws until the end of their next turn. 


Limitbreaker Stomp 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 
Stomp 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous (Special) 

e¢ Type: Unarmed 


Bring your foot down on the opponent to pin them to 
the ground. Roll an Unarmed Attack Roll dealing 6d10 
Bludgeoning Damage on a hit. The target must then 
make a Strength Saving Throw or be knocked Prone 
and Restrained until the end of their next turn. 

Additionally you may choose to hold Concentration on 
this Technique to extend the duration to a maximum of 
1 Minute, during this time the target may make a 
Strength Saving Throw at the start of their turn to end 
the duration early. Each time the target fails this Saving 
Throw, they take an additional 3d10 Force Damage. 
This Technique ends early if you move out of range of 
the effected target. 


Limitbreaker Submission Hold 

Rank 4 Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: 1 Mastery in Ultimate 

Submission Hold 

e Casting Time: 1 Action or Bonus Action 

e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 

e Chargeable?: Yes 

e Duration: Upkeep 

e¢ Type: Unarmed 


You adjust your grip on a creature, putting them into 
an iron tight hold. For the duration of this Technique, 
the creature that you are grappling is Restrained and 
must make a Strength Saving Throw at the end of their 
turn to end this Technique. 

Additionally for the Duration of this Technique, you 
may use your bonus action to deal 4d10 Force Damage 
to the target. 


Goku (SACRIFICE TO BEAT RAbITZ) 
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Limitbreaker Suplex 
Rank 4 Strike Technique 
e Ki Cost: 40 Ki 
e Learning Requirement: 1 Mastery in Ultimate 
Suplex 
e¢ Casting Requirement: Must be on solid ground or an 
equivalent 
e Casting Time: 1 Action or Bonus Action 
e Range: 1 Creature that you are Grappling or are 
Restraining through a Technique or the Grappler 
Feat. 
e Chargeable?: Yes 
e¢ Duration: Instantaneous 
e¢ Type: Unarmed 


Use your weight to lift and slam a creature that you 
have ahold of. One creature in range must make a 
Strength Saving Throw or take 6d12 Bludgeoning 
Damage and are pinned into the ground as if they were 
Launched downwards on a fail. Creatures take half 
Damage and are not knocked pinned on a success. 

The Target of this Technique is no longer Grappled 
after its completion. 


Overwhelming Attack 

Rank 4 Strike Technique 

e Ki Cost: 18 Ki per strike 

e Learning Requirement: 1 Mastery in Ultimate 
Combo 

e Casting Time: 1 Reaction, after an ally attacks a 
creature within range with a Strike Technique or 
Attack Action 

e Range: Movement Speed 

e Chargeable?: No 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You speed towards an opponent to take advantage of 
their weakness. Move to the nearest unoccupied 
location next to the target before rolling an Unarmed 
Attack Roll against the target, dealing 3d4 Bludgeoning 
Damage to a maximum amount of Strikes up to your Ki 
Rank. 

For each strike for each additional Strike against the 
target, reduce the number of Unarmed Attack Rolls 
made and increase the number of Damage Die dealt 
against the target by 1. 


ICONIC TECHNIQUES 


Iconic Techniques are a special branch of Techniques that require teaching to learn the basis and can then learn its 


more advanced variants. 


Iconic Masteries are not pre-calculated into Iconic Techniques that possess them. 


Iconic TEHNIQUE LISTS 


ARMED 


e Brave Weapon Attack 

e Darkness Sword Attack 
e Dimension Weapon 

e Divine Lasso 

e Piercing Flash 

e Spirit Bagua 

e Weapon Ray 


BARRAGE 


e Assault Rain 

e Dead End Attack 

e Death Beam 

e Die Die Missile Barrage 
e Hellzone Grenade 

e Justice Flash 

e Trap Shooter 


BEAM 


e Death Cannon 

¢ Dodon-Pa 

e Galick Gun 

e Gigantic Chaos 

e Kamehameha 

e Masenko 

e Thunder Shock Surprise 


BLAST 


e Burning Attack 

e Big Bang Attack 

e Death Ball 

e Death Psycho Bomb 
e Final Atonement 

e Spirit Bomb 

e Tri-Beam 


OMNI 


e Android Barrier 

e Destructo Disk 

e Ghost Kamekaze Attack 
e Multi-Form Technique 

e Solar Flare 

e Spirit Ball 

¢ Spirit Sword 


SHOT 


e Bullet Hell 

¢ Calm Sniper 

e Dancing Ammunition 
e Elite Shooting 

e Otherworld’s Bullet 

e Pin Point Shot 

e Vital Point Shot 


UNARMED 


e Final Revenger 

e Gigantic Attack 

e¢ God Fist 

e Meteor Combination 

e Rock, Scissors, ‘N’ Paper 
e Soaring Dragon Strike 

e Wolf Fang Fist 


ARMED 


BRAVE WEAPON ATTACK 
Ki RANK 1 


Brave Weapon Attack 

Rank 1 Iconic Strike Technique 

e¢ KiCost: 10 

e Learning Requirement: Master 
e Iconic Mastery: Killer 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You perform two quick slashes against an opponent 
and finish it off with a charged attack. Make an Armed 
Attack Roll, on a hit, you deal 2d10 Damage of your 
Weapon’s Damage Type. 

If you hit your target, as a bonus action you may make 
a Weapon Attack Roll against the affected created with 
the same Weapon, dealing Energy Damage. If you are 
gaining the benefits of Two-Weapon Fighting, you may 
increase the Damage Die by one Step. 


Full Power Brave Weapon Attack 

Rank 1 Strike Technique 

e KiCost: 12 

e Learning Requirement: Brave Weapon Attack 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You perform two quick slashes against an opponent 
and finish it off with a charged attack. Make an Armed 
Attack Roll, on a hit, you deal 2d12 Damage of your 
Weapon’s Damage Type. 

If you hit your target, as a Bonus Action you may 
make a Weapon Attack Roll against the affected created 
with the same Weapon, dealing Energy Damage. If you 
are gaining the benefits of Two-Weapon Fighting, you 
may increase the Damage Die by one Step. 


Lightning Weapon Attack 

Rank 1 Iconic Strike Technique 

e KiCost: 8 

e Learning Requirement: Brave Weapon Attack 

¢ Iconic Mastery: Killer 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction to a creature who would 
succeed a Saving Throw from a Ki Technique/Spell 
that you casted 

e Range: 30 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Armed 


You swiftly react to a creature’s evasion and take 
advantage of their unawareness, sending a flurry of 
attacks. You appear within your Weapon’s Melee Range 
of a creature of your choice within range. Make an 
Armed Attack Roll, on a hit, you deal 3d6 Damage of 
your Weapon’s Damage Type. 

If your Bonus Action is available, you may use it to 
immediately cast a Rank 1 Ki Technique that is not an 
IcbHic Tethntque or from an Iconic Technique List. 


Ki RANK 2 


Rapid Weapon Stream 

Rank 2 Iconic Strike Technique 

e KiCost: 18 

e Learning Requirement: Brave Weapon Attack 
e Iconic Mastery: Limited 

¢ Casting Requirement: 1 Melee Weapon 
¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You perform swift strikes fast enough to catch the 
opponent off guard. One creature within range that you 
can see must make a Dexterity Saving Throw, ona 
failure, they take 4d8 Damage of your Weapon’s 
Damage Type and they gain the Incapacitated Condition 
until the end of their turn. 


Super Brave Weapon Attack 

Rank 2 Strike Technique 

¢ Ki Cost: 20 

e Learning Requirement: Full Power Brave Weapon 
Attack 

e Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Armed 


You perform two quick slashes against an opponent 
and finish it off with a charged attack. Make a Armed 
Attack Roll, on a hit, you deal 4d10 Damage of your 
Weapon’s Damage Type. 

If you hit your target, as a Bonus Action you may 
make a Weapon Attack Roll against the affected created 
with the same Weapon, dealing Energy Damage. If you 
are gaining the benefits of the the Two-Weapon Fighting, 
you may increase the Damage Die by one. 


Shining Weapon Attack 

Rank 2 Iconic Strike Technique 

e KiCost: 18 

e Learning Requirement: Lightning Weapon Attack 

e Iconic Mastery: Killer 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction to a creature who would 
succeed a Saving Throw from a Spell/Technique that 
you casted 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You swiftly react to a creature’s evasion and take 
advantage of their unawareness, sending a flurry of 
attacks. You appear within your Weapon’s Melee Range 
of a creature of your choice within range. Make an 
Armed Attack Roll, on a hit, you deal 4d8 Damage of 
your Weapon’s Damage Type. 

If your Bonus Action is available, you may use it to 
immediately cast a Rank 2 Ki Technique that is not an 
Iconic Technique or from an Iconic Technique List. 


FUTURE TRUNKS 
ZANNINRENDERS 


Ki RANK 3 


Brave Ki Barrage 

Rank 3 Iconic Strike Technique 

e Ki Cost: 10 Ki per Brave Barrage 

e Learning Requirement: Super Brave Weapon Attack 
¢ Iconic Mastery: Hybrid (Barrage) 

¢ Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: 90 feet 

¢ Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Armed 


You imbue your weapon with energy and send waves 
of energy to a creature. Make an Armed Attack Roll, on 
a hit dealing 1d12 Energy Damage, to a maximum 
amount of Brave Barrages up to your Proficiency 
Bonus. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Burning Weapon Attack 

Rank 3 Iconic Strike Technique 

e KiCost: 35 

e Learning Requirement: Shining Weapon Attack 

e Iconic Mastery: Killer 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Reaction to a creature who would 
succeed a Saving Throw from a Spell/Technique that 
you casted or you miss an Attack Roll 

e Chargeable: Yes 

e Range: 60 feet 

e¢ Duration: Instantaneous 

e Type: Armed 


You swiftly react to a creature’s evasion and take 
advantage of their unawareness, sending a flurry of 
attacks. You appear within your Weapon’s Melee Range 
of a creature of your choice within range. Make an 
Armed Attack Roll, on a hit, you deal 6d10 Damage of 
your Weapon’s Damage Type. 

If your Bonus Action is available, you may use it to 
immediately cast a Rank 3 Ki Technique that is not an 
Iconic Technique or from an Iconic Technique List. 


Ultimate Brave Weapon Attack 

Rank 3 Strike Technique 

e Ki Cost: 43 

e Learning Requirement: Super Brave Weapon Attack 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You perform two quick slashes against an opponent 
and finish it off with a charged attack. Make a Armed 
Attack Roll, on a hit, you deal 7d10 Damage of your 
Weapon’s Damage Type. 

If you hit your target, as a Bonus Action you may 
make a Weapon Attack Roll against the affected created 
with the same Weapon, dealing Energy Damage. If you 
are gaining the benefits of the the Two-Weapon Fighting, 
you may increase the Damage Die by one. 


Ki RANK 4 


Limitbreaker Brave Weapon Attack 

Rank 4 Strike Technique 

e Ki Cost: 68 

e Learning Requirement: U/timate Brave Weapon 
Attack 

e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You perform two quick slashes against an opponent 
and finish it off with a charged attack. Make a Armed 
Attack Roll, on a hit, you deal 12d10 Damage of your 
Weapon’s Damage Type. 

If you hit your target, as a Bonus Action you may 
make a Weapon Attack Roll against the affected created 
with the same Weapon, dealing Energy Damage. If you 
are gaining the benefits of the the Two-Weapon Fighting, 
you may increase the Damage Die by one. 


DARKNESS SWORD ATTACK 
Ki RANK 1 


Darkness Sword Attack 

Rank 1 Iconic Strike Technique 

e Ki Cost: 4 Ki Per Attack 

e Learning Requirement: Master 

e Iconic Mastery: Launching 

e Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You launch a barrage of slashing attacks before 
sending them flying. Make an Armed Attack Roll for 
each attack you would make, dealing 1d6 Slashing 
Damage on a hit, to a maximum amount of attacks up to 
double your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Full Power Darkness Sword Attack 

Rank 1 Strike Technique 

e Ki Cost: 6 Ki Per Attack 

e Learning Requirement: Darkness Sword Attack 

e Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You launch a barrage of slashing attacks at a nearby 
enemy. Make an Armed Attack Roll for each attack you 
would make, dealing 1d8 Slashing Damage on a hit, to a 
maximum amount of attacks up to double your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Ki RANK 2 


Super Darkness Sword Attack 

Rank 2 Strike Technique 

e Ki Cost: 8 Ki Per Attack 

e Learning Requirement: Full Power Darkness Sword 
Attack 

e¢ Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

e Casting Time: 1 Action 

e Range: 30 feet 

- & le: Yes 

MAXIUCHTHA. 
e Duration: Instantaneous 
e Type: Armed 


You launch a barrage of slashing attacks before 
sending them flying. Make an Armed Attack Roll for 
each attack you would make, dealing 1d10 Slashing 
Damage on a hit, to a maximum amount of attacks up to 
double your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Ki RANK 3 


Ultimate Darkness Sword Attack 

Rank 3 Strike Technique 

e Ki Cost: 10 Ki Per Attack 

e Learning Requirement: Super Darkness Sword 
Attack 

¢ Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

¢ Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Armed 


You launch a barrage of slashing attacks at a nearby 
enemy. Make an Armed Attack Roll for each attack you 
would make, dealing 2d6 Slashing Damage on a hit, to a 
maximum amount of attacks up to double your 
Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 2. 


Ki RANK 4 


Darkness Breaker 

Rank 4 Iconic Strike Technique 

¢ Ki Cost: 68 Ki 

e Learning Requirement: Ultimate Darkness Sword 
Attack 

¢ Iconic Mastery: Hybrid (Beam) 

¢ Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

¢ Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You combined ki into your weapon, sending a large 
slashing wave filled with ki. A creature of your choice 
within range must make a Dexterity Saving Throw or 
they take 13d8 Energy Damage, halved on a success. 


Limitbreaker Darkness Sword Attack 

Rank 4 Strike Technique 

e Ki Cost: 12 Ki Per Attack Roll 

e¢ Learning Requirement: U/timate Darkness Sword 
Attack 

e Casting Requirement: 1 Melee Weapon that deals 
Slashing Damage 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You launch a barrage of slashing attacks at a nearby 
enemy. Make an Armed Attack Roll for each attack you 
would make, dealing 4d4 Slashing Damage on a hit, toa 
maximum amount of attacks up to double your 
Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Combo Attack Rolls made and increase 
the number of Damage Die dealt against the target by 4. 


XENO DABURA 
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DIMENSION WEAPON 
Ki RANK 3 


Dimension Weapon 

Rank 3 Iconic Strike Technique 

e KiCost: 45 

e Learning Requirement: Master 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable: No 

e Duration: 1 minute 

¢ Type: Armed 


You learn to create a weapon by altering an object you 
hold. While you are holding a mundane object or 
mundane weapon, you may transform it into a 
Dimension Weapon for the duration. 


Dimension Weapon 

e Choose one Weapon of your choice, this Technique 
creates that Weapon for the duration. 

e Weapon Attacks with this Weapon deals one 
additional Damage Die 

e All Damage dealt from this weapon ignores 
Resistance and treats Immunity as Resistance. 

e Attack Rolls and Techniques with this Weapon may 
use your choice of your Armed Attack Roll and 
Armed Save DC or your Omni Attack Roll and Omni 
Save DC. 

e Weapon Attacks and Armed Techniques using this 
Weapon can be treated as your choice of an Armed 
Technique or Ki Technique for the sake of Clashes. 

e When you would cast this Technique or as a Bonus 
Action while this Technique is active, you may give 
this Weapon one of the following Properties: 

e Defensive 
e Finesse 
¢ Grappling 
e Light 
e Range (60/120) 
¢ Twisting 
e Versatile 
e You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Lightning Shower Rain 

Rank 3 Iconic Strike Technique 

e Ki Cost: 36 

e Learning Requirement: Dimension Sword 
e Iconic Mastery: Hybrid (Barrage) 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Self (60 foot cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to cut through the space in front of you and 
shatter it like glass, launching a barrage of glass shaped 
attacks towards the creature. All creatures in range 
must make a Dexterity Saving Throw or take 7d10 
Energy Damage, halved on a success. 

If you are benefiting from Dimension Weapon, 
increase the Damage Die of this Technique by 1 Step. 


JANEMBA 
LUNUEL 


DIVINE Lasso 
Ki RANK 3 


Azure Dragon Ki Blade 

Rank 3 Iconic Strike Technique 

e KiCost: 35 

e Learning Requirement: Mastery 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: No 

e Duration: Upkeep 

e Type: Armed 


The user creates a large ki blade stronger than the 
normal Ki Blade, capable of reaching farther length and 
appearing far more deadly. 


Azure Dragon Ki Blade 

e You are always Proficient in this Weapon. 

e Counts as a Simple Finesse Melee Weapon for the 
sake of Techniques. 

e Attack Rolls and Techniques with this Weapon may 
use your choice of your Armed Attack Roll and 
Armed Save DC or your Omni Attack Roll and Omni 
Save DC. 

e This Weapon deals 2d8 Energy Damage 

e This weapon has a 10 foot Melee Reach. 

¢ Weapon Attacks and Armed Techniques using this 
Weapon can be treated as your choice of an Armed 
Technique or Ki Technique for the sake of Clashes. 

e When you would cast this Technique or as a Bonus 
Action while this Technique is active, you may give 
this Weapon one of the following Properties: 

¢ Grappling 
e Light 
e Range (60/120) 
¢ Twisting 
e Versatile 
e You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Divine Lasso 

Rank 3 Iconic Strike Technique 

e Ki Cost: 42 

e Learning Requirement: Azure Dragon Ki Blade 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You fire sharp ki blasts towards a creature, causing 
them to explode right after. Make a Combo Attack 
against the creature in range, on a hit, the creature 
takes 5d8 Energy Damage. If the Attack Roll is 
succesfful, the target and all creatures within 15 feet of 
it must make a Dexterity Saving Throw or take 4d8 
Energy Damage, halved on a success. 

If you are benefiting from Azure Dragon Ki Blade, 
increase the Damage Die of this Technique by 1 Step. If 
you are benefiting from Sickle of Sorrow, increase the 


Damage Die of this Technique by 2 Steps. 


Goku BLAck (Rose) 
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Ki RANK 4 


Sickle of Sorrow 

Rank 4 Iconic Strike Technique 

¢ KiCost: 55 Goku BLAck (Rose) 
e Learning Requirement: Divine Lasso ApB3388 

¢ Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: No 

e Duration: Upkeep 

e Type: Armed 


By channeling your negative thoughts into a physical 
shape, you can create a unique War Scythe known as 
the Sickle of Sorrow. 


Sickle of Sorrow 

e You are always Proficient in this Weapon. 

e Counts as a Simple Finesse Melee Weapon for the 
sake of Techniques. 

e Attack Rolls and Techniques with this Weapon may 
use your choice of your Armed Attack Roll and 
Armed Save DC or your Omni Attack Roll and Omni 
Save DC. 

e This Weapon deals 2d12 Energy Damage 

e Weapon Attacks and Armed Techniques using this 
Weapon can be treated as your choice of an Armed 
Technique or Ki Technique for the sake of Clashes. 

e When you would cast this Technique or as a Bonus 
Action while this Technique is active, you may give 
this Weapon one of the following Properties: 

¢ Grappling 
e Light 
e Range (60/120) 
¢ Twisting 
e Versatile 
e You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


PIERCING FLASH 
Ki RANK 1 


Piercing Flash 

Rank 1 Iconic Strike Technique 

¢ KiCost: 8 

e Learning Requirement: Master 

e Iconic Mastery: Precise 

e Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (60 foot long, 5 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to run as fast as you can, moving in a way 
that launches you faster than the eye can see. All 
Creatures within range must make a Dexterity Saving 
Throw or take 2d8 Damage of your Weapon Damage 
Type, halved on a success. 

At the end of the casting of this Technique, you 
appear at the end of this Technique’s Range. 


Full Power Piercing Flash 

Rank 1 Strike Technique 

e KiCost: 10 

e Learning Requirement: Piercing Flash 

e Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (60 foot long, 5 foot wide line) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Armed 


You begin to run as fast as you can, moving in a way 
that launches you faster than the eye can see. All 
Creatures within range must make a Dexterity Saving 
Throw or take 2d10 Damage of your Weapon Damage 
Type, halved on a success. 

At the end of the casting of this Technique, you 
appear at the end of this Technique’s Range. 


Ki RANK 2 


Super Piercing Flash 

Rank 2 Strike Technique 

e Ki Cost: 22 

e Learning Requirement: Ful/ Power Piercing Flash 

e Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (60 foot long, 5 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to run as fast as you can, moving in a way 
that launches you faster than the eye can see. All 
Creatures within range must make a Dexterity Saving 
Throw or take 4d10 Damage of your Weapon Damage 
Type, halved on a success. 

At the end of the casting of this Technique, you 
appear at the end of this Technique’s Range. 


Dancing Flash 

Rank 2 Iconic Strike Technique 

e Ki Cost: 15 ki per Target 

e Learning Requirement: Full Power Piercing Flash 

¢ Iconic Mastery: Drilling 

e Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 

e Casting Time: 1 Action or Bonus Action 

e Range: 60 feet 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Armed 


You begin to focus on attacking in fluid motion, 
capable of slashing against enemies. One Creature 
within Range must make a Dexterity Saving Throw or 
take 8d6 Damage of your Weapon Damage Type, halved 
on a success. 

After the initial attack you may continue to expend Ki 
to make another attack against a different target in 
Range, to a maximum number of targets equal to your 
Ki Rank. These additional targets must make a 
Dexterity Saving Throw or take 8d6 Damage of your 
Weapon Damage Type, halved on a success. 


At the end of the casting of this Technique, you appear 
in the nearest unoccupied space next to the last 
Creature effected. 


Ki RANK 3 


Ultimate Piercing Flash 
Rank 3 Strike Technique Pisce 
¢ KiCost: 43 MAXIUCHIHA22 
e Learning Requirement: Super Piercing Flash 
e¢ Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 
¢ Casting Time: 1 Action or Bonus Action 
e Range: Self (60 foot long, 5 foot wide line) 
e Chargeable: Yes 
¢ Duration: Instantaneous 
e Type: Armed 


You begin to run as fast as you can, moving in a way 
that launches you faster than the eye can see. All 
Creatures within range must make a Dexterity Saving 
Throw or take 9d8 Damage of your Weapon Damage 
Type, halved on a success. 

At the end of the casting of this Technique, you 
appear at the end of this Technique’s Range. 


Ki RANK 4 


Limitbreaker Piercing Flash 

Rank 4 Strike Technique 

e KiCost: 65 

e Learning Requirement: Super Piercing Flash 

e Casting Requirement: 1 Melee Weapon that deals 
Piercing Damage 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (60 foot long, 5 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to run as fast as you can, moving in a way 
that launches you faster than the eye can see. All 
Creatures within range must make a Dexterity Saving 
Throw or take 8d12 Damage of your Weapon Damage 
Type, halved on a success. 

At the end of the casting of this Technique, you 
appear at the end of this Technique’s Range. 


Spirit BAGUA (BONUS) 
Ki RANK 1 


Spirit Bagua 

Rank 1 Iconic Strike Technique 

e KiCost: 6 

e Learning Requirement: Master 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Requirement: 1 Melee Weapon that deals 
Bludgeoning Damage 

e¢ Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

e Type: Armed 


You begin to channel ki through your weapon, 
replicating the power of the elements through your own 
weapon. Choose one of the following Damage Types, 
this can not be changed later: 


e Acid 

e Cold 

e Fire 

e Lightning 
e Poison 


Your chosen Weapon’s Armed Techniques and 
Weapon Attacks deal the chosen Damage Type the 
duration. Your Weapon counts as its original Damage 
Type for the purpose of Casting Requirements, 
Features and other interactions. 


This Technique has limited Mastery Options, giving 
Weapon Attacks and Techniques casted using this 
Weapon deal an additional 1 Damage per Rank of 
Mastery or granting you an additional choice of Damage 
Type. 


Bagua Slam 

Rank 1 Iconic Strike Technique 

e KiCost: 9 

e Learning Requirement: Spirit Bagua 

e Iconic Mastery: Bursting 

¢ Casting Requirement: 1 Melee Weapon that deals 
bludgeoning damage 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Instantaneous 

e Type: Armed 


You slam your weapon into a person with full force, 
causing a shockwave. Make an Armed Attack Roll, on a 
hit, you deal 3d6 Bludgeoning Damage. 

You automatically succeed the Saving Throw 
required from the Iconic Mastery. 


Ki RANK 2 


Bagua Crush 

Rank 2 Iconic Strike Technique 

¢ KiCost: 23 

e Learning Requirement: Bagua Slam 

e Iconic Mastery: Bursting 

¢ Casting Requirement: 1 Melee Weapon that deals 
bludgeoning damage 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Instantaneous 

e Type: Armed 


You slam your weapon into a person with full force, 
causing a shockwave. Make an Armed Attack Roll, on a 
hit, you deal 4d10 Bludgeoning Damage. 

You automatically succeed the Saving Throw 
required from the Iconic Mastery. 


YAMATO 
BODSKIH 


Ki RANK 3 


Bagua Annihilation 

Rank 3 Iconic Strike Technique 

e KiCost: 42 

e Learning Requirement: Bagua Crush 

e Iconic Mastery: Bursting 

e¢ Casting Requirement: 1 Melee Weapon that deals 
bludgeoning damage 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Instantaneous 

e Type: Armed 


You slam your weapon into a person with full force, 
causing a shockwave. Make an Armed Attack Roll, ona 
hit, you deal 8d10 Bludgeoning Damage. 

You automatically succeed the Saving Throw 
required from the Iconic Mastery. 


RANK 4 


Bagua Destruction 

Rank 4 Iconic Strike Technique 

e Ki Cost: 72 

e Learning Requirement: Bagua Annihilation 

e Iconic Mastery: Bursting 

e¢ Casting Requirement: 1 Melee Weapon that deals 
bludgeoning damage 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Instantaneous 

e Type: Armed 


You slam your weapon into a person with full force, 
causing a shockwave. Make an Armed Attack Roll, on a 
hit, you deal 12d8 Bludgeoning Damage. 

You automatically succeed the Saving Throw 
required from the Iconic Mastery. 


KaAIDo 
HOBBIT 


WEAPON RAY 
Ki RANK 1 


Weapon Ray 

Rank 1 Iconic Strike Technique 

¢ KiCost: 9 

e Learning Requirement: Master 

¢ Iconic Mastery: Hybrid (Beam) 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Self (10 foot wide, 60 foot long line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to channel ki in your weapon and fire it 
from the tip. All creatures within range must make a 
Dexterity Saving Throw or take 3d8 Energy Damage, 
halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot Emanation from the caster, where X equals 5 feet 
for every 20 feet of Line length. 


Weapon Launch 

Rank 1 Strike Technique 

e KiCost: 11 

e Learning Requirement: Weapon Ray 

¢ Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

¢ Range: Self (5 foot wide, 60 foot long line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You thrust your weapon forward via sheer force or 
telekinesis, launching them towards a creature before 
they return to you. All creatures within range must 
make a Dexterity Saving Throw or take 4d6 Damage of 
your Weapon’s Damage Type, halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot diameter Sphere centered on the Caster, where X 
equals 5 feet for every 20 feet of Line length. If casted in 
this way, all creatures of your choice within range must 
make a Dexterity Saving Throw or take 4d6 Damage of 
your Weapon’s Damage Type, halved on a success. 


Ki RANK 2 


Super Weapon Launch 

Rank 2 Strike Technique 

e¢ Ki Cost: 22 

e Learning Requirement: Weapon Launch 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (5 foot wide, 90 foot long line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You thrust your weapon forward via sheer force or 
telekinesis, launching them towards a creature before 
they return to you. All creatures within range must 
make a Dexterity Saving Throw or take 6d6 Damage of 
your Weapon’s Damage Type, halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot diameter Sphere centered on the Caster, where X 
equals 5 feet for every 20 feet of Line length. If casted in 
this way, all creatures of your choice within range must 
make a Dexterity Saving Throw or take 6d6 Damage of 


you, “Weapon ’s Damage Type, halved on a success. 


Ki RANK 3 


Ultimate Weapon Launch 

Rank 3 Strike Technique 

¢ Ki Cost: 40 

e Learning Requirement: Super Weapon Launch 
e Casting Requirement: 1 Melee Weapon 

¢ Casting Time: 1 Action 

e Range: Self (5 foot wide, 120 foot long line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You thrust your weapon forward via sheer force or 
telekinesis, launching them towards a creature before 
they return to you. All creatures within range must 
make a Dexterity Saving Throw or take 9d6 Damage of 
your Weapon’s Damage Type, halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot diameter Sphere centered on the Caster, where X 
equals 5 feet for every 20 feet of Line length. If casted in 
this way, all creatures of your choice within range must 
make a Dexterity Saving Throw or take 9d6 Damage of 
your Weapon’s Damage Type, halved on a success. 


Weapon Beam 

Rank 3 Iconic Strike Technique 

e KiCost: 40 

e Learning Requirement: Weapon Ray 

¢ Iconic Mastery: Hybrid (Beam) 

e Casting Requirement: 1 Melee Weapon 
e Casting Time: 1 Action 

e Range: Self (15 foot wide, 90 foot long line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You begin to channel ki in your weapon and fire it 
from the tip. All creatures within range must make a 
Dexterity Saving Throw or take 7d8 Energy Damage, 
halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot Emanation from the caster, where X equals 5 feet 
for every 20 feet of Line length. 


Ki RANK 4 


Limitbreaker Weapon Launch 

Rank 4 Strike Technique 

e Ki Cost: 67 

e Learning Requirement: Ultimate Weapon Launch 
e Casting Requirement: 1 Melee Weapon 

e Casting Time: 1 Action 

e Range: Self (10 foot wide, 90 foot long) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Armed 


You thrust your weapon forward via sheer force or 
telekinesis, launching them towards a creature before 
they return to you. All creatures within range must 
make a Dexterity Saving Throw or take 6d12 Damage 
of your Weapon’s Damage Type, halved on a success. 


If you are benefiting from Two-Weapon Fighting you 
may choose to change the Shape of the Range to an X 
foot diameter Sphere centered on the Caster, where X 
equals 5 feet for every 20 feet of Line length. If casted in 
this way, all creatures of your choice within range must 
make a Dexterity Saving Throw or take 6d12 Damage 
of your Weapon’s Damage Type, halved on a success. 


ZAHHA 
MAXIUCHIHA22 


BARRAGE 


ASSAULT RAIN 
Ki RANK 1 


Assault Rain 

Rank 1 Iconic Ki Technique 

e KiCost: 7 Ki 

e Learning Requirement: Master 

e Iconic Mastery: Massive 

e Casting Time: 1 Action 

¢ Range: Self (30 foot radius emanation) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 3d6 Energy Damage, 
halved on a success. 


Full Power Assault Rain 

Rank 1 Ki Technique 

e KiCost: 9 Ki 

e Learning Requirement: Assault Rain 

e Casting Time: 1 Action 

e Range: Self (30 foot radius emanation) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 3d8 Energy Damage, 
halved on a success. 


Shooting Bullet 

Rank 1 Iconic Ki Technique 

e KiCost: 7 Ki 

e Learning Requirement: Assault Rain 

e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: Self (30 foot radius emanation) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 3d6 Energy Damage, 
halved on a success. 


Ki RANK 2 


Super Assault Rain 

Rank 2 Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: Full Power Assault Rain 
e Casting Time: 1 Action 

e Range: Self (60 foot radius emanation) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 5d8 Energy Damage, 
halved on a success. 


Shooting Blast 

Rank 2 Iconic Ki Technique 

e¢ KiCost: 18 Ki 

e Learning Requirement: Shooting Bullet 
e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: Self (60 foot radius emanation) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 5d6 Energy Damage, 
halved on a success. 


Ki RANK 3 


Chaos Detonation 

Rank 3 Iconic Ki Technique 

e Ki Cost: 37 Ki 

e Learning Requirement: Super Assault Rain 
¢ Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (90 foot long, 5 foot wide line) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You condense all the blast to a straightforward beam, 
allowing for quick but capable beam of energy. All 


creatures in range must make a Dexterity Saving Throw 


or take 9d8 Energy Damage, halved on a success. 


Galaxy Assault Rain 

Rank 3 Iconic Ki Technique 

e KiCost: 42 Ki 

e Learning Requirement: Super Assault Rain 
e Iconic Mastery: Upgrade 

¢ Casting Time: 1 Action 

¢ Range: Self (90 foot radius emanation) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 10d6 Energy Damage, 
halved on a success. 


Ultimate Assault Rain 

Rank 3 Ki Technique 

e Ki Cost: 34 Ki 

e Learning Requirement: Super Assault Rain 
¢ Casting Time: 1 Action 

e Range: Self (90 foot emanation) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 10d8 Energy Damage, 
halved on a success. 


Ki RANK 4 


Limitbreaker Assault Rain 

Rank 4 Ki Technique 

e Ki Cost: 54 Ki 

e Learning Requirement: U/timate Assault Rain 
e Casting Time: 1 Action 

e Range: Self (120 foot emanation) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You aim your hand upward and fire a barrage of ki 
blasts everywhere, disregarding of your surroundings. 
All creatures in range excluding yourself must make a 
Dexterity Saving Throw or take 12d8 Energy Damage, 
halved on a success. 


True Chaos Detonation 

Rank 4 Iconic Ki Technique 

e Ki Cost: 64 Ki 

e Learning Requirement: Ultimate Assault Rain 
¢ Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action or Bonus Action 

e Range: Self (90 foot long, 5 foot wide line) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You condense all the blast to a straightforward beam, 
allowing for quick but capable beam of energy. All 
creatures in range must make a Dexterity Saving Throw 
or take 8d12 Energy Damage, halved on a success. 


DEAD END ATTACK 
Ki RANK 2 


Dead End Bullet 

Rank 2 Iconic Ki Technique 

e Ki Cost: 6 per Bullet 

e Learning Requirement: Master, Dead End Rain, or 
Hell Flash 

¢ Iconic Mastery: Killer 

¢ Casting Time: 1 Action 

e Range: 120 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a barrage of aimed beams against a 
creature. Roll a Barrage Attack Roll for each Bullet sent 
at the target, dealing 1d12 Energy Damage on a hit, toa 
maximum amount of Bullets up to double your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 

If you or an allied creature would use the Tag Team 
Attack Stamina Maneuver with this Technique, 
increase the Critical Threat Range by 1. 


Dead End Rain 

Rank 2 Iconic Ki Technique 

e KiCost: 5 per Bullet 

e Learning Requirement: Master, Dead End Rain, or 
Hell Flash 

e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: 120 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a barrage of aimed beams against a 
creature. Roll a Barrage Attack Roll for each Bullet sent 
at the target, dealing 2d6 Energy Damage on a hit, toa 
maximum amount of Bullets up to double your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 2. 

If you or an allied creature would use the Tag Team 
Attack Stamina Maneuver with this Technique, 
increase the Damage dealt of each Bullet by 2. 


Hell Flash 
Rank 2 Iconic Ki Technique 


e KiCost: 25 Ki 

e Learning Requirement: Master or Dead End Bullet 
or Dead End Rain 

e Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action 

e Range: 120 feet (60 foot high, 10 foot radius 

cylinder) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to focus your energy downward, blasting 
towards a creature on the ground and causing large 
spiral blasts. 

Choose your Ki Rank number of locations in range to 
have a Hell Flash erupt from. All creatures in the 
cylinders’ ranges must make a Dexterity Saving Throw 
or take 4d10 Energy Damage, halved on a success. 
Prone creatures have Disadvantage on the Saving 
Throw. 


A creature can not be effected by more than one 
cylinder at a time. 


ANnprRroip 16 (HELL FLASH) 
ZANNINRENDERS 


DEATH BEAM 
Ki RANK 1 


Death Beam 

Rank 1 Iconic Ki Technique 

¢ Ki Cost: 7 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Killer 

e Casting Time: 1 Action 

e Range: 60 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 3d6 
Energy Damage. 

If you would target a creature with the Prone 
Condition, you do not gain Disadvantage on the Attack 
Roll. 


Crazy Finger Beam 

Rank 1 Iconic Ki Technique 

e KiCost: 10 Ki 

e Learning Requirement: Death Beam 
e Iconic Mastery: Precise 

e Casting Time: 1 Bonus Action 

¢ Range: Self (15 foot cone) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Fire a barrage of energy beams from all of your 
fingers. Creatures in range must make a Dexterity 
Saving Throw, on a failure, they take 3d6 Energy 
Damage. 


Full Power Death Beam 

Rank 1 Ki Technique 

e Ki Cost: 9 Ki 

e Learning Requirement: Death Beam 
e Casting Time: 1 Action 

e Range: 60 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 3d8 
Energy Damage. 

If you would target a creature with the Prone 
Condition, you do not gain Disadvantage on the Attack 
Roll. 


Ki RANK 2 


Chaotic Dead End 

Rank 2 Iconic Ki Technique 

e Ki Cost: 18 Ki 

e Learning Requirement: Full Power Death Beam 
¢ Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make two Barrage Attack Rolls, dealing 5d8 Energy 
Damage on a hit. 

If you would target the same target with both Attack 
Rolls, reduce the number of Barrage Attack Rolls made 
by 1 and increase the number of Damage Die dealt 
against the target by 2, however you gain Advantage on 
the Attack Roll. 


FRIEzA (First FoRM) 
MAXIUCHIHA22 


Barrage Death Beam 

Rank 2 Iconic Ki Technique 

e Ki Cost: 23 Ki 

e Learning Requirement: Crazy Finger Beam 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Bonus Action 

e Range: Self (30 foot cone) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Fire a massive barrage of energy beams from all of 
your fingers. Creatures in range must make a Dexterity 
Saving Throw, on a failure, they take 5d8 Energy 
Damage. 


Super Death Beam 

Rank 2 Ki Technique 

e Ki Cost: 23 Ki 

e Learning Requirement: Full Power Death Beam 
¢ Casting Time: 1 Action 

e Range: 60 Feet 

e Duration: Instantaneous 

¢ Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 5d8 
Energy Damage. 

If you would target a creature with the Prone 
Condition, you do not gain Disadvantage on the Attack 
Roll. 


Ki RANK 3 


Great Death Beam 

Rank 3 Iconic Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Barrage Death Beam 
¢ Iconic Mastery: Precision 

¢ Casting Time: 1 Action 

e Range: Self (30 foot Emanation) 

e¢ Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Fire a deadly barrage of energy beams from all of 
your fingers. Creatures in range must make a Dexterity 
Saving Throw, on a failure, they take 10d8 Energy 
Damage. 

Upon casting, you may spend an additional half of the 
Technique’s Ki Cost, creatures cannot gain the benefit of 
the Wild Sense Stamina Maneuver or the Evasion Class 
Feature. 


Ultimate Death Beam 

Rank 3 Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Super Death Beam 
e Casting Time: 1 Action 

e Range: 90 Feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 10d8 
Energy Damage. 

If you would target a creature with the Prone 
Condition, you do not gain Disadvantage on the Attack 
Roll. 


FRIEZA (FINAL Form) 
MAXIUCHIHA22. 


Ki RANK 4 


Cage of Light 

Rank 4 Iconic Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Great Death Beam 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: Self (45 foot radius emanation) 

¢ Duration: Upkeep 

e Chargeable No 

e Type: Barrage 


You create a cage of light that surrounds the area, a 
creature that is within the radius of this Technique 
cannot move outside the radius. A creature who would 
attempt to move past or would be Launched through the 
edge of the radius take 8d6 Energy Damage. 


Golden Death Beam 

Rank 4 Iconic Ki Technique 

¢ Ki Cost: 63 Ki 

¢ Learning Requirement: Ultimate Death Beam 
e Iconic Mastery: Killer 

¢ Casting Time: 1 action 

e Range: 90 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 10d8 
Energy Damage. 
If you would target a creature with the Prone 


Condition, you do not gain Disadvantage on the Attack 
Roll. 


Limitbreaker Death Beam 

Rank 4 Ki Technique 

¢ Ki Cost: 65 Ki 

e Learning Requirement: U/timate Death Beam 
¢ Casting Time: 1 action 

e Range: 90 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Make a Barrage Attack Roll, on a hit, you deal 10d10 
Energy Damage. 
If you would target a creature with the Prone 


Condition, you do not gain Disadvantage on the Attack 
Roll. 


FRIEZA (GOLDEN) 
ZANNINRENDERS 


D1 DIE MISSILE BARRAGE 
Ki RANK 1 


Die Die Missile Barrage 

Rank 1 Iconic Ki Technique 

e KiCost: 13 

e Learning Requirement: Master or Die Die Bullet 
Barrage 

e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: Self (25 foot cone) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 2d10 Energy Damage, halved ona 
success. 


Die Die Bullet Barrage 
Rank 1 Iconic Ki Technique 
e Ki Cost: 4 Ki per Bullet 
e Learning Requirement: Master or Die Die Missile 

Barrage 
e Iconic Mastery: Limited 
e Casting Time: 1 Action 
e Range: 100 feet 
e Duration: Instantaneous 
e Chargeable Yes 
e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 2d4 Energy Damage on 
a hit, to a maximum amount of Bullets up to double your 
Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Full Power Die Die Missile Barrage 

Rank 1 Ki Technique 

e KiCost: 15 

e Learning Requirement: Die Die Missile Barrage 
e Casting Time: 1 Action 

e Range: 100 feet (20 foot radius) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 2d12 Energy Damage, halved ona 
success. 


Full Power Die Die Bullet Barrage 

Rank 1 Ki Technique 

e Ki Cost: 5 Ki per Bullet 

e Learning Requirement: Die Die Bullet Barrage 
e Casting Time: 1 Action 

e Range: 100 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 2d6 Energy Damage on 
a hit, to a maximum amount of Bullets up to double your 
Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


GOTENKS 
MAXIUCHIHA22 


Ki RANK 2 


Die Die Rocket Barrage 

Rank 2 Iconic Ki Technique 

e KiCost: 22 

e Learning Requirement: Die Die Missile Barrage 
e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: 150 feet (40 foot cone) 

e Duration: Instantaneous 

¢ Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 4d8 Energy Damage, halved ona 
SUCCESS. 


Die Die Tank Barrage 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 5 Ki per Bullet 

e Learning Requirement: Die Die Bullet Barrage 
e Iconic Mastery: Bursting 

¢ Casting Time: 1 Action 

e Range: 150 feet 

e Duration: Instantaneous 

¢ Chargeable Yes 

e Type: Barrage 


Roll a Barrage Attack Roll for each Bullet sent at the 
target, dealing 2d6 Energy Damage on a hit, toa 


maximum amount of Bullets up to double your Ki Rank. 


For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 


the number of Damage Die dealt against the target by 1. 


Super Die Die Missile Barrage 

Rank 2 Ki Technique 

e KiCost: 27 

e Learning Requirement: Ful/ Power Die Die Missile 
Barrage 

¢ Casting Time: 1 Action 

e Range: 100 feet (20 foot radius) 

e Duration: Instantaneous 

¢ Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 4d10 Energy Damage, halved ona 
success. 


Super Die Die Bullet Barrage 

Rank 2 Ki Technique 

e Ki Cost: 6 Ki per Bullet 

e Learning Requirement: Full Power Die Die Bullet 
Barrage 

¢ Casting Time: 1 Action 

e Range: 150 feet 

e¢ Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 2d8 Energy Damage on 
a hit, to a maximum amount of Bullets up to double your 
Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Super GOTENKS 
MAXIUCHIHA22 


Ki RANK 3 


Die Die Nuclear Barrage 

Rank 3 Iconic Ki Technique 

e KiCost: 40 

e Learning Requirement: Die Die Rocket Barrage 
e Iconic Mastery: Ripping 

e Casting Time: 1 Action 

¢ Range: 200 feet (60 foot radius) 

e Duration: Instantaneous 

¢ Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 6d10 Energy Damage and are knocked 
Prone. Creatures that succeed take half Damage and 
are not knocked Prone. 


Die Die Homing Artillery Barrage 

Rank 3 Iconic Ki Technique 

e Ki Cost: 6 Ki per Bullet 

e Learning Requirement: Die Die Tank Barrage 
e Iconic Mastery: Homing 

e Casting Time: 1 Action 

e Range: 200 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


Roll a Barrage Attack Roll for each Bullet sent at the 
target, dealing 2d8 Energy Damage on a hit, toa 
maximum amount of Bullets up to your Proficiency 
Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 


the number of Damage Die dealt against the target by 1. 


Ultimate Die Die Missile Barrage 

Rank 3 Iconic Ki Technique 

e KiCost: 48 

e Learning Requirement: Super Die Die Missile 
Barrage 

¢ Casting Time: 1 Action 

e Range: 200 feet (60 foot radius sphere) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 7d10 Energy Damage, halved ona 
success. 


Ultimate Die Die Bullet Barrage 

Rank 3 Iconic Ki Technique 

e Ki Cost: 7 Ki per Bullet 

e Learning Requirement: Super Die Die Cannon 
Barrage 

e Casting Time: 1 Action 

e Range: 200 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 2d10 Energy Damage 
on a hit, to a maximum amount of Bullets up to your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


GorTenks (SUPER SAIYAN 3) 
MAXIUCHIHA22. 


Ki RANK 4 


Limitbreaker Die Die Missile Barrage 

Rank 4 Iconic Ki Technique 

e KiCost: 70 

e Learning Requirement: Ultimate Die Die Missile 
Barrage 

¢ Casting Time: 1 Action 

e Range: 250 feet (80 foot cone) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 9d10 Energy Damage, halved ona 
SUCCESS. 


Limitbreaker Die Die Bullet Barrage 

Rank 4 Iconic Ki Technique 

e¢ Ki Cost: 9 Ki per Bullet 

e Learning Requirement: Ultimate Die Die Cannon 
Barrage 

¢ Casting Time: 1 Action 

¢ Range: 250 feet (80 foot radius) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 4d6 Energy Damage on 
a hit, to a maximum amount of Bullets up to your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Stardust Fall 

Rank 4 Iconic Ki Technique 

¢ KiCost: 73 

e Learning Requirement: Die Die Nuclear Barrage 
e Iconic Mastery: Upgrade 

¢ Casting Time: 1 Action 

e Range: 200 feet (60 foot cone) 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin fire several condense beams in immediate 
conjunciton, making a hard to evade technique. All 
creatures wtihin range must make a Dexterity Saving 
Throw or take 9d10 Energy Damage, halved ona 
SUCCESS. 


After the casting of this Technique, you may use your 
Reaction to take the Dash Action. 


Stardust Shooter 

Rank 4 Iconic Ki Technique 

¢ KiCost: 9 ki per Bullet 

e Learning Requirement: Die Die Artillery Barrage 
e Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: 200 feet 

e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 3d10 Energy Damage 
on a hit, to a maximum amount of Bullets up to your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


After the casting of this Technique, you may use your 
Reaction to take the Dash Action. 


Stardust Rising 

Rank 4 Iconic Ki Technique 

e Ki Cost: 9 per Bullet 

e Learning Requirement: Die Die Artillery Barrage 
e Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: 200 feet 

¢ Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to fire a smaller barrage of aimed beams 
against a creature. Roll a Barrage Attack Roll for each 
Bullet sent at the target, dealing 3d8 Energy Damage on 
a hit, to a maximum amount of Bullets up to your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


After the casting of this Technique, you may use your 
Reaction to take the Dash Action. 


HELLZONE GRENADE 
Ki RANK 2 


Hellzone Grenade 

Rank 2 Iconic Ki Technique 

e Ki Cost: 6 Ki per Hellzone Grenade 
e Learning Requirement: Master 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 90 feet 

e Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 1d12 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 30 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 1. 


Picco.o (HELLZONE GRENADE) 
DustLoop 


Super Hellzone Grenade 

Rank 2 Ki Technique 

e Ki Cost: 7 Ki per Hellzone Grenade 

e Learning Requirement: Hellzone Grenade 
e Casting Time: 1 Action 

e Range: 90 feet 

e Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 2d6 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 30 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 2. 


Light Grenade 

Rank 2 Iconic Ki Technique 

e¢ KiCost: 24 

e Learning Requirement: Hellzone Grenade 
e Iconic Mastery: Hybrid (Blast) 

Casting Time: 1 Action 

e Range: 90 feet (10 foot radius sphere) 

¢ Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to gather energy right in front of you to 
make a large blast of energy. All creatures in range 
must make a Dexterity Saving Throw or take 6d6 
Energy Damage, halved on a success. 


Ki RANK 3 


Devilish Hellzone Grenade 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 8 Ki per Hellzone Grenade 

e Learning Requirement: Super Hellzone Grenade 
e Iconic Mastery: Hybrid (Omni) 

¢ Casting Time: 1 Action 

e Range: 90 feet 

¢ Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 2d6 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 45 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 2. 


Hellscape Landmine 

Rank 3 Iconic Ki Technique 

e Ki Cost: 8 Ki per Hellscape Landmine 

e¢ Learning Requirement: Super Hellzone Grenade 
e Iconic Mastery: Bursting 

¢ Casting Time: 1 Action 

e Range: 90 feet 

e Duration: Up to 1 minute 

¢ Chargeable Yes 

e Type: Barrage 


You begin to fire small energy spaces smaller than 
anyone can see that lie in wait to explode. A creature 
can become aware of the location of these Hellscape 
Landmines with a Sense Ki Check equal to your 
Barrage Save DC. You may create a maximum amount 
of Hellscape Landmines equal to your Proficiency 
Bonus. 

A creature who would enter a space that contains a 
Hellscape Landmine must make a Dexterity Saving 
Throw or take 3d10 Energy Damage, halved ona 
success. A Hellscape Landmine is destroyed after this 
effect. 


Ultimate Hellzone Grenade 

Rank 3 Ki Technique 

e Ki Cost: 9 Ki per Hellzone Grenade 

e Learning Requirement: Super Hellzone Grenade 
e Casting Time: 1 Action 

e Range: 90 feet 

e Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 2d8 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 45 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 2. 


Light Ballista 

Rank 3 Iconic Ki Technique 

e¢ KiCost: 40 

e Learning Requirement: Light Grenade 
e Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: 90 feet (15 foot radius sphere) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to gather energy right in front of you to 
make a large blast of energy. All creatures in range 
must make a Dexterity Saving Throw or take 6d10 
Energy Damage, halved on a success. 


Ki RANK 4 


Demon King’s Hellzone Grenade 

Rank 4 Iconic Ki Technique 

e Ki Cost: 9 Ki per Hellzone Grenade 

e Learning Requirement: Ultimate Hellzone Grenade 
e Iconic Mastery: Hybrid (Omni) 

¢ Casting Time: 1 Action 

e Range: 120 feet 

¢ Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 2d8 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 45 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 2. 


Light Nova 

Rank 4 Iconic Ki Technique 

e KiCost: 64 

e Learning Requirement: Light Ballista 
¢ Iconic Mastery: Hybrid (Blast) 

¢ Casting Time: 1 Action 

e Range: 90 feet (15 foot radius sphere) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You begin to gather energy right in front of you to 
make a large blast of energy. All creatures in range 
must make a Dexterity Saving Throw or take 9d10 
Energy Damage, halved on a success. 


Limitbreaker Hellzone Grenade 

Rank 4 Iconic Ki Technique 

e Ki Cost: 9 Ki per Hellzone Grenade 

e Learning Requirement: Ultimate Hellzone Grenade 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 120 feet 

e Duration: Up to 1 minute 

e Chargeable Yes 

e Type: Barrage 


You create a barrage of energy balls made to track 
and follow the creature. You may create a maximum 
amount of Hellzone Grenades equal to your Proficiency 
Bonus. 

Choose an unnocupied space within range for each 
Hellzone Grenade created. A creature who would enter 
a space that contains a Hellzone Grenade must make a 
Dexterity Saving Throw or take 2d10 Energy Damage, 
halved on a success. A Hellzone Grenade is destroyed 
after this effect. 


Additionally for the duration of this Technique, you may 
use your Bonus Action to move any number of Hellzone 
Grenades up to 45 feet from their current location. For 
each additional Hellzone Grenade that moves into the 
space of the same creature, reduce the number of 
Saving Throws enforced by 1 and increase the number 
of Damage Die dealt by 2. 


Picco.o (Light GRENADE) 
PURPLEHATO 


JUSTICE FLASH 
Ki RANK 3 


Justice Flash 

Rank 3 Iconic Ki Technique 

e KiCost: 44 

e Learning Requirement: Master 

e Iconic Mastery: Precise 

e Casting Time: 1 Action 

e Range: Self (120 foot long, 5 foot wide line) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You form your hand into a riged pose and fire a 
constant stream of energy from your fingertips. All 
creatures in range must make a Dexterity Saving Throw 
or take 6d10 Energy Damage, halved on a success. 


RANK 4 


Destructive Flare 

Rank 4 Iconic Ki Technique 

e Ki Cost: 68 

e Learning Requirement: Justice Flash 

e Iconic Mastery: Massive 

e Casting Time: 1 Action 

¢ Range: Self (120 foot long, 15 foot wide) 
e Duration: Instantaneous 

e Chargeable Yes 

e Type: Barrage 


You form your hand into a riged pose and fire a 
constant stream of energy from your fingertips. All 
creatures in range must make a Dexterity Saving Throw 
or take 9d10 Energy Damage, halved on a success. 


Toprpo (Justice FLlAsH) 
ZANNINRENDERS 


TRAP SHOOTER 
Ki RANK 1 


Trap Shooter 

Rank 1 Iconic Ki Technique 

e KiCost: 6 

e Learning Requirement: Master 
e Iconic Mastery: Massive 

e Casting Time: Action 

e Range: Self (15 foot Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to gather energy into one hand and fire it in 
a wave. All creatures within range must make a 
Dexterity Saving Throw or take 2d6 Energy Damage, 
halved on a success. 


Full Power Trap Shooter 

Rank 1 Ki Technique 

¢ KiCost: 8 

e Learning Requirement: Trap Shooter 
e Casting Time: Action 

¢ Range: Self (15 foot Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to gather energy into one hand and fire it in 
a wave. All creatures within range must make a 
Dexterity Saving Throw or take 2d8 Energy Damage, 
halved on a success. 


Ki RANK 2 


Blaster Meteor 

Rank 2 Iconic Ki Technique 

e KiCost: 20 

e Learning Requirement: Trap Shooter 
e Iconic Mastery: Launched 

e Casting Time: Action 

¢ Range: Self (30 foot emanation) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You cover your body in a veil of energy before firing 
energy blasts in every direction. All creatures in range 
must make a Dexterity Saving Throw or take 4d10 
Energy Damage and are Launched 10 feet away from 
you. Targets who succeed take half Damage and are 
Launched 5 feet away from you. 

Additionally, this Technique ends the Embedded 
Condition from being Launched. 


Super Trap Shooter 

Rank 2 Ki Technique 

e KiCost: 18 

e Learning Requirement: Full Power Trap Shooter 
e Casting Time: Action 

e Range: Self (30 foot Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Barrage 


You begin to gather energy into one hand and fire it in 
a wave. All creatures within range must make a 
Dexterity Saving Throw or take 5d8 Energy Damage, 
halved on a success. 


Broty (SUPPRESSED SUPER SAIYAN) 
ZANNINRENDERS 


Ki RANK 3 Broty (SuPER SAIYAN) 


MAXIUCHIHA22 
Ultimate Trap Shooter 
Rank 3 Ki Technique 
¢ Ki Cost: 38 
¢ Learning Requirement: Super Trap Shooter 
¢ Casting Time: Action 
e Range: Self (45 foot Cone) 
e Chargeable: Yes 
¢ Duration: Instantaneous 
e Type: Barrage 


You begin to gather energy into one hand and fire it in 
a wave. All creatures within range must make a 
Dexterity Saving Throw or take 8d8 Energy Damage, 
halved on a success. 


Ultra Blaster Meteor 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 40 

e Learning Requirement: Blaster Meteor 
¢ Iconic Mastery: Launched 

¢ Casting Time: Action 

¢ Range: Self (30 foot emanation) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Barrage 


You cover your body in a veil of energy before firing 
energy blasts in every direction. All creatures in range 
must make a Dexterity Saving Throw or take 4d10 
Energy Damage and are Launched 10 feet away from 
you. Targets who succeed take half Damage and are 
Launched 5 feet away from you. 

Additionally, this Technique ends the Embedded 
Condition from being Launched. 


Ki RANK 4 


Limitbreaker Trap Shooter 

Rank 4 Ki Technique 

e Ki Cost: 58 

e Learning Requirement: Ultimate Trap Shooter 
e Casting Time: Action 

e Range: Self (60 foot Cone) 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Barrage 


You begin to gather energy into one hand and fire it in 
a wave. All creatures within range must make a 
Dexterity Saving Throw or take 12d8 Energy Damage, 
halved on a success. 


BEAM 


DEATH CANNON 
Ki RANK 1 


Death Cannon 

Rank 2 Iconic Ki Technique 

e KiCost: 12 Ki 

e Learning Requirement: Master 
¢ Iconic Mastery: Hybrid (Blast) 
e Casting Time: 1 Action 

e Range: Special 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You create a large ball of energy before firing it as a 
large energy sphere or a beam of energy. Choose 
between one of the following: 


e Self (30 foot long and 10 foot wide line) 
e 60 feet (15 foot radius sphere) 


Regardless of the chosen range, all creatures within 
range must make a Dexterity Saving Throw or take 
2d10 Energy Damage, halved on a success. 


FRIEZA (100% Power) 


MAXIUCHIHA22 


Ki RANK 2 


Last Emperor 

Rank 2 Iconic Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: Death Cannon 

e Casting Requirement: Caster at half of their 
Maximum Hit Points or below 

e Iconic Mastery: Upgrade 

e Casting Time: 1 Action 

e Range: Self (90 foot long and 10 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


Within your dying breath, you are capable of calling 
upon the remnants of your energy to fire the strongest 
energy blast you can surmise. All creatures within range 
must make a Dexterity Saving Throw or take 4d10 
Energy Damage, halved on a success. 

If your Current Hit Points are under 1/4th of your 
Maximum Hit Points, all creatures within range must 
the Dexterity Saving Throw at Disadvantage. 


Ki RANK 3 


Death Spike 

Rank 3 Iconic Ki Technique 

e Ki Cost: 38 Ki 

e Learning Requirement: Last Emperor 
¢ Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Special 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You create a large ball of energy before firing it asa 
large energy sphere or a beam of energy. Choose 
between one of the following: 


¢ Self (90 foot long and 15 foot wide line) 
e 120 feet (45 foot radius sphere) 


Regardless of the chosen range, all creatures within 
range must make a Dexterity Saving Throw or take 
6d10 Energy Damage, halved on a success. 


Ki RANK 4 


Golden Death Blaster 

Rank 4 Iconic Ki Technique 

e Ki Cost: 62 Ki 

e Learning Requirement: Last Emperor 
¢ Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Special 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Beam 


You create a large ball of energy before firing it as a 
large energy sphere or a beam of energy. Choose 
between one of the folowing: 


e Self (120 foot long and 15 foot wide line) 
e 150 feet (40 foot radius sphere) 


Regardless of the chosen range, all creatures within 
range must make a Dexterity Saving Throw or take 
10d10 Energy Damage, halved on a success. 


Earth Breaker 

Rank 4 Iconic Ki Technique 

e KiCost: 71 

e Learning Requirement: Golden Death Blaster 
e Iconic Mastery: Vaporizing 

¢ Casting Time: 1 Action 

e Range: 150 (60 foot radius sphere) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


Forget “combat”, you'll erase everything with a 
massive eruption of energy that explodes on contact. All 
creatures within range must make a Dexterity Saving 
Throw or take 10d10 Energy Damage, halved ona 
success. 

Additionally this Technique damages a Celestial Body 
that falls within its range, regardless of if the Caster 
chose to. 


GOLDEN FRIEZA 
HOAVONHU123, 


DopDON-PA 
Ki RANK 1 


Dodon-Pa 

Rank 1 Iconic Ki Technique 

e Ki Cost: 8 Ki 

e Learning Requirement: Mastery 
e Iconic Mastery: Killer 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 1d12 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Dodon Barrage 

Rank 1 Iconic Ki Technique 

e Ki Cost: 3 Ki per Ray 

e Learning Requirement: Dodon-Pa 
e Iconic Mastery: Hybrid (Barrage) 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You create a barrage of Dodon Rays, not gathering 
plenty of energy but firing painful energy blasts. Rolla 
Beam Attack Roll for each Ray sent at the target, 
dealing 1d6 Energy Damage on a hit, to a maximum 
amount of Ray up to your Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 


the number of Damage Die dealt against the target by 1. 


Full Power Dodon-Pa 

Rank 1 Ki Technique 

e KiCost: 10 Ki 

e Learning Requirement: Dodon-Pa 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 2d6 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Dodon Wave 

Rank 1 Iconic Ki Technique 

e Ki Cost: 10 Ki 

e Learning Requirement: Dodon-Pa 
¢ Iconic Mastery: Incantation 

¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You condense a beam onto your finger tips before 
firing a wave of energy bigger. A creature of your choice 
that is within range must make a Dexterity Saving 
Throw or they take 3d4 Energy Damage, half on a 
success. 


Cuiaorzu 
MAXIUCHIHA22 


Ki RANK 2 


Neo Dodon Barrage 

Rank 2 Iconic Ki Technique 

e Ki Cost: 5 Ki per Ray 

e Learning Requirement: Dodon Barrage 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You create a barrage of Dodon Rays, not gather 
plenty of energy but firing painful energy blasts. Rolla 
Beam Attack Roll for each Ray sent at the target, 
dealing 1d10 Energy Damage on a hit, to a maximum 
amount of Ray up to your Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 


the number of Damage Die dealt against the target by 1. 


Neo Dodon-Pa 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 22 Ki 

e Learning Requirement: Dodon-Pa 
¢ Iconic Mastery: Killer 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 5d8 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Neo Dodon Wave 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 21 Ki 

e Learning Requirement: Dodon Wave 
e Iconic Mastery: Incantation 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You condense a beam onto your finger tips before 
firing a wave of energy bigger. A creature of your choice 
that is within range must make a Dexterity Saving 
Throw or they take 8d4 Energy Damage, half on a 
success. 


Super Dodon-Pa 

Rank 2 Ki Technique 

e KiCost: 18 Ki 

¢ TkeatiringsRequirement: Full Power Dodon-Pa 
e Casting’ Tite: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 3d10 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Ki RANK 3 


Ultimate Dodon-Pa 

Rank 3 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: Super Dodon-Pa 
¢ Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 6d10 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Ultra Dodon Barrage 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 6 Ki per Ray 

e Learning Requirement: Neo Dodon Barrage 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You create a barrage of Dodon Rays, not gather 
plenty of energy but firing painful energy blasts. Rolla 
Beam Attack Roll for each Ray sent at the target, 
dealing 1d10 Energy Damage on a hit, to a maximum 
amount of Ray up to your Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 


the number of Damage Die dealt against the target by 1. 


Ultra Dodon-Pa 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 40 Ki 

e Learning Requirement: Neo Dodon-Pa 
e Iconic Mastery: Killer 

¢ Casting Time: 1 Action 

e Range: 90 feet 

e¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 8d8 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


Ki RANK 4 


Limitbreaker Dodon-Pa 

Rank 4 Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Ultimate Dodon-Pa 
o TEASE : 1 Action 

¢ Range: [50 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You condense a beam of energy down to your finger, 
firing it at full force. Make a Beam Attack Roll, on a hit, 
you deal 8d10 Energy Damage. 

You may treat this Technique as a Basic Ki Blast for 
the purpose of Class Features, Heroic Features, and 
Trained Features. 


GALICK GUN 
Ki RANK 1 


Galick Beam 

Rank 1 Iconic Ki Technique 

e KiCost: 8 Ki 

e Learning Requirement: Master or Galick Gun 
e Iconic Mastery: Killer 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You condense the beam of energy to you finger tips to 
fire a pin point beam of energy. Roll a Beam Attack Roll 
against a target in range, on a hit, you deal 2d6 Energy 
Damage. 


Galick Cannon 

Rank 1 Iconic Ki Technique 

¢ Ki Cost: 6 Ki 

e Learning Requirement: Galick Beam or Galick Gun 
e Iconic Mastery: Incantation 

e Casting Time: 1 Action 

¢ Range: Self (25 foot long and 10 foot wide line) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You have created a much more powerful variant of 
the Galick Gun, capable of charging an energy beam to 
a greater extent. All Creatures within range must make 
a Dexterity Saving Throw or take 1d12 Energy Damage, 
halved on a success. 


Galick Gun 

Rank 1 Iconic Ki Technique 

e KiCost: 8 Ki 

e Learning Requirement: Master or Galick Beam 
e Iconic Mastery: Efficient 

e Casting Time: 1 Action 

e Range: Self (25 foot long and 10 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


The Royal’s Saiyan lines most powerful technique, by 
gathering energy within the method of the Royal Saiyan 
Line and firing it, you can shoot a beam of empowered 
energy from your hands to engluf targets. All Creatures 
within range must make a Dexterity Saving Throw or 
take 2d6 Energy Damage, halved on a success. 


Full Power Galick Gun 

Rank 1 Ki Technique 

e Ki Cost: 10 Ki 

e Learning Requirement: Galick Gun or Galick 
Cannon 

e Casting Time: 1 Action 

e Range: Self (25 foot long and 10 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You have learned to shorten the time it took to 
produce the original Galick Gun by quickly pouring 
energy into it. All creatures in range must make a 
Dexterity Saving Throw or take 2d8 Energy Damage, 
halved on a success. 


Planet Busting Galick Gun 

Rank 1 Iconic Ki Technique 

e KiCost: 10 Ki 

e Learning Requirement: Galick Gun 

e Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: Self (25 foot long and 10 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You radiate so much power strong enough to destroy 
the planet with little to no problem, releasing the Galick 
Gun to its fullest extent. All Creatures within range 
must make a Dexterity Saving Throw or take 2d8 
Energy Damage, halved on a success. 


VEGETA (GALICK CANNON) 
\9ONEPIECE9O 


Ki RANK 2 


Galick Blazer 

Rank 2 Iconic Ki Technique 

e KiCost: 20 Ki 

e Learning Requirement: Full Power Galick Gun 
e Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: 80 feet (20 foot radius sphere) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You create a sphere of energy with one hand and use 
the other hand to support the release of the energy. All 
Creatures within range must make a Dexterity Saving 
Throw or take 6d6 Energy Damage, halved ona 
success. 


Empowered Galick Cannon 

Rank 2 Iconic Ki Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: Galick Cannon 

¢ Iconic Mastery: Incantation 

¢ Casting Time: 1 Action 

e Range: Self (25 foot long and 10 foot wide line) 
¢ Chargeable: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Beam 


You have created a much more powerful variant of 
the Galick Gun, capable of charging an energy beam to 
a greater extent. All Creatures within range must make 
a Dexterity Saving Throw or take 6d6 Energy Damage, 
halved on a success. 


Final Burst Cannon 

Rank 2 Iconic Ki Technique 

e KiCost: 25 Ki 

e Learning Requirement: Full Power Galick Gun 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

e Range: Self (75 foot cone) 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You overcharge the energy throughout your body 
before firing a beam of destructive energy. All Creatures 
within range must make a Dexterity Saving Throw or 
take 5d8 Energy Damage, halved on a success. 


Super Galick Gun 

Rank 2 Ki Technique 

e Ki Cost: 25 Ki 

e Learning Requirement: Full Power Galick Gun 
e Casting Time: 1 Action 

e Range: Self (75 foot long and 10 foot wide line) 
e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Beam 


You have learned to shorten the time it took to 
produce the original Galick Gun by quickly pouring 
energy into it. All creatures in range must make a 
Dexterity Saving Throw or take 6d8 Energy Damage, 
half on a success. 


Cased (GALICK CANNON) 
SAODVD 


Ki RANK 3 


Final Flash 

Rank 3 Iconic Ki Technique 

e Ki Cost: 48 Ki 

e Learning Requirement: Final Burst Cannon 
e Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: Self (90 foot Cone) 

¢ Chargeable: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Beam 


You begin to overcharge your body even further, 
outputing energy further than your body is able to 
output normally. All Creatures within range must make 
a Dexterity Saving Throw or take 7d10 Energy Damage, 
halved on a success. 


Final Shine Attack 

Rank 3 Iconic Ki Technique 

e KiCost: 42 Ki 

e Learning Requirement: Final Flash 

¢ Iconic Mastery: Upgraded 

¢ Casting Time: 1 Action 

e Range: Self (90 foot line and 5 foot wide line) 
e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You learn to condense the energy of the Final Flash 
into your hand, condensing it and firing it into a green 
energy. All Creatures within range must make a 
Dexterity Saving Throw or take 8d8 Energy Damage, 
halved on a success. 


Final Stream 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 46 Ki 

e Learning Requirement: Fina/ Burst Cannon 
e Iconic Mastery: Ripping 

¢ Casting Time: 1 Action 

e Range: Self (90 foot Cone) 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You begin to overcharge your body even further, 
outputing energy further than your body is able to 
output normally. All Creatures within range must make 
a Dexterity Saving Throw or take 10d8 Energy Damage, 
halved on a success. 


Galaxy Galick Cannon 

Rank 3 Iconic Ki Technique 

e Ki Cost: 35 Ki 

e Learning Requirement: Empowered Galick Cannon 
e Iconic Mastery: Incantation 

e Casting Time: 1 Action 

e Range: Self (100 foot long and 20 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You have created a much more powerful variant of 
the Galick Gun, capable of charging an energy beam to 
a greater extent. All Creatures within range must make 
a Dexterity Saving Throw or take 8d8 Energy Damage, 
halved on a success. 


Ultimate Galick Gun 

Rank 3 Ki Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: Super Galick Gun 

e Casting Time: 1 Action 

e Range: Self (100 foot long and 20 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You were capable to max out the power output of the 
Galick Gun to its ultimate capabilities. All Creatures 
within range must make a Dexterity Saving Throw or 
take 8d8 Energy Damage, halved on a success. 


SUPER VEGETA (FINAL FLASH) 
RENDERDRAGONBALL 


Ki RANK 4 


Gamma Burst Flash 

Rank 4 Iconic Ki Technique 

e Ki Cost: 70 Ki 

e Learning Requirement: Final Flash 
e Iconic Mastery: Vaporizing 

¢ Casting Time: 1 Action 

e Range: Self (120 foot cone) 

¢ Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You learn to apply greater ki into the Final Flash’s 
Destructive Capabilities, being able to destroy anything 
within the vicinity with much greater vicinity. All 
Creatures within range must make a Dexterity Saving 
Throw or take 10d10 Energy Damage, halved ona 
success. 


Revenge Final Flash 

Rank 4 Iconic Ki Technique 

e Ki Cost: 63 Ki 

e Learning Requirement: Final Flash 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

¢ Range: Self (90 foot cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You draw upon your negative energy and apply into 
your Final Flash, firing a . All Creatures within range 
must make a Dexterity Saving Throw or take 8d12 
Energy Damage, halved on a success. 


Universal Galick Cannon 

Rank 4 Iconic Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Galaxy Galick Cannon 

e Iconic Mastery: Incantation 

¢ Casting Time: 1 Action 

e Range: Self (150 foot long and 20 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You have created a much more powerful variant of 
the Galick Gun, capable of charging an energy beam to 
a greater extent. All Creatures within range must make 
a Dexterity Saving Throw or take 10d8 Energy Damage, 
halved on a success. 


Limitbreaker Galick Gun 

Rank 4 Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: Ultimate Galick Gun 

e Casting Time: 1 Action 

e Range: Self (150 foot long and 20 foot wide ine) 
e Chargeable: Yes 

¢ Duration: Instantaneous 

e¢ Type: Beam 


You broke the limits of the Galick Gun to output 
greater power than its original capabilities. All 
Creatures within range must make a Dexterity Saving 
Throw or take 10d8 Energy Damage, halved ona 
success. 


FATHER/SON GALICK GUN 
ALEXELZ 


GIGANTIC BREATH 
Ki RANK 3 


Gigantic Blaster 

Rank 3 Iconic Ki Technique 

e KiCost: 48 Ki 

e Learning Requirement: Master or Gigantic Breath or 
Gigantic Ray 

e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

¢ Range: Self (120 foot long and 20 foot wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You cup your hands together and overcharge it with 
pure destructive energy. All creatures in range must 
make a Dexterity Saving Throw, or take 8d8 Energy 
Damage on a failure, halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


Gigantic Breath 

Rank 3 Iconic Ki Technique 

e KiCost: 45 Ki 

e Learning Requirement: Master or Gigantic Blaster 
or Gigantic Ray 

e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: Self (90 foot Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You release a roar from your mouth, releasing a 
powerful beam from it. All creatures in range must 
make a Dexterity Saving Throw, or take 10d6 Energy 
Damage on a failure, halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


Gigantic Ray 

Rank 3 Iconic Ki Technique 

e Ki Cost: 37 Ki 

e Learning Requirement: Master or Gigantic Breath or 
Gigantic Omega 

e Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Self (30 foot cone) 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Beam 


You create a barrage of energy beams from your 
hands. All creatures within range must make a 
Dexterity Saving Throw, on a failure, they take 8d8 
Energy Damage 

As part of the casting of this Technique, you may 
immediately cast a Technique from the Gigantic Breath 
Iconic Technique List that is not this Technique. 


Omega Blaster 

Rank 3 Iconic Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Gigantic Blaster 
e Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: 120 (30 foot radius sphere) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You condense an orb of energy before launching it 
and causing it to expand. All creatures in range must 
make a Dexterity Saving Throw, or take 7d10 Energy 
Damage on a failure, halved on a success. 

As a Bonus Action when you would cast this 
Technique, you may choose to double the radius of this 
Technique. 


Ki RANK 4 


Gigantic Burst 

Rank 4 Iconic Ki Technique 

e Ki Cost: 68 Ki 

e Learning Requirement: Gigantic Ray 
e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: Self (60 foot cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You create a burst of pure destructive energy in front 
of you, big enough to make it harder to avoid. All 
creatures in range must make a Dexterity Saving 
Throw, or take 10d8 Energy Damage on a failure, 
halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


Gigantic Destruction 

Rank 4 Iconic Ki Technique 

e KiCost: 74 Ki 

¢ Learning Requirement: Gigantic Blaster 

¢ Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Self (160 foot long and 25 foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You cup your hands together and overcharge it with 
pure destructive energy. All creatures in range must 
make a Dexterity Saving Throw, or take 12d8 Energy 
Damage on a failure, halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


Gigantic Omegastorm 

Rank 4 Iconic Ki Technique 

e Ki Cost: 74 Ki 

e Learning Requirement: Gigantic Omega 

e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: Self (160 foot long and 25 foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You cup your hands together and overcharge it with 
pure destructive energy. All creatures in range must 
make a Dexterity Saving Throw, or take 12d8 Energy 
Damage on a failure, halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


Gigantic Roar 

Rank 4 Iconic Ki Technique 

e Ki Cost: 74 Ki 

e Learning Requirement: Gigantic Breath 
¢ Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Self (120 foot cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You cause a roar capable of shaking even entire 
planets thanks to the powerful beam that forms. All 
creatures in range must make a Dexterity Saving 
Throw, or take 12d8 Energy Damage on a failure, 
halved on a success. 

If you are benefiting from the Enraged Condition, you 
may increase the number of Damage Die dealt by this 
Technique by 1. If you have the Berserk Condition, you 
instead increase the Damage Die dealt by this 
Technique by 2 instead of 1. 


KAMEHAMEHA 
Ki RANK 1 


Dark Kamehameha 

Rank 1 Iconic Ki Technique 

e KiCost: 12 Ki 

e Learning Requirement: Master 

e Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: Self (30-foot long and 5-foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


By funneling pure malice into the core of your being, 
you learned to use a dark approximation of the 
Kamehameha. All creatures in range must make a 
Dexterity Saving Throw or take 2d10 Energy Damage, 
half on a successful saving throw. 


Foot Kamehameha 

Rank 1 Iconic Ki Technique 

e KiCost: 12 Ki 

e Learning Requirement: Dark Kamehameha or 
Turtle Destruction Wave 

e Iconic Mastery: Hybrid (Unarmed) 

e Casting Time: 1 Action 

e Range: 45 Feet 

e Duration: Instantaneous 

e Chargeable: Yes 

¢ Type: Beam 


By firing a Kamehameha from your feet, you may 
launch yourself at a target. Make a Beam Attack Roll 
against a creature in range, doing 2d8 Bludgeoning 
Damage on a hit. You end this Technique in the nearest 
unoccupied space next to the creature. 


Full Power Kamehameha 

Rank 1 Ki Technique 

e KiCost: 10 Ki 

e Learning Requirement: Dark Kamehameha or 
Turtle Destruction Wave 

e Casting Time: 1 Action 

e Range: Self (30-foot long and 5-foot wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You have learned to shorten the time it took to 
produce the original Kamehameha by quickly pouring 
energy into it. All creatures in range must make a 
Dexterity Saving Throw or take 2d10 Energy Damage, 
half on a successful saving throw. 


Turtle Destruction Wave 

Rank 1 Iconic Ki Technique 

e KiCost: 10 Ki 

e Learning Requirement: Master 

¢ Iconic Mastery: Incantation 

e Casting Time: 1 Action 

e Range: Self (30-foot long and 5-foot wide Line) 
e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Beam 


By performing the energy collection method of the 
Turtle School, you can shoot a beam of empowered 
energy from your hands to engulf targets. All creatures 
in range must make a Dexterity Saving Throw or take 


2d8 Faessy Ramee halfon a successful saving throw. 


MAXIUCHIHA22 


Ki RANK 2 


Angry Kamehameha 

Rank 2 Iconic Ki Technique 

e Ki Cost: 23 Ki 

e Learning Requirement: Full Power Kamehameha 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: Self (75-foot long and 5-foot wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


By fueling the Kamehameha with every ounce of 
spirit that you have, you push it beyond it’s normal 
limitations and fire it with a single hand. All creatures in 
range must make a Dexterity Saving Throw or take 
3d12 Energy Damage, half on a successful saving 
throw. 


Bending Kamehameha 

Rank 2 Iconic Ki Technique 

e KiCost: 22 Ki 

e Learning Requirement: Full Power Kamehameha 
e Iconic Mastery: Rebounding 

¢ Casting Time: 1 Action 

e Range: Self (60-foot long and 5-foot wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You have learned to turn the Kamehameha to hit 
creatures you otherwise would have missed. All 
creatures in range must make a Dexterity Saving Throw 
or take 3d10 Energy Damage, half on a successful 
saving throw. 


Super Kamehameha 

Rank 2 Ki Technique 

e KiCost: 25 Ki 

e Learning Requirement: Full Power Kamehameha 
¢ Casting Time: 1 Action 

e Range: Self (90-foot long and 15-foot wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You have learned to shorten the time it took to 
produce the original Kamehameha by quickly pouring 
energy into it. All creatures in range must make a 
Dexterity Saving Throw or take 4d10 Energy Damage, 
half on a successful saving throw. 


KRILLIN (SCATTER KAMEHAMEHA) 
MAXIUCHIHA22. 


Scatter Kamehameha 

Rank 2 Iconic Ki Technique 

e KiCost: 25 Ki 

e¢ Learning Requirement: Full Power Kamehameha 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 feet (15-foot radius Sphere) 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Beam 


Fire a Kamehameha before pulling into the sky, 
splitting it into smaller beams, and bombarding an area 
with them. All creatures in range must make a Dexterity 
Saving Throw or take 4d10 Energy Damage, half ona 
successful saving throw. 


Twin Dragon Shot 

Rank 2 Iconic Ki Technique 

e¢ KiCost: 20 Ki 

e Learning Requirement: Scatter Kamehameha 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 10 Feet 

e Chargeable: Yes 

e¢ Duration: 1 Minute, Concentration 

e Type: Beam 


You create 2 small orbs of energy at locations in 
range. As an Action or Bonus Action on your turn for the 
duration you may move one or both spheres up to 30 
feet. Should this orb come into contact with a creature 
or object, the creature and all creatures within 5 feet of 
it must make a Dexterity Saving Throw taking 6d6 
Energy Damage on a failure or half as much on a 
success. After this effect, the associated orb is 
destroyed. 


Ki RANK 3 


Black Kamehameha 

Rank 3 Iconic Ki Technique 

e KiCost: 44 Ki 

e Learning Requirement: Super Kamehameha 

e Iconic Mastery: Massive (Line-Length) 

¢ Casting Time: 1 Action 

e Range: Self (90-foot long and 15-foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


An engulfing black energy wave of pure hatred. All 
creatures in range must make a Dexterity Saving Throw 
or take 7d10 Energy Damage, halved on a success. 


Continuous Kamehamehas 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 6 Ki per Kamehameha 

e Learning Requirement: Twin Dragon Shot 
¢ Iconic Mastery: Hybrid (Barrage) 

¢ Casting Time: 1 Action 

e Range: 120 Feet 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You begin firing a barrage of small Kamehamehas. 
Roll a Beam Attack Roll for each Kamehameha sent at a 
creature of your choice, dealing 2d8 Energy Damage on 
a hit, to a maximum amount of Kamehamehas up to 
your Proficiency Bonus. 

For each Kamehameha that targets the same 
creature, reduce the number of Beam Attack Rolls 
made and increase the number of Damage Die dealt 
against the creature by 2. 


Rocket Kamehameha 

Rank 3 Iconic Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Foot Kamehameha 
¢ Iconic Mastery: Hybrid (Unarmed) 

¢ Casting Time: 1 Action 

e Range: 120 Feet 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


By firing an empowered Kamehameha from your feet, 
you may launch yourself at incredible speeds at a target. 
Make a Beam Attack Roll against a creature in range, 
doing 5d12 Bludgeoning Damage on a hit. You end this 
Technique in the nearest unoccupied space next to the 
creature. 


Ultimate Kamehameha 

Rank 3 Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Super Kamehameha 

e Casting Time: 1 Action 

e Range: Self (120-foot long and 15-foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You have learned to take the Kamehameha to a level 
that its creator could never dream. All creatures in 
range must make a Dexterity Saving Throw or take 
8d10 Energy Damage, halved on a success. 


SuperR SAIYAN TEEN GOHAN (KAMEHAMEHA) 
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Ki RANK 4 


Limitbreaker Kamehameha 

Rank 4 Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: U/timate Kamehameha 

e Casting Time: 1 Action 

e Range: Self (150-foot long and 30-foot wide Line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You have broken the limits of the Kamehameha 
capable of causing destructive power that has long since 
surpassed its original capabilities. All creatures in range 
must make a Dexterity Saving Throw or take 10d10 
Energy Damage halved as much on a success. 


Light Speed Kamehameha 

Rank 4 Iconic Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Foot Kamehameha 
¢ Iconic Mastery: Hybrid (Unarmed) 

e Casting Time: 1 Action 

e Range: 150 Feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


By firing an empowered Kamehameha from your feet, 
you may launch yourself at incredible speeds at a target. 
Make a Beam Attack Roll against a creature in range, 
doing 8d12 Bludgeoning Damage on a hit. You end this 
Technique in the nearest unoccupied space next to the 
creature. 


Goku (Foot KAMEHAMEHA) 
ANDREWpB13, 


Suspended Dragon Bullets 

Rank 4 Iconic Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: Continuous Kamehamehas 
e Iconic Mastery: Hybrid (Omni) 

¢ Casting Time: 1 Action 

e¢ Range: 30 Feet 

¢ Duration: 1 Minute, Concentration 

e Chargeable: Yes 

e¢ Type: Omni 


You create 4 small orbs of energy at locations in 
range. As an Action or Bonus Action on your turn for the 
duration you may move any number of spheres up to 60 
feet. Alternatively, you may have use your Reaction to 
cause all orbs to detonate if a Creature moves within 5 
feet of one. 

Should an orb come into contact with a creature or 
object, the creature and all creatures within 5 feet of it 
must make a Dexterity Saving Throw taking 3d12 
Energy Damage on a failure or half as much on a 
success. After this effect, the associated orb is 
destroyed. 


For each Orb that targets the same creature 
simultaneously, reduce the number of Saving Throws 
made and increase the number of Damage Die dealt 
against the creature by 3. 


True Kamehameha 

Rank 4 Iconic Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Ultimate Kamehameha 

¢ Iconic Mastery: Incantation 

e Casting Time: 1 Action 

e Range: Self (150-foot long and 30-foot wide Line) 
e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Beam 


Taken to it’s true mastery, the Kamehameha has 
become a truly graceful display of power. All creatures 
in range must make a Dexterity Saving Throw or take 
10d8 Energy Damage or half as much on a success. 


MASENKO 
Ki RANK 1 


Full Power Masenko 

Rank 1 Ki Technique 

e¢ KiCost: 9 

e Learning Requirement: Masenko 

e Casting Time: 1 Action 

e Range: Self (30 foot long & 10 foot wide) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it. All creatures within range must 
make a Dexterity Saving Throw or take 3d6 Energy 
Damage, halved on a success. 


Masenko 

Rank 1 Iconic Ki Technique 

¢ KiCost: 7 

e Learning Requirement: Master 

¢ Iconic Mastery: Efficient 

e Casting Time: 1 Action 

¢ Range: Self (30 foot long & 10 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it. All creatures within range must 
make a Dexterity Saving Throw or take 3d4 Energy 
Damage, halved on a success. 


Special Beam Cannon 

Rank 1 Iconic Ki Technique 

e KiCost: 12 

e Learning Requirement: Masenko 

e Iconic Mastery: Incantation 

e Casting Time: 1 Action 

e Range: Self (60 foot long & 5 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You begin to charge ki onto your fingertips, 
condensing energy into your fingers and firing it into a 
condense beam. Make a Beam Attack Roll targeting all 
creatures in range dealing 2d10 Energy Damage ona 
hit. 


Raging Fury Demon Bullet 

Rank 1 Iconic Ki Technique 

e Ki Cost: 4 Ki per Ki Blast 

e Learning Requirement: Masenko 
e Iconic Mastery: Hybrid (Barrage) 
e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You begin to fire a smaller barrage of Masenko 
against a creature. Roll a Beam Attack Roll for each 
Bullet sent at the target, dealing 1d8 Energy Damage on 
a hit, to a maximum amount of Bullets up to double your 
Ki Rank. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


Kip GOHAN (NAMEK SAGA) 
ZANNINRENDERS 


Ki RANK 2 


Explosive Madan 

Rank 2 Iconic Ki Technique 

e KiCost: 18 

e Learning Requirement: Ful/ Power Masenko 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

e Range: Self (15 Foot Cone) 

¢ Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it into a wider but shorter range. All 
creatures within range must make a Dexterity Saving 
Throw or take 6d6 Energy Damage, halved ona 
success. 


Super Masenko 

Rank 2 Ki Technique 

¢ KiCost: 18 

e Learning Requirement: Ful/ Power Masenko 
¢ Casting Time: 1 Action 

e Range: Self (60 foot long & 10 foot wide line) 
¢ Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it. All creatures within range must 
make a Dexterity Saving Throw or take 6d6 Energy 
Damage, halved on a success. 


Piercing Special Beam Cannon 

Rank 2 Iconic Ki Technique 

e KiCost: 24 

e Learning Requirement: Special Beam Cannon 
e Iconic Mastery: Killer 

¢ Casting Time: 1 Action 

e Range: Self (120 foot long & 5 foot wide line) 
e¢ Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You begin to charge ki onto your fingertips, 
condensing energy into your fingers and firing it into a 
condense beam. Make a Beam Attack Roll targeting all 
creatures in range dealing 4d10 Energy Damage ona 
hit. 


Special Beam Blast 

Rank 2 Iconic Ki Technique 

e Ki Cost: 20 

e Learning Requirement: Special Beam Cannon 
¢ Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You learn to gather energy in short bursts into your 
finger tips and firing a quick blast. Make a Beam Attack 
Roll against a creature in range dealing 4d8 Energy 
Damage on a hit. 


Picco.o (SPECIAL BEAM CANNON) 
MAXIUCHIHA22. 


Ki RANK 3 


Hellish Fury Demon Bullet 

Rank 3 Iconic Ki Technique 

e Ki Cost: 6 Ki per Bullet 

e Learning Requirement: Raging Fury Demon Bullet 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 Feet 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Beam 


You begin to fire a smaller barrage of Masenko 
against a creature. Roll a Beam Attack Roll for each 
Bullet sent at the target, dealing 2d6 Energy Damage on 
a hit, to a maximum amount of Bullets up to your 
Proficiency Bonus. 

For each Bullet that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 2. 


Hyper Masenko 

Rank 3 Iconic Ki Technique 

e¢ KiCost: 38 

e Learning Requirement: Super Masenko 
¢ Iconic Mastery: Hybrid (Blast) 

¢ Casting Time: 1 Action 

e Range: 120 feet (15 foot radius sphere) 
e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it as an orb of energy. All creatures 
within range must make a Dexterity Saving Throw or 
take 10d6 Energy Damage, halved on a success. 


Demonic Special Beam Cannon 

Rank 3 Iconic Ki Technique 

e Ki Cost: 48 

e Learning Requirement: Super Special Beam 
Cannon 

e Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Self (240 foot long & 5 foot wide line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Beam 


You begin to charge malicious ki onto your fingertips, 
condensing energy into your fingers and firing it into a 
condense beam meant to bore through everything in its 
way. Make a Beam Attack Roll targeting all creatures in 
range dealing 7d10 Energy Damage on a hit. 


Ultimate Masenko 

Rank 3 Ki Technique 

e Ki Cost: 34 

¢ Learning Requirement: Super Masenko** 

e Casting Time: 1 Action 

e Range: Self (90 foot long & 15 foot wide line) 
e Chargeable: Yes 

e¢ Duration: Instantaneous 

e¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it. All creatures within range must 
make a Dexterity Saving Throw or take 10d6 Energy 
Damage, halved on a success. 


GOHAN (Super HERO) 
MAXIUCHIHA22 


Ki RANK 4 


Destructive Madan 

Rank 4 Iconic Ki Technique 

e Ki Cost: 65 

e Learning Requirement: Explosive Madan 

e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

Bir dngel Sel 5 fobucone) BEAST GOHAN (SPECIAL BEAM CANNON) 
¢ Chargeable: Yes 

¢ Duration: Instantaneous 

e¢ Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it into a wider but shorter range. All 
creatures within range must make a Dexterity Saving 
Throw or take 9d10 Energy Damage, halved ona 
success. 


Demon King’s Cannon 

Rank 4 Iconic Ki Technique 

e¢ KiCost: 70 

e Learning Requirement: Demonic Special Beam 
Cannon 

e Iconic Mastery: Upgraded 

¢ Casting Time: 1 Action 

e Range: Self (270 foot long & 5 foot wide line) 

¢ Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Beam 


You begin to charge ki onto your fingertips, 
condensing energy into your fingers and firing it into a 
condense beam. Make a Beam Attack Roll targeting all 
creatures in range dealing 10d10 Energy Damage on a 
hit. 


Limitbreaker Masenko 

Rank 4 Ki Technique 

e KiCost: 65 

e Learning Requirement: Ultimate Masenko 

¢ Casting Time: 1 Action 

e Range: Self (120 foot long & 20 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Beam 


You put your hands onto your forehead and gather 
energy before firing it. All creatures within range must 
make a Dexterity Saving Throw or take 15d6 Energy 
Damage, halved on a success. 


THUNDER SHOCK SURPRISE 
Ki RANK 1 


Thunder Shock Surprise 

Rank 1 Iconic Ki Technique 

e Ki Cost: 6 Ki 

e Learning Requirement: Master 
¢ Iconic Mastery: Hybrid (Omni) 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: No 

e Duration: Upkeep 

e Type: Beam 


You fire powerful volts of electricity from your hands, 
capable of keeping your opponent trapped for as long as 
possible. A creature within range must make a Dexterity 
Saving Throw, on a failure, they gain the Stunned 
Condition. At the Start of their turn, they take 1d6 
Lightning Damage and must make a Strength Saving 
Throw. On a success, they are no longer stunned and 
this Technique ends. 

While you are paying Upkeep for this Technique, you 
must spend your action to keep this Technique active. 


Ki RANK 2 


Mastered Thunder Shock Surprise 

Rank 2 Iconic Ki Technique 

e KiCost: 22 Ki 

e Learning Requirement: Thunder Shock Surprise 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: No 

e Duration: Upkeep 

¢ Type: Beam 


You fire powerful volts of electricity from your hands, 
capable of keeping your opponent trapped for as long as 
possible. A creature within range must make a Dexterity 
Saving Throw, on a failure, they gain the Stunned 
Condition. At the Start of their turn, they take 1d10 
Lightning Damage and must make a Strength Saving 
Throw. On a success, they are no longer stunned and 
this Technique ends. 


Ki RANK 3 


Final Shock Surprise 

Rank 3 Iconic Ki Technique 

e Ki Cost: 38 Ki 

e Learning Requirement: Mastered Thunder Shock 
Surprise 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: No 

e Duration: Upkeep 

e¢ Type: Beam 


You fire powerful volts of electricity from your hands, 
capable of keeping your opponent trapped for as long as 
possible. A creature within range must make a Dexterity 
Saving Throw, on a failure, they gain the Stunned 
Condition. At the Start of their turn, they take 2d6 
Lightning Damage and must make a Strength Saving 
Throw. On a success, they are no longer stunned and 
this Technique ends. 


Ki RANK 4 


God Bind 

Rank 4 Iconic Ki Technique 

e Ki Cost: 55 Ki 

e Learning Requirement: Final Shock Surprise 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 30 feet 

e¢ Chargeable: No 

e Duration: Upkeep 

¢ Type: Beam 


You create a calm field of energy meant to encase 
your opponent, not causing damage but being nearly 
inescapable. A creature within range must make a 
Dexterity Saving Throw, on a failure, they gain the 
Paralyzed Condition. At the Start of their turn, they 
must make a Strength Saving Throw. On a success, 
they are no longer Paralyzed and this Technique ends. 

Additionally should a creature pass the Saving 
Throw, they may expend the Casting Cost of this 
Technique to reverse the effect to the Caster until the 
end of the Caster’s next turn. 


If you have at least 1 God Ki, then the targeted creature 
makes the Saving Throw at disadvantage unless they 
have at least 1 God Ki. 


BLAST 


Bic BANG ATTACK 
Ki RANK 1 


Big Bang Attack 

Rank 1 Iconic Ki Technique 

¢ Ki Cost: 6 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Bursting 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a spherical orb of energy into the palm of 
your hands and fire it at someone. Roll a Blast Attack 
Roll, on a hit, you deal 2d6 Energy Damage. 


Big Bang Cannon 

Rank 1 Iconic Ki Technique 

e KiCost: 5 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a small spherical orb of energy into the 
palm of your hands and fire it at someone. Roll a Blast 
Attack Roll, on a hit, you deal 1d12 Energy Damage. 


Full Power Big Bang Attack 

Rank 1 Ki Technique 

e Ki Cost: 8 Ki 

e Learning Requirement: Big Bang Attack 
e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a spherical orb of energy into the palm of 
your hands and fire it at someone. Roll a Blast Attack 
Roll, on a hit, you deal 2d8 Energy Damage. 


Ki RANK 2 


Super Big Bang Attack 

Rank 2 Ki Technique 

e KiCost: 18 Ki 

e Learning Requirement: Full Power Big Bang Attack 
¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e¢ Duration: Instantaenous 

e Type: Blast 


You extend a spherical orb of energy into the palm of 
your hands and fire it at someone. Roll a Blast Attack 
Roll, on a hit, you deal 5d8 Energy Damage. 


Empowered Big Bang Cannon 

Rank 2 Iconic Ki Technique 

e¢ Ki Cost: 16 Ki 

e Learning Requirement: Big Bang Cannon 
e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e¢ Duration: Instantaenous 

e Type: Blast 


You extend a small spherical orb of energy into the 
palm of your hands and fire it at someone. Roll a Blast 
Attack Roll, on a hit, you deal 4d8 Energy Damage. 


SuPER SAIYAN VEGETA (BiG BANG ATTACK) 
ZANNINRENDERS. 


Ki RANK 3 


Atomic Blast 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 48 Ki 

e Learning Requirement: Super Big Bang Attack or 
Super Big Bang Cannon 

¢ Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e¢ Duration: Instantaenous 

e Type: Blast 


You stretch out your hand before sticking out two of 
your fingers and firing a beam of energy. Roll a Beam 
Attack Roll, on a hit, the creature takes 9d8 Energy 
Damage. 

The creature cannot benefit reduce damage from this 
Technique as a result of Armor or Racial Feature. 


Ultimate Big Bang Attack 

Rank 3 Ki Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Super Big Bang Attack 
¢ Casting Time: 1 Action 

e Range: 60 feet 

¢ Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a spherical orb of energy into the palm of 
your hands and fire it at someone. Roll a Blast Attack 
Roll, on a hit, you deal 9d8 Energy Damage. 


Galaxy Big Bang Cannon 

Rank 3 Iconic Ki Technique 

e KiCost: 32 Ki 

e Learning Requirement: Empowered Big Bang 
Cannon 

e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a small and weak spherical orb of energy 
into the palm of your hands and fire it at someone. Roll 
a Blast Attack Roll, on a hit, you deal 8d6 Energy 
Damage. 


VEGETA (SUPER SAIYAN 4) 
MAXIUCHIHA22 


Ki RANK 4 


Double Atomic Blast 

Rank 4 Iconic Ki Technique 

e KiCost: 70 Ki 

e Learning Requirement: Atomic Blast 

e Iconic Mastery: Bursting 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 
You stretch out both of your hands before sticking 
out two of your fingers and firing a beam of energy. 
Roll a Beam Attack Roll, on a hit, the creature takes 
10d10 Energy Damage. The creature cannot benefit 
from the Block Maneuver 


Limitbreaker Big Bang Attack 

Rank 4 Ki Technique 

e Ki Cost: 52 Ki 

e Learning Requirement: Ultimate Big Bang Attack 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a spherical orb of energy into the palm of 
your hands and fire it at someone. Roll a Blast Attack 
Roll, on a hit, you deal 12d8 Energy Damage. 


Universal Big Bang Cannon 

Rank 4 Iconic Ki Technique 

e Ki Cost: 52 Ki 

¢ Learning Requirement: Galaxy Big Bang Cannon 
e Iconic Mastery: Limited 

¢ Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You extend a small and weak spherical orb of energy 
into the palm of your hands and fire it at someone. Roll 
a Blast Attack Roll, on a hit, you deal 12d8 Energy 
Damage. 


Heat Flash 

Rank 4 Iconic Ki Technique 

e Ki Cost: 65 Ki 

e Learning Requirement: Ultimate Big Bang Attack 
e Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action 

e Range: Self (90 foot long and 10 foot wide) 

e Chargeable: Yes 

¢ Duration: Instantaenous 

e Type: Blast 


After focusing energy into your hand, you are able to 
ingeacancapa SLARNWABSILY instead of 
condensing ii creatures within range must make a 
Dexterity Saving Throw, on a failure, they take 10d10 
Energy Damage. 


BURNING ATTACK 


Ki RANK 1 

Burning Attack 

Rank 1 Iconic Ki Technique 

¢ Ki Cost: 8 Ki SSJ Future TRUNKS 
e Learning Requirement: Master ZANNINGENDEESS) 


e Iconic Mastery: Bursting 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaenous 
e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 2d8 Fire Damage. 


Buster Cannon 

Rank 1 Iconic Ki Technique 

e Ki Cost: 6 Ki 

e Learning Requirement: Burning Attack 
¢ Iconic Mastery: Hybrid (Beam) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You move your arms back and fire a small beam of 
energy. Choose one creature within range, they must 
make a Dexterity Saving Throw, on a failure, they take 
2d6 Energy Damage, half on a success. 


Full Power Burning Attack 

Rank 1 Ki Technique 

e¢ KiCost: 10 Ki 

e Learning Requirement: Burning Attack 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 2d10 Fire Damage. 


Ki RANK 2 


Burning Bomber 

Rank 2 Iconic Ki Technique 

e KiCost: 20 Ki 

e Learning Requirement: Burning Attack 
e Iconic Mastery: Bursting 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaenous 

¢ Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 7d6 Fire Damage. 


Heat Dome Attack 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 24 Ki 

e Learning Requirement: Buster Cannon 
¢ Iconic Mastery: Hybrid (Beam) 

¢ Casting Time: 1 Action 

e Range: Self 

e Chargeable: Yes 

¢ Duration: Instantaenous 

e Type: Blast 


You begin to surround yourself with a dome of yellow 
energy before bursting it into the air. all creautres in a 
30 foot wide, 60 foot tall cylinder that creature must 
make a Dexterity Saving Throw, on a failure, they take 
5d10 Fire Damage and are knocked prone. 


Spread Shot Burning Attack 

Rank 2 Iconic Ki Technique 

e KiCost: 25 Ki 

e Learning Requirement: Full Power Burning Attack 
¢ Iconic Mastery: Hybrid (Barrage) 

¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You begin to fire a barrage of Burning Attacks. 
Choose an amount of creatures equal to your Ki Rank, 
roll a Blast Attack Roll for each creature. On a hit, you 
deal 3d6 Fire Damage. You cannot target the same 
creature more than once. 


Super Burning Attack 

Rank 2 Ki Technique 

e KiCost: 23 Ki 

e Learning Requirement: Full Power Burning Attack 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 5d8 Fire Damage. 


SSJ Future TRUNKS (SUPER) 
ZANNINRENDERS 


Ki RANK 3 


Full Charge Burning Attack 

Rank 3 Iconic Ki Technique 

e Ki Cost: 35 Ki 

e Learning Requirement: Full Charge Burning Attack 
e Iconic Mastery: Upgrade 

e¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 10d6 Fire Damage. 


Guiding Burning Attack 

Rank 3 Iconic Ki Technique 

e Ki Cost: 33 Ki 

e Learning Requirement: Burning Bomber 
e Iconic Mastery: Homing 

¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

¢ Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 9d6 Fire Damage. 


Ultimate Burning Attack 

Rank 3 Ki Technique 

e Ki Cost: 35 Ki 

e Learning Requirement: Super Burning Attack 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 10d6 Fire Damage. 


Ki RANK 4 


Final Rage Buster 

Rank 4 Iconic Ki Technique 

e Ki Cost: 65 Ki 

e¢ Learning Requirement: Full Charge Burning Attack 
e Iconic Mastery: Upgrade 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 10d10 Fire Damage. 


Limitbreaker Burning Attack 

Rank 4 Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: U/timate Burning Attack 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

e Type: Blast 


You begin to perform a series of quick arm 
movements before placing yours hands away from you 
and with your hands together in a diamond shape, fire a 
blast of energy. Make a Blast Attack Roll, on a hit, you 
deal 10d10 Fire Damage. 


SSJ2 FuTurRE TRUNKS 
ZANNINRENDERS 


DEATH BALL 
Ki RANK 2 


Death Ball 

Rank 2 Iconic Ki Technique 

e KiCost: 23 

e Learning Requirement: Master 

¢ Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: 150 feet (10 foot radius sphere) 
e¢ Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You create a sphere of energy with vast power. All 
creatures within range must make a Dexterity Saving 
Throw or take 5d10 Energy Damage, halved ona 
success. 


100% Death Ball 

Rank 2 Iconic Ki Technique 

¢ KiCost: 27 

e Learning Requirement: Death Ball 

e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 150 feet (10 foot radius sphere) 
e Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You create a sphere of energy with vast power. All 
creatures within range must make a Dexterity Saving 
Throw or take 5d12 Energy Damage, halved ona 
success. 


Ki RANK 3 


Supernova 

Rank 3 Iconic Ki Technique 

e KiCost: 48 

e Learning Requirement: 100% Death Ball 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

¢ Range: 300 feet (30 foot radius sphere) 

e Chargeble: Yes 

e Duration: Instantaneous 

¢ Type: Blast 


You create a sphere of energy with vast power at a 
point within range. All creatures within range must 
make a Dexterity Saving Throw or take 8d10 Energy 
Damage, halved on a success. 


Ki Rank 4 

Golden Supernova 

Rank 4 Iconic Ki Technique 

e KiCost: 72 

e Learning Requirement: Supernova 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 500 feet (45 foot radius sphere) 
e Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You create a sphere of energy with vast power at a 
point within range. All creatures within range must 
make a Dexterity Saving Throw or take 10d10 Energy 
Damage, halved on a success. 

Whenever you Cast this Technique, you may expend 
additional Ki Points equal to half of the Casting Cost of 
this Technique to choose an additional point within 
range to create an additional sphere at. You may make 
up to two additional spheres this way. A creature in the 
area of more than one spheres is affected only once. 


FRIEZA (DEATH BALL) 
MAXIUCHIHA22. 


DEATH PSYCHO BOMB 
Ki RANK 2 


Death Psycho Bomb 

Rank 2 Iconic Ki Technique 

e Ki Cost: 27 Ki 

e Learning Requirement: Master 
¢ Iconic Mastery: Hybrid (Omni) 
¢ Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

¢ Type: Blast 


You begin to capture a creature with your your own 
telekinesis, before igniting ki to create as big of an 
explosion as possible. A creature of your choice must 
make a Constitution Saving Throw, on a failure, they 
are moved anywhere within 60 feet of their original 
location. All creatures within 30 feet of the target must 
make a Dexterity Saving Throw, on a failure, they take 
4d12 Energy Damage. The affected creature 
automatically fails the Dexterity Saving Throw. 


Ki RANK 4 


Genocide Psycho Bomb 

Rank 4 Iconic Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: Death Psycho Bomb 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaenous 

¢ Type: Blast 


You begin to capture a creature with your your own 
telekinesis, before igniting ki to create as big of an 
explosion as possible. A creature of your choice must 
make a Constitution Saving Throw, on a failure, they 
are moved anywhere within 60 feet of their original 
location. All creatures within 45 feet of the target must 
make a Dexterity Saving Throw, on a failure, they take 
8d12 Energy Damage. The affected creature 
automatically fails the Dexterity Saving Throw. 


FINAL FORM FRIEZA 
MAXIUCHIHA22. 


FINAL ATONEMENT 
Ki RANK 3 


Final Atonement 

Rank 3 Iconic Ki Technique 

e Hit Die Cost: Special 

e Learning Requirement: Master or Final 
Enhancement 

e Iconic Mastery: Incantation 

¢ Casting Time: 1 Action 

e Range: Self (60 foot Emanation) 

e Chargeable: No 

e Duration: Instantaenous 

e Type: Blast 


You begin to channel your life force into your body 
before causing an explosion. You may expend up to your 
maximum amount of Hit Die that you have. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take the maximum result of the 
spent Hit Die as Energy Damage. You take the full 
amount of Damage. If this Damage reduces a creature 
to O Hit Points, it is disintegrated. A disintegrated 
creature and everything it is wearing and carrying, 
except magic items, are reduced to a pile of fine gray 
dust. 

If you would reach O Hit Die due to this Technique, 
you increase the Damage Die by 2 steps, but you are 
automatically killed. 


Final Enhancement 

Rank 3 Iconic Ki Technique 

e Hit Die Cost: Special 

e Learning Requirement: Master or Final Atonement 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Bonus Action when you would cast 
a Ki Technique 

¢ Range: Self 

e Chargeable: No 

e Duration: Instantaenous 

¢ Type: Blast 


You've learned to refine your application of Life Force 
and learn to force out your Life Force into your 
Techniques. When you would Cast a Ki Technique, you MasIN VEGETA (FINAL ATONEMENT) 
may roll up to your maximum amount of Hit Die that MAXIUCHIHA22 
you have, reduce your Current Hit Points by the 
maximum result. You may increase the number of 
Damage Die the triggering Technique deals by 1 for 
each Hit Die expended. 

If you would reach 0 Hit Die due to this Technique, 
you increase the Damage Die by 2 steps, but you are 
automatically killed. 


SPIRIT BOMB 
Ki RANK 1 


Give me all your Energy! 

Rank 1 Iconic Ki Technique 

e KiCost: 13 

e Learning Requirement: Spirit Bomb Trained 
Feature 

¢ Iconic Mastery: Hybrid(Omni) 

e Casting Time: 1 Turn 

e Range: Self 

e Chargeable: No 

e Duration: 1 Minute 

¢ Type: Blast 


You begin to gather energy around you, using it to 
your own benefit. For the duration, you gain a Rank of 
Spirit, you may cast this Technique to gain an additional 
Rank of Spirit and reset the duration, to a maximum of 
A Ranks of Spirit. 

If a Technique expends Ranks of Spirit in its casting, 
they have the number of Damage Die they deal 
increased by two times the Technique’s Rank when 
Damaging against a creature with the opposite 
Alignment as you, Good if you are Evil and vice versa. 

Additionally as a Bonus Action on your turn, you may 
give a willing creature that you can see within 5 feet any 
amount of your Ranks of Spirit, halving the time 
remaining. They can cast any Technique from the Spirit 
Bomb Iconic Technique List that you know, other than 
this one, as if they know it for the Duration. 


This Technique can not be Mastered in any way. 


Spirit Bomb 

Rank 1 Iconic Ki Technique 

¢ Casting Cost: 1 Rank of Spirit 

e Learning Requirement: Spirit Bomb Trained 
Feature 

e Iconic Mastery: Bursting 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


You manifest a small orb of Spiritual Energy within 
your hand. A creature that you can see within range 
must make a Dexterity Saving Throw or take 4d6 
Energy Damage, halved on a success. Additionally you 
may target an allied creature of the same Alignment as 
you, the allied creature may spend their Reaction to 
grant it an additional 30 feet of range, extending off the 
ally. 


KRILUN (SpiRiT Bome) 
KRILLINGBBS 


Ki RANK 2 


Super Spirit Bomb 

Rank 2 Ki Technique 

¢ Casting Cost: 2 Ranks of Spirit 

e Learning Requirement: Spirit Bomb 

¢ Casting Time: 1 Action 

e Range: 120 feet (30 foot radius sphere) 
e Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You manifest a large sphere of Spiritual Energy above 
you to launch at the enemy. Choose a point within range 
that you can see, all creatures within range must make a 
Dexterity Saving Throw or take 10d6 Energy Damage, 
halved on a success. 


Spirit Absorption 

Rank 2 Iconic Ki Techniques 

¢ Casting Cost: Special 

e Learning Requirement: Spirit Bomb 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: Self 

e Chargeble: No 

e Duration: 1 Minute 

e Type: Blast 


You begin to absorb the energy into your body, 
allowing you to enhance your capabilities beyond the 
normal capabilities. Upon Casting this Technique you 
must expend any number of your Ranks of Spirit and 
take Damage equal to five times that amount. 

You gain an amount of Power equal to the amount of 
Ranks of Spirit consumed for the duration. Additionally 
you max expend Ranks of Spirit whenever you would 
cast a Technique or Spell, adding the benefits of the 
Give me all your Energy! Iconic Technique to the 
benefiting Technique as well as increasing the number 
of Damage Die the Technique deals by the number of 
Ranks of Spirit expended. 


Ki RANK 3 


Ultimate Spirit Bomb 

Rank 3 Ki Technique 

e Casting Cost: 3 Ranks of Spirit 

e Learning Requirement: Super Spirit Bomb 
e Casting Time: 1 Action 

e Range: 180 feet (45 foot radius sphere) 

e Chargeble: Yes 

e¢ Duration: Instantaneous 

e Type: Blast 


You manifest a large sphere of Spiritual Energy above 
you to launch at the enemy. Choose a point within range 
that you can see, all creatures within range must make a 
Dexterity Saving Throw or take 15d6 Energy Damage, 
halved on a success. 


Goku (Spirit Bome) 
MAXIUCHIHA22 


Ki RANK 4 


Limitbreaker Spirit Bomb 

Rank 4 Ki Technique 

e Casting Cost: 4 Ranks of Spirit 

e Learning Requirement: Ultimate Spirit Bomb 
¢ Casting Time: 1 Action 

e Range: 300 feet (60 foot radius sphere) 

e Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You manifest a large sphere of Spiritual Energy above 
you to launch at the enemy. Choose a point within range 
that you can see, all creatures within range must make a 
Dexterity Saving Throw or take 20d6 Energy Damage, 
halved on a success. 


Stardust Breaker 

Rank 4 Iconic Ki Technique 

¢ Ki Cost: 65 

e Learning Requirement: Limitbreaker Spirit Bomb 
e Iconic Mastery: Upgraded 

¢ Casting Time: 1 Action 

e Range: 300 feet 

¢ Chargeble: Yes 

e Duration: Instantaneous 

e Type: Blast 


You begin to channel a small orb of energy, carrying a 
variety of color based on your alignment. Make a Blast 
Attack Roll, on a hit, you deal 10d12 Energy Damage. If 
a creature with the opposing alignment would be 
reduced to 0 Hit Points because of this Technique, it is 
disintegrated and can only be restored to life through 
the use of the Super Dragon Balls. 

You max expend Ranks of Spirit whenever you would 
cast this Technique, adding the benefits of the Give me 
all your Energy! Iconic Technique to the benefiting 
Technique as well as increasing the number of Damage 
Die the Technique deals by the number of Ranks of 
Spirit expended. 


GoGETA (StarRDpUST BREAKER) 
SSTROSEBIO 


TRI-BEAM 
Ki RANK 1 


Tri-Beam 

Rank 1 Iconic Ki Technique 

e KiCost: 8 

e Learning Requirement: Master 
e Iconic Mastery: Sanguine 

e Casting Time: Action 

e Range: 60 feet (15 foot cube) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


You begin to cup your hands to form a triangle shape 
and gather energy in between. All creatures within 
range must make a Dexterity Saving Throw or take 2d8 
Energy Damage and are knocked Prone. Targets that 
pass take half Damage and are not knocked Prone. 


Spirit Tri-Beam 

Rank 1 Iconic Ki Technique 

¢ KiCost: 12 

¢ Learning Requirement: Tri-Beam 
¢ Iconic Mastery: Sanguine 

e Casting Time: Action 

e Range: 60 feet (15 foot cube) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


With one hand, you are capable of putting further 
energy into your ki attack. A creature that is within 
range must make a Dexterity Saving Throw or take 4d6 
Energy Damage, halved on a success. 

Whenever this Technique would benefit from its 
Iconic Mastery, creatures that take Damage from it 
would have the benefit of all forms of Damage 
Reduction that are not Immunity or Resistance reduced 
by half. 


TIEN (TRI-BEAM) 
BRANDO-EDITS 


Ki RANK 2 


Super Tri-Beam 

Rank 2 Ki Technique 

¢ Ki Cost: 20 

e Learning Requirement: Tri-Beam 
¢ Casting Time: 1 Action 

¢ Range: 90 feet (30 foot cube) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


You begin to cup your hands to form a triangle shape 
and gather energy in between. All creatures within 
range must make a Dexterity Saving Throw or take 
4d10 Energy Damage and are knocked Prone. Targets 
that pass take half Damage and are not knocked Prone. 


Neo Tri-Beam 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 24 

e Learning Requirement: Super Tri-Beam 
e Iconic Mastery: Sanguine 

¢ Casting Time: 1 Action 

¢ Range: 90 feet (30 foot cube) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


You begin to fire a series of Tri-Beams towards a 
creature, attempting to keep them down. All creatures 
within range must make a Dexterity Saving Throw or 
take 6d6 Energy Damage and are knocked Prone. 
Targets that pass take half Damage and are not 
knocked Prone. 

After casting this Technique, you may cast this 
Technique as a Bonus Action or as a Reaction. 


Ki RANK 3 


Ultimate Tri-Beam 

Rank 3 Ki Technique 

e Ki Cost: 42 

e Learning Requirement: Super Tri-Beam 
e Casting Time: 1 Action 

e Range: 120 feet (90 foot cube) 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Blast 


You begin to cup your hands to form a triangle shape 
and gather energy in between. All creatures within 
range must make a Dexterity Saving Throw or take 8d8 
Energy Damage and are knocked Prone. Targets that 
pass take half Damage and are not knocked Prone. 


Ki RANK 4 


Limitbreaker Tri-Beam 

Rank 4 Ki Technique 

¢ TKiNCdst-65EAM) 

¢ Lésriing Requirement: Ultimate Tri-Beam 
e Casting Time: 1 Action 

e Range: 150 feet (90 foot cube) 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Blast 


You begin to cup your hands to form a triangle shape 
and gather energy in between. All creatures within 
range must make a Dexterity Saving Throw or take 
12d8 Energy Damage and are knocked Prone. Targets 
that pass take half Damage and are not knocked Prone. 


OMNI 


ANDROID BARRIER 
Ki RANK 2 


Android Barrier 

Rank 2 Iconic Ki Technique 

e KiCost: 30 Ki 

e Learning Requirement: Master 

e Iconic Mastery: Massive 

e Casting Time: 1 Reaction, when you or a creature 
within range would take Damage or be forced to 
make a Saving Throw 

e Range: 15 Feet 

e Chargeable: No 

e Duration: Until the Start of your Next Turn 

¢ Type: Omni 


By forming your energy into a protective ball, you may 
protect yourself or others from attacks. The triggering 
Creature gains a protective bubble of energy to protect 
them. This barrier protects the creature from all Basic 
Ki Blasts, Unarmed Strikes, and Weapon Attacks for 
the duration. 

Additionally whenever a Technique would attempt to 
Damage or Target the protected creature for the 
duration, you must roll a d20 Check against a DC based 
off of the Technique’s Ki Rank; negating the Technique 
on a success. The following DCs are incresed by 2 if 
they have an Iconic Mastery: 


e Rank 1:8 

e Rank 2:12 
e Rank 3:16 
e Rank 4:18 


This Technique has limited Mastery Options, either 
decreasing all DCs by 1 or increasing the number of 
creatures in range that can be given this effect per 
Casting by 1 each time. 


Android Barrier: Fist 

Rank 2 Iconic Ki Technique 

e KiCost: 18 

e Learning Requirement: Android Barrier 
¢ Iconic Mastery: Hybrid (Unarmed) 

e Casting Time: 1 Bonus Action 

e Range: Self 

e Chargeable: Yes 

e Duration: Upkeep 

¢ Type: Omni 


You wrap your fist with your own barriers, allowing 
you to add further power into your attacks. For the 
duration of this technique, your Unarmed Damage Die 
and Unarmed Technique deal an additional +2 Damage. 


Android Barrier: Barrage 

Rank 2 Iconic Ki Technique 

e KiCost: 5 Ki per Orb 

e Learning Requirement: Android Barrier 
e Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


You create small orbs of barrier and fire them in a 
barrage. Roll an Omni Attack Roll for each attack the 
orb makes, dealing 1d10 Force Damage on a hit, to a 
maximum amount of attacks up to your Proficiency 
Bonus 

For each Ki Blast that targets the same target, reduce 
the number of Barrage Attack Rolls made and increase 
the number of Damage Die dealt against the target by 1. 


ANpDROID 17 BARRIER 
TRANSPARENTJIGGLYOU- 


Ki RANK 3 


Perfect Barrier 

Rank 3 Iconic Ki Technique 

e KiCost: 45 Ki 

e Learning Requirement: Android Barrier 

¢ Iconic Mastery: Massive 

e Casting Time: 1 Reaction, when you take Damage or 
be forced to make a Saving Throw 

e Range: Self(20 foot emanation) 

e Chargeable: No 

e Duration: Until the Start of your Next Turn 

¢ Type: Omni 


By forming your energy into a protective ball, you may 
protect yourself or others from attacks. All creatures in 
range are Launched to the edge of the Emanation while 
a protective bubble of energy swells to protect you. This 
barrier protects you from all Basic Ki Blasts, Unarmed 
Strikes, and Weapon Attacks for the duration. Should a 
creature touch the range of the Emanation for the 
duration, they are Launched 15 feet in the opposite 
direction. 

Additionally whenever a Technique would attempt to 
Damage or Target the protected creature for the 
duration, you must roll a d20 Check against a DC based 
off of the Technique’s Ki Rank; negating the Technique 
on a success and ending this Technique on a failure. 
The following DCs are incresed by 2 if they have an 
Iconic Mastery: 


e Rank 1:6 

e Rank 2:10 
e Rank 3:14 
e Rank 4: 16 


This Technique has limited Mastery Options, either 
decreasing all DCs by 1 or increasing the number of 
creatures in range that can be given this effect per 
Casting by 1 each time. 


Ki RANK 4 


MAX Barrier 

Rank 3 Iconic Ki Technique 

e Ki Cost: 60 Ki 

e Learning Requirement: Android Barrier 

e Iconic Mastery: Massive 

e Casting Time: 1 Reaction, when you take Damage or 
be forced to make a Saving Throw 

e Range: Self(30 foot emanation) 

e Chargeable: No 

¢ Duration: Until the Start of your Next Turn 

¢ Type: Omni 


By forming your energy into a protective ball, you may 
protect yourself or others from attacks. All creatures in 
range are Launched to the edge of the Emanation while 
a protective bubble of energy swells to protect you. This 
barrier protects you from all Basic Ki Blasts, Unarmed 
Strikes, and Weapon Attacks for the duration. Should a 
creature touch the range of the Emanation for the 
duration, they are Launched 15 feet in the opposite 
direction. 

Additionally whenever a Technique would attempt to 
Damage or Target the protected creature for the 
duration, you must roll a d20 Check against a DC based 
off of the Technique’s Ki Rank; negating the Technique 
on a success and ending this Technique on a failure. 
The following DCs are incresed by 2 if they have an 
Iconic Mastery: 


e Rank 1:4 
e Rank 2:8 
e Rank 3:12 
e Rank 4: 14 


This Technique has limited Mastery Options, either 
decreasing all DCs by 1 or increasing the number of 
creatures in range that can be given this effect per 
Casting by 1 each time. 


DESTRUCTO DISK 
Ki RANK 1 


Chain Destructo Disk 

Rank 1 Iconic Ki Technique 

e Ki Cost: 4 Ki per Destructo Disk 

e Learning Requirement: Destructo Disk 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


You begin to create a barrage of Destructo Disks and 
hurl them at fast speeds. Make an Omni Attack Roll 
sent at a different creature, on a hit, you deal 1d6 
Slashing Damage on a hit, to a maximum amount of 
Destructo Disks up to double your Ki Rank. 

For each Omni Attack that targets the same creature, 
reduce the number of Omni Attack Roll made by 1 and 
increase the number of Damage Die dealt against the 
target by 1. 


Destructo Disk 

Rank 1 Iconic Ki Technique 

e KiCost: 10 

e Learning Requirement: Master 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


You create a disk of energy, capable of greater 
damage than a regular energy disk. Make an Omni 
Attack Roll, on a hit, you deal 2d8 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, on a 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Full Power Destructo Disk 

Rank 1 Ki Technique 

e KiCost: 12 

e Learning Requirement: Destructo Disk 
¢ Casting Time: 1 Action 

e KRange<O@¢eeucro Disk) 

© Chargtapie: Yes" 

e Duration: Instantaneous 

¢ Type: Omni 


You create a disk of energy, capable of greater 
damage than a regular energy disk. Make an Omni 
Attack Roll, on a hit, you deal 2d10 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, on a 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Ki RANK 2 


Death Saucer 

Rank 2 Iconic Ki Technique 

¢ Ki Cost: 20 

e Learning Requirement: Destructo Disk 
e Iconic Mastery: Homing 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Omni 


You create a disk of energy that tracks its target no 
matter what. Make an Omni Attack Roll, on a hit, you 
deal 6d6 Slashing Damage 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, ona 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


As a Bonus Action after casting this Technique, you may 
cast this Technique an additional time. 


Hi-Speed Destructo Disk 

Rank 2 Iconic Ki Technique 

e KiCost: 22 

e Learning Requirement: Full Power Destructo Disk 
e Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

¢ Range: Self (90 foot line, 10 foot wide) 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


You launch the disk as hard as you can, launching 
itself and piercing through anything. All creatures 
within range must make a Dexterity Saving Throw, ona 
failure, they take 7d6 Slashing Damage. 

If the target would roll a Natural 1 on the Saving 
Throw, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Super Destructo Disk 

Rank 2 Ki Technique 

e Ki Cost: 24 

e Learning Requirement: Full Power Destructo Disk 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Omni 


You create a disk of energy, capable of greater 
damage than a regular energy disk. Make an Omni 
Attack Roll, on a hit, you deal 8d6 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, on a 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Double Destructo Disk 

Rank 2 Iconic Ki Technique 

e Ki Cost: 26 

e Learning Requirement: Full Power Destructo Disk 
e Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Omni 


You create two disks of energy, capable of greater 
damage than a regular energy disk. Make two Omni 
Attack Rolls, on a hit, you deal 4d6 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, ona 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


If you would target the same creature, reduce the 
number of Attack Rolls by 1 and increase the amount of 
Damage Die dealt against the target by 4. 


Ki RANK 3 


Destructo Disk Triple Blade 

Rank 3 Iconic Ki Technique 

e KiCost: 43 

e Learning Requirement: Double Destructo Disk 
¢ Iconic Mastery: Hybrid (Barrage) 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Omni 


You create three disks of energy, capable of greater 
damage than a regular energy disk. Make three Omni 
Attack Rolls, on a hit, you deal 5d6 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, ona 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


If you would target the same creature, reduce the 
number of Attack Rolls by 1 and increase the amount of 
Damage Die dealt against the target by 5. 


Ultimate Destructo Disk 

Rank 3 Ki Technique 

e Ki Cost: 45 

e Learning Requirement: Super Destructo Disk 
e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Omni 


You create a disk of energy, capable of greater 
damage than a regular energy disk. Make an Omni 
Attack Roll, on a hit, you deal 12d6 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, on a 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Flashing Destructo Disk 

Rank 3 Iconic Ki Technique 

e Ki Cost: 40 

e Learning Requirement: Super Destructo Disk 
¢ Iconic Mastery: Vaporizing 

e Casting Time: 1 Action 

e Range: Self (120 foot line, 10 foot wide 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Omni 


You launch the disk as hard as you can, launching 
itself and piercing through anything. All creatures 
within range must make a Dexterity Saving Throw, ona 
failure, they take 10d6 Slashing Damage. 

If the target would roll a Natural 1 on the Saving 
Throw, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


FRIEZA (DEATH SAUCER) 
MAXIUCHIHA22 


Ki RANK 4 


Limitbreaker Destructo Disk 

Rank 3 Ki Technique 

¢ Ki Cost: 68 

e Learning Requirement: U/timate Destructo Disk 
¢ Casting Time: 1 Action 

e Range: 180 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


You create a disk of energy, capable of greater 
damage than a regular energy disk. Make an Omni 
Attack Roll, on a hit, you deal 13d8 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, ona 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Light Speed Destructo Disk 

Rank 4 Iconic Ki Technique 

e KiCost: 70 

e Learning Requirement: Ultimate Destructo Disk 
e Iconic Mastery: Vaporizing 

¢ Casting Time: 1 Action 

e Range: Self (200 foot line, 20 foot wide) 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Omni 


You launch the disk as hard as you can, launching 
itself and piercing through anything. All creatures 
within range must make a Dexterity Saving Throw, ona 
failure, they take 14d8 Slashing Damage. 

If the target would roll a Natural 1 on the Saving 
Throw, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


Destructo Disk Multi Blade 

Rank 4 Iconic Ki Technique 

e KiCost: 71 

e Learning Requirement: Destructo Disk Triple Blade 
e Iconic Mastery: Hybrid (Barrage) 

e¢ Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


You create four disks of energy, capable of greater 
damage than a regular energy disk. Make four Omni 
Attack Rolls, on a hit, you deal 6d6 Slashing Damage. 

If you would roll a Natural 20 on the Attack Roll, the 
creature must make a Constitution Saving Throw, on a 
failure, you must roll a 1d20 and inflict the associated 
effect from the Lingering Injury Table detailed at the 
end of this Iconic Line. 


If you would target the same creature, reduce the 
number of Attack Rolls by 1 and increase the amount of 
Damage Die dealt against the target by 6. 


KRILLIN (Buu SAGA) 
KRILLINGBS 


LINGERING INJURY 


1D20 
1 


8-10 


17- 
20 


Lingering Injury 
Lose an Eye. You have disadvantage on Wisdom (Perception) checks that rely on sight and on ranged attack rolls. Magic such as 
the Regenerate Spell can restore the lost eye. If you have no eyes left after sustaining this injury, you’re blinded. 
Lose an Arm or a Hand. You can no longer hold anything with two hands, and you can hold only a single object at a time. Magic 
such as the regenerate spell can restore the lost appendage. 

Lose a Foot or Leg. Your Walk Speed on foot is halved, and you must use a cane or crutch to move unless you have a peg leg or 
other prosthesis. You fall prone after using the Dash action. You have disadvantage on Dexterity checks made to balance. Magic 
such as the regenerate spell can restore the lost appendage. 

Hamstrung. Your speed on foot is reduced by 5 feet. You must make a DC 10 Dexterity saving throw after using the Dash action. 
If you fail the save, you fall prone. Magic such as the regen¢fateuspelGen swe FoF severed hamstring tendons.4 
Major Internal Injury. Whenever you attempt an action in combat, you must*ake'@43E€ 15 Constitution saving throw. On a failed 
save, you lose your action and can’t use reactions until the start of your next turn. Magical healing of 6th level or higher, such as 
heal and regenerate, heals the internal injury; alternately, if you spend ten days doing nothing but resting, it heals on its own. 
Minor Internal Injury. This has the same effect as Major Internal Injury above, except that the save DC is 10. 

Horrible Scar. You are disfigured to the extent that the wound can’t be easily concealed. You have disadvantage on Charisma 
(Persuasion) checks and advantage on Charisma (Intimidation) checks. Magical healing of 6th level or higher, such as heal and 
regenerate, removes the scar. 

Festering Wound. Your hit point maximum is reduced by 1 every 24 hours the wound persists. If your hit point maximum drops 
to 0, you die. The wound heals if you receive magical healing. Alternatively, someone can tend to the wound and make a DC 15 
Wisdom (Medicine) check once every 24 hours. After ten successes, the wound heals. 

Minor Scar. The scar doesn’t have any adverse effect. Magical healing of 6th level or higher, such as heal and regenerate, removes 
the scar. 


GHOST KAMIKAZE ATTACK 
Ki RANK 2 


Ghost Kamikaze Attack 

Rank 2 Iconic Ki Technique 

e Ki Cost: 18 Ki per Ghost 

e Learning Requirement: Master 
e Iconic Mastery: Vaporizing 

e Casting Time: 1 Bonus Action 
e Range: Self 

e Duration: 1 Minute 

e Type: Omni 


You create ghosts that are created by your ki, though 
they carry a certain amount of intelligence. You may 
have an amount of Ghosts to a maximum of equal to 
your Ki Rank. For the Duration these Ghosts always 
float within 5 feet of you, and have their initiative after 
yours, until you use any of the following effects: 

Charge!: As an action, you may send a Ghosts to a 
creature within 30 feet of you. When a creature would 
be within 30 feet, they may spend their action to make 
one attack or make the grapple action. If you would 
send more than one Ghost towards a creature, the 
Ghost gains advantage on the Grapple Check. 

Defend!: As a reaction to a creature making an attack 
roll against you or forcing you to make a saving throw, 
the Ghost may choose to take the Damage for you. 


Super GOTENKS (GHOST KAMIKAZE ATTACK) 


ALEXELZ 


Ki RANK 4 


Ghost Kamikaze Attack 

Rank 4 Iconic Ki Technique 

e¢ Ki Cost: 35 Ki per Ghost 

e Learning Requirement: Ghost Kamikaze Attack 

¢ Iconic Mastery: Vaporizing Super Guost Buu Attack 
e Casting Time: 1 Bonus Action ALEXELZ 

e¢ Range: Self 

e Duration: 1 Minute 

¢ Type: Omni 


You create ghosts that are created by your ki, though 
they carry a certain amount of intelligence. You may 
have an amount of Ghosts to a maximum of equal to 
double your Ki Rank. For the Duration these Ghosts 
always float within 5 feet of you, and have their initiative 
after yours, until you use any of the following effects: 

Charge!: As an action, you may send a Ghosts to a 
creature within 60 feet of you. When a creature would 
be within 60 feet, they may spend their action to make 
one attack or make the grapple action. If you would 
send more than one Ghost towards a creature, the 
Ghost gains advantage on the Grapple Check. 

Defend!: As a reaction to a creature making an attack 
roll against you or forcing you to make a saving throw, 
the Ghost may choose to take the Damage for you. 


MULTI-FORM TECHNIQUE 
Ki RANK 1 


Fist of Four Bodies 

Rank 1 Iconic Ki Technique 

e KiCost: 14 per clone 

e Learning Requirement: Master 
¢ Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

¢ Type: Omni 


By focusing your energy, you are capable of creating 
tangible and physical copies of yourself. You are able to 
create up to three clones which are extensions of you 
and share all of your Resources, Features, Forms and 
Condition but reduce all damage die step instances by 


the amount of clones you created to a minimum of a d4. 


At the end of your turn you may have any number of 
clones move up to your Movement Speed and take a 
single Action or Bonus Action that you can take. When 
you would hit 0 Hit Points, fall unconcious, or would 
stop paying Upkeep for this Technique, the clones 
disappear. 


Ki RANK 2 


Completed Fist of Four Bodies 
Rank 2 Iconic Ki Technique 

e KiCost: 24 Ki per clone 

e Learning Requirement: Fist of Four Bodies 
e Iconic Mastery: Limited 

e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

¢ Type: Omni 


By focusing your energy, you are capable of creating 
tangible and physical copies of yourself. You able to 
create up to three clones which are extensions of you 
and share all of your Resources, Features, Forms and 
Condition. At the end of your turn you may have any 
number of clones move up to your Movement Speed 
and take a single Action or Bonus Action that you can 
take. When you would hit 0 Hit Points, fall unconcious, 
or would stop paying Upkeep for this Technique, the 
clones disappear. 


Ki RANK 3 


Fist of Multiple Bodies 
Rank 3 Iconic Ki Technique 
e Ki Cost: 30 per clone 

e Learning Requirement: Completed Fist of Four 

Bodies 

e Iconic Mastery: Limited 
e Casting Time: 1 Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

° TiyaiOnaw (CLONE) 
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By focusing your energy, you are capable of creating 
tangible and physical copies of yourself. You are able to 
create up to an amount of clones equal to your 
Proficiency Bonus, these clones are extensions of you 
and share all of your Resources, Features, Forms and 
Condition. At the end of your turn you may have any 
number of clones move up to your Movement Speed 
and take a single Action or Bonus Action that you can 
take. When you would hit 0 Hit Points, fall unconcious, 
or would stop paying Upkeep for this Technique, the 
clones disappear. 


SOLAR FLARE 
Ki RANK 1 


Solar Flare 

Rank 1 Iconic Ki Technique 

e KiCost: 10 

e Learning Requirement: Mastery 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

e Range: Self (15 ft. Cone) 

e Chargeable: No 

e Duration: Instantaneous 

¢ Type: Omni 


You put your fingers on your face and unleash an 
intense blinding light. All creatures within range must 
make a Constitution Saving Throw, on a failure, they 
gain the Blinded Condition until the start of your next 
turn. 


Ki RANK 2 


Neo Solar Flare 

Rank 2 Iconic Ki Technique 

e KiCost: 18 

e Learning Requirement: Solar Flare 
e Iconic Mastery: Massive 

e Casting Time: 1 Action 

¢ Range: Self (30 ft. Emanation) 

e Chargeable: No 

e Duration: Instantaneous 

¢ Type: Omni 


You put your fingers on your face and unleash an 
intense blinding light. All creatures within range must 
make a Constitution Saving Throw, on a failure, they 
gain the Blinded Condition until the end of your next 
turn. 


Ki RANK 3 


Ultra Solar Flare 

Rank 3 Iconic Ki Technique 

e Ki Cost: 30 

e Learning Requirement: Neo Solar Flare 
e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: Self (50 ft. Emanation) 

e Chargeable: No 

e Duration: Instantaneous 

e Type: Omni 


You put your fingers on your face and unleash an 
intense blinding light. All creatures within range must 
make a Constitution Saving Throw, on a failure, they 
gain the Blinded Condition for the next minute. At the 
start of their turn, they can remake the Saving Throw. 


Ki RANK 4 


Solar Flare x100 

Rank 4 Iconic Ki Technique 

e¢ KiCost: 45 

e Learning Requirement: Neo Solar Flare 
¢ Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: Self (75 ft. Emanation) 

e Chargeable: No 

e Duration: 1 Minute 

¢ Type: Omni 


You put your fingers on your face and unleash an 
intense blinding light. All creatures within range must 
make a Constitution Saving Throw, on a failure, they 
gain the Blinded and Deafened Condition and 
additionally, creatures cannot gain the benefit of 
Detecting energy for the duration. Creatures that fail the 
Saving Throw can remake the Saving Throw at the end 
of their turns to end the effect early. 


TIEN (SOLAR FLARE) 
MAXIUCHIHA22 


SPIRIT BALL 
Ki RANK 1 


Spirit Ball 

Rank 1 Iconic Ki Technique 

e Ki Cost: 3 Ki per Attack Roll 
e Learning Requirement: i 

¢ Iconic Mastery: Homing 

e Casting Time: 1 Action 

e Range: 60 Feet 

¢ Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d6 Energy Damage on a hit, to a maximum 
amount of attacks up to double your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Full Power Spirit Ball 

Rank 1 Ki Technique 

e Ki Cost: 5 Ki per Attack Roll 

e Learning Requirement: Spirit Ball 
e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d8 Energy Damage on a hit, to a maximum 
amount of attacks up to double your Ki Rank. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Ki RANK 2 


Super Spirit Ball 

Rank 2 Ki Technique 

e Ki Cost: 8 Ki per Attack Roll 

e Learning Requirement: Full Power Spirit Ball 
e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d10 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Neo Spirit Ball 

Rank 2 Iconic Ki Technique 

e Ki Cost: 8 Ki per Attack Roll 

e Learning Requirement: Full Power Spirit Ball 
e Iconic Mastery: Homing 

e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 1d10 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 1. 


Ki RANK 3 


Ultimate Spirit Ball 

Rank 3 Ki Technique 

e Ki Cost: 12 Ki per Attack Roll 

e Learning Requirement: Super Spirit Ball 
¢ Casting Time: 1 Action 

e Range: 180 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 2d6 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 2. 


Ultra Spirit Ball 

Rank 3 Iconic Ki Technique 

¢ Ki Cost: 12 Ki per Attack Roll 

e Learning Requirement: Neo Spirit Ball 
e Iconic Mastery: Homing 

¢ Casting Time: 1 Action 

e Range: 180 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 2d6 Energy Damage on a hit, up to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 2. 


Ki RANK 4 


Limitbreaker Spirit Ball 

Rank 4 Ki Technique 

e Ki Cost: 16 Ki per Attack Roll 

e Learning Requirement: U/timate Spirit Ball 
e¢ Casting Time: 1 Action 

e¢ Range: 240 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Omni 


Forming an orb of condensed Ki, you launch this 
deceptive orb at your opponents. This move requires 
focus, and is considered taxing relative to others. Roll 
an Omni Attack Roll for each attack the orb makes, 
dealing 2d10 Energy Damage on a hit, to a maximum 
amount of attacks up to your Proficiency Bonus. 

For each attack that targets the same target, reduce 
the number of Omni Attack Rolls made and increase the 
number of Damage Die dealt against the target by 2. 


Super Spirit BALL 
MYKDB 


SPIRIT SWORD 


Ki RANK 3 wee 
Spirit Sword ZANNINRENDERS 
Rank 3 Iconic Strike Technique 

e KiCost: 43 


e Learning Requirement: Mastery 
e Iconic Mastery: Efficient 

e Casting Time: 1 Action 

e Range: Weapon Melee Range 

e Chargeable: No 

e Duration: Upkeep 

¢ Type: Omni 


You extend your aura into a physical object, mirroring 
a powerful blade. For the duration, you gain a Unique 
Weapon called the Spirit Sword. 


Spirit Sword 

e You are always Proficient in this Weapon. 

e Counts as a Simple, Finesse, Two-Handed Melee 
Weapon for the sake of Techniques. 

e Attack Rolls and Techniques with this Weapon may 
use your Omni Attack Roll and Omni Save DC 

e This Weapon deals your 2d6 Energy Damage 

e¢ When you would cast this Technique, you may use 
your bonus action to give this weapon an amount of 
Reach up to a maximum of 10 times your Ki Rank. 
For every 10 feet this weapon can reach, decrease 
the damage die step by 1. 

e Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 

e You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 
Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


Ki RANK 4 


Spirit Excalibur 
Rank 4 Iconic Strike Technique 


Ki Cost: 60 

Learning Requirement: Spirit Sword 
Iconic Mastery: Efficient 

Casting Time: 1 Bonus Action 
Range: Weapon Melee Range 
Chargeable: No 

Duration: Upkeep 

Type: Omni 


The user creates a large ki blade stronger than the 


normal Ki Blade, capable of reaching farther length and 
appearing far more deadly. For the duration, you gain a 
Unique Weapon called the Spirit Excalibur. 


Spirit Excalibur 


You are always Proficient in this Weapon. 

Counts as a Simple, Finesse, Two-Handed Melee 
Weapon for the sake of Techniques. 

Attack Rolls and Techniques with this Weapon may 
use your Omni Attack Roll and Omni Save DC 

This Weapon deals your 2d10 Energy Damage 
This Weapon has a Reach of 15 times your Ki Rank. 
Weapon Techniques using this Weapon can be 
treated as a Ki Technique for the sake of Clashes. 
When you would score a Critical Hit with this 
technique, you deal an additional damage die. 

You can not be disarmed of this Weapon. 


This Technique has limited Mastery Options, giving 


Attack Rolls and Techniques casted using this Weapon 
a+1 Static Bonus per Rank of Mastery. 


SHOT 


BULLET HELL 
Ki RANK 1 


Bullet Hell 

Rank 1 Iconic Strike Technique 

e KiCost: 8 

e Learning Requirement: Master 

e Iconic Mastery: Rebounding 

¢ Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Weapon Spread Range Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You charge your weapon with ki by the end of the 
bullet, firing the bullets to an even wider spread. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take 2d8 Damage of the 
Weapon’s Damage Type, half on a success. 


Full Power Bullet Hell 

Rank 1 Strike Technique 

e KiCost: 10 

e Learning Requirement: Bullet Hell 

e¢ Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Weapon Spread Range Cone) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You charge your weapon with ki by the end of the 
bullet, firing the bullets to an even wider spread. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take 2d10 Damage of the 
Weapon’s Damage Type, half on a success. 


Ki RANK 2 


Super Bullet Hell 

Rank 2 Strike Technique 

e KiCost: 21 

e Learning Requirement: Full Power Bullet Hell 

¢ Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Weapon’s Spread Range Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You charge your weapon with ki by the end of the 
bullet, firing the bullets to an even wider spread. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take 4d10 Damage of the 
Weapon’s Damage Type, half on a success. 


Surgical Hell 

Rank 2 Iconic Strike Technique 

e KiCost: 20 

e Learning Requirement: Bullet Hell 

e Iconic Mastery: Hybird (Beam) 

e Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Double the Weapon’s Spread Range 
Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You begin to use your ki to condense the pathing of 
your bullets, allowing them to fly faster. All creatures in 
range must make a Dexterity Saving Throw, on a 
failure, they take 5d6 Damage of the Weapon’s Damage 
Type, half on a success. 


Ki RANK 3 


Ultimate Bullet Hell 

Rank 3 Strike Technique 

e KiCost: 43 

e Learning Requirement: Super Bullet Hell 

e Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

¢ Casting Time: 1 Action 

¢ Range: Self(Weapon’s Spread Range Cone) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You charge your weapon with ki by the end of the 
bullet, firing the bullets to an even wider spread. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take 8d10 Damage of the 
Weapon’s Damage Type, half on a success. 


Bullet Rain 

Rank 3 Iconic Strike Technique 

¢ Ki Cost: 40 

e Learning Requirement: Surgical Hell 

¢ Iconic Mastery: Hybrid (Blast) 

¢ Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

¢ Casting Time: 1 Action 

¢ Range: 90 feet (30 foot radius sphere) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Shot 


You begin to arc your spread shots as they rain and 
explode on contact. All creatures in range must make a 
Dexterity Saving Throw, on a failure, they take 8d8 
Damage of the Weapon’s Damage Type, half on a 
success. 


Ki RANK 4 


Limitbreaker Bullet Hell 

Rank 4 Strike Technique 

e Ki Cost: 65 

e Learning Requirement: U/timate Bullet Hell 

e Casting Requirement: 1 Ranged Weapon with the 
Spread Property, 1 unit of suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self(Weapon’s Spread Range Cone) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You charge your weapon with ki by the end of the 
bullet, firing the bullets to an even wider spread. All 
creatures in range must make a Dexterity Saving 
Throw, on a failure, they take 11d10 Damage of the 
Weapon’s Damage Type, half on a success. 


FuTure Mai 
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CALM SNIPER 
Ki RANK 2 


Calm Sniper 
Rank 2 Iconic Strike Technique 


Ki Cost: 10 Ki per +1 Static Bonus 

Learning Requirement: Master 

Iconic Mastery: Hybrid (Omni) 

Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Property 

Casting Time: 1 Action or Bonus Action 

Range: Self 

Duration: Upkeep 

Type: Shot 


You use your ki to circulate the blood flow in your 


own body and to functionally control your own blood. 
You gain the following benefits: 


Your Stealth begins to hide you from even the 
trained eye. While you are hidden, creatures must 
use make a Perception Check to detect you even if 
their Passive Perception would be higher than your 
Stealth Check. 

You gain a +1 Static Bonus to Ranged Attack Rolls 
and Stealth Checks per every 10 Ki spent to a 
maximum Static Bonus equal to your Ki Rank. 


Future Mai 
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DANCING AMMUNITION 
Ki RANK 1 


Dancing Ammunition 

Rank 1 Iconic Strike Technique 

e KiCost: 8 

e Learning Requirement: Master 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Iconic Mastery: Killer 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e¢ Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You begin to use your ki to guide and move around 
the forms of covers that would block you. Make a Shot 
Attack Roll, on a hit, you deal 2d6 Damage of your 
Weapon’s Damage Type. 

This Attack Roll ignores Half Cover. 


Dancing Ammunition: Flow 

Rank 1 Iconic Strike Technique 

¢ KiCost: 6 

e Learning Requirement: Dancing Ammunition 
e Casting Requirement: 1 Ranged Weapon 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

e Type: Shot 


You begin to focus your aim to apply to your natural 
fighting capabilities. For the duration, you gain 15 feet 
of Blindsight and all Ranged Weapon Attacks ignore 
Half Cover. 


Full Power Dancing Ammunition 

Rank 1 Strike Technique 

e KiCost: 12 

e Learning Requirement: Dancing Ammunition 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e¢ Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You begin to use your ki to guide and move around 
the forms of covers that would block you. Make a Shot 
Attack Roll, on a hit, you deal 2d8 Damage of your 
Weapon’s Damage Type. 

This Attack Roll ignores Half Cover in the range of 
your Blindsight. 


Ki RANK 2 


Super Dancing Ammunition 

Rank 2 Strike Technique 

e KiCost: 18 

e Learning Requirement: Full Power Dancing 
Ammunition 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You begin to use your ki to guide and move around 
the forms of covers that would block you. Make a Shot 
Attack Roll, on a hit, you deal 4d8 Damage of your 
Weapon’s Damage Type. 

This Attack Roll ignores Half Cover and Three- 
Quarter Cover in the range of your Blindsight. 


Dancing Ammunition: Encore 

Rank 2 Iconic Strike Technique 

e Ki Cost: 22 

e Learning Requirement: Full Power Dancing 
Ammunition 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Iconic Mastery: Precise 

e Casting Time: 1 Action 

e Range: Self (30 foot Emanation) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You begin learn how to maneuver your bullet around 
you, allowing anyone within the mere vicinity to get 
harmed. All creatures within the area of effect must 
make a Dexterity Saving Throw, on a failure, they take 
8d6 Damage of your weapon’s damage type, half ona 
Success. 


Dancing Ammunition: Chorus 

Rank 2 Iconic Strike Technique 

e KiCost: 18 

e Learning Requirement: Dancing Ammunition: Flow 
e Casting Requirement: 1 Ranged Weapon 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

e Type: Shot 


You begin to focus your aim to apply to your natural 
fighting capabilities. For the duration, you gain 30 feet 
of Blindsight and all Ranged Weapon Attacks ignore 
Half Cover and Three-Quarter Cover. 


Ki RANK 3 


Ultimate Dancing Ammunition 

Rank 3 Strike Technique 

e KiCost: 35 

e Learning Requirement: Super Dancing Ammunition 

e¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You begin to use your ki to guide your ammunition 
and move around the forms of covers that would block 
you. At the casting of this technique, you are aware of 
any creature who is hidden and their location from you 
that is within your weapon’s range. Make a Shot Attack 
Roll, on a hit, you deal 10d6 Damage of your Weapon’s 
Damage Type. 

This Attack Roll ignores Half Cover and Three- 
Quarter Cover in the range of your Blindsight. 


Dancing Ammunition: Flamenco 

Rank 3 Iconic Strike Technique 

e KiCost: 35 

e Learning Requirement: Dancing Ammunition: 
Encore 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Iconic Mastery: Precise 

¢ Casting Time: 1 Action 

e Range: Self (60 foot Emanation) 

¢ Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


Your ammunition flies fast enough that it sparks itself 
in flames as it travels, miraging the appeariance of a 
Flamenco Dancer. All creatures within the area of effect 
must make a Dexterity Saving Throw, on a failure, they 
take 4d8 Fire Damage and 4d8 Damage of your 
weapon's damage type, half on a Success. 


Dancing Ammunition: Choir 

Rank 3 Iconic Strike Technique 

e¢ Ki Cost: 30 

e Learning Requirement: Dancing Ammunition: 
Chorus 

e Casting Requirement: 1 Ranged Weapon 

¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Bonus Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

e Type: Shot 


You begin to focus your aim to apply to your natural 
fighting capabilities. For the duration, you gain 45 feet 
of Blindsight and all Ranged Weapon Attacks ignore 
Half Cover and Three-Quarter Cover. 

Additionally if a Creature would possess some way to 
avoid Blindsight, they can not avoid yours. 


GRANOLAH 
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Ki RANK 4 


Limitbreaker Dancing Ammunition 

Rank 4 Strike Technique 

e KiCost: 55 

e Learning Requirement: U/timate Dancing 
Ammunition 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You begin to use your ki to guide your ammunition 
and move around the forms of covers that would block 
you. At the casting of this technique, you are aware of 
any creature who is hidden and their location from you 
that is within your weapon’s range. Make a Shot Attack 
Roll, on a hit, you deal 16d6 Damage of your Weapon’s 
Damage Type. 

This Attack Roll ignores Half Cover and Three- 
Quarter Cover in the range of your Blindsight. 


Dancing Ammunition: Outro 

Rank 4 Iconic Strike Technique 

e Ki Cost: 60 

e Learning Requirement: Dancing Ammunition: 
Flamenco 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Iconic Mastery: Precise 

¢ Casting Time: 1 Action 

e Range: Self (60 foot radius Emanation) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Shot 


Your ammunition flies fast enough that a creature’s 
eyes cannot track, but causing consecutive shockwaves 
as it travel. A creature cannot take a reaction to this 
technique. All creatures within the area of effect must 
make a Dexterity Saving Throw, on a failure, they take 
6d8 Force Damage and 7d8 Damage of your weapon’s 
damage type, half on a Success. 


Dancing Ammunition: Harmony 

Rank 4 Iconic Strike Technique 

e Ki Cost: 52 

e Learning Requirement: Dancing Ammunition: Choir 
e Casting Requirement: 1 Ranged Weapon 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action Bonus Action 

e Range: Self 

e Chargeable: No 

e Duration: Upkeep 

e Type: Shot 


You begin to focus your aim to apply to your natural 
fighting capabilities. For the duration, you gain 60 feet 
of Blindsight and all Ranged Weapon Attacks ignore 
Half Cover, Three-Quarter Cover, and Full Cover in the 
range of your Blindsight. 

Additionally if a Creature would possess some way to 
avoid Blindsight, they can not avoid yours. 


GRANOLAH 
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ELITE SHOOTING 
Ki RANK 1 


Elite Beam 

Rank 1 Iconic Strike Technique 

e KiCost:5 

e Learning Requirement: Mastery 

e Iconic Mastery: Massive 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You funnel ki into the blast for a singular powerful 
shot. Make a Shot Attack Roll, on a hit, you deal 1d12 
Damage of your Weapon’s Damage Type. 


Elite Shooting 

Rank 1 Iconic Strike Technique 

¢ KiCost: 7 

e Learning Requirement: Elite Beam 

e Iconic Mastery: Precise 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You funnel ki into your weapon and begin to shoot 
rapidly around you. All creatures within the area of 
effect must make a Dexterity Saving Throw, on a failure, 
they take 2d6 Damage of your Weapon’s Damage Type, 
half on a success. 


Full Power Elite Shooting 

Rank 1 Strike Technique 

e KiCost: 9 

¢ Learning Requirement: Elite Shooting 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You funnel ki into your weapon and begin to shoot 
rapidly around you. All creatures within the area of 
effect must make a Dexterity Saving Throw, on a failure, 
they take 2d8 Damage of your Weapon’s Damage Type, 
half on a success. 


Ki RANK 2 


Super Elite Shooting 

Rank 2 Strike Technique 

e¢ KiCost: 19 

e Learning Requirement: Full Power Elite Shooting 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You funnel ki into your weapon and begin to shoot 
rapidly around you. All creatures within the area of 
effect must make a Dexterity Saving Throw, on a failure, 
they take 5d8 Damage of your Weapon’s Damage Type, 
half on a success. 


Targeted Elite Beam 

Rank 2 Iconic Strike Technique 

e Ki Cost: 16 

e Learning Requirement: Elite Beam 

e Iconic Mastery: Homing 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


Your shooting is so refined, it even tracks and follows 
right behind your target. Make a Shot Attack Roll, on a 
hit, you deal 3d12 Damage of your Weapon’s Damage 
Type. 


Elite Quick Fire 

Rank 2 Iconic Strike Technique 

e KiCost: 20 

e Learning Requirement: Elite Beam 

e Iconic Mastery: Limited 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Bonus Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


Your shooting are capable to fire so quick, no one 
could see you drawing your ranged weapon. Make a 
Shot Attack Roll, on a hit, you deal 4d12 Damage of 
your Weapon’s Damage Type. 


Ki RANK 3 


Ultimate Elite Shooting 

Rank 3 Strike Technique 

e Ki Cost: 32 

e Learning Requirement: Super Elite Shooting 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Shot 


You funnel ki into your weapon and begin to shoot 
rapidly around you. All creatures within the area of 
effect must make a Dexterity Saving Throw, on a failure, 
they take 7d8 Damage of your Weapon’s Damage Type, 
half on a success. 


Elite Binding Beam 

Rank 3 Iconic Strike Technique 

e Ki Cost: 36 

e Learning Requirement: Targeted Elite Beam 

e Iconic Mastery: Homing 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Shot 


Your ammunition splinters into the target, keeping 
the creature still even if just for the moment. Make a 
Shot Attack Roll, on a hit, you deal 5d12 Damage of 
your Weapon’s Damage Type. 


Elite Cover Fire 

Rank 3 Iconic Strike Technique 

e KiCost: 35 

e Learning Requirement: Targeted Elite Beam 
¢ Iconic Mastery: Hybrid (Omni) 

¢ Casting Requirement: 1 Ranged Weapon 
¢ Casting Time: 1 Action 

e Range: Self 

e Chargeable: Yes 

e Duration: Upkeep 

e Type: Shot 


You begin to provide cover fire for your allies, 
assuring that they are able to move before anyone else 
is capable of getting damage. When a creature would 
take an Attack of Opportunity while within your Ranged 
Weapon’s Range for the duration, you may make a 
Weapon Attack against them. 


Ki RANK 4 


Limitbreaker Elite Shooting 

Rank 4 Strike Technique 

¢ Ki Cost: 53 

e Learning Requirement: Ultimate Elite Shooting 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 


uitable Ammunition 
» EHEHN@ Times 1 Action 
e Range: Weapon’s Short Range 
e Chargeable: Yes 
¢ Duration: Instantaneous 


e Type: Shot 


You funnel ki into your weapon and begin to shoot 
rapidly around you. All creatures within the area of 
effect must make a Dexterity Saving Throw, on a failure, 
they take 9d8 Damage of your Weapon’s Damage Type, 
half on a success. 


OTHERWORLD’S BULLET 
Ki RANK 1 


Full Power Otherworld’s Bullet 

Rank 1 Strike Technique 

e KiCost: 10 

e Learning Requirement: Otherworld’s Bullet 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Short Range long, 5 foot 
wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You concentrate your ki into your ammunition and 
firing a shot that goes through any target. All creatures 
in range must make a Dexterity Saving Throw or take 
2d8 Damage of the Weapon’s Damage Type, halved on 
a success. 


Otherworld’s Bullet 

Rank 1 Iconic Strike Technique 

¢ KiCost: 8 

e Learning Requirement: Master 

¢ Iconic Mastery: Hybrid (Beam) 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Short Range long, 5 foot 
wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You concentrate your ki into your ammunition and 
firing a shot that goes through any target. All creatures 
in range must make a Dexterity Saving Throw or take 
2d6 Damage of the Weapon’s Damage Type, halved on 
a success. 


Otherworld’s Curve Shot 

Rank 1 Iconic Strike Technique 

e KiCost: 12 

e Learning Requirement: Otherworld’s Bullet 

e Iconic Mastery: Precise 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Short Range long, 5 foot 
wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You concentrate your ki to guide your bullet around 
your allies. All creatures in range must make a Dexterity 
Saving Throw or take 2d12 Damage of the Weapon’s 
Damage Type, halved on a success. 


ANpbROID 17 
CRYSISKING2O21 


Ki RANK 2 


Otherworld’s Thorn Bullet 

Rank 2 Iconic Strike Technique 

e¢ KiCost: 22 

e Learning Requirement: Otherworld’s Curve Shot 

e Iconic Mastery: Binding 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

¢ Range: Self (Weapon’s Short Range long, 5 foot 
wide Line) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You begin to fire a bullet set to bind a creature 
together. All creatures in range must make a Dexterity 
Saving Throw or take 5d8 Damage of the Weapon’s 
Damage Type, halved on a success. 


Otherworld’s Splintering Bullet 

Rank 2 Iconic Strike Technique 

e KiCost: 25 

e Learning Requirement: Otherworld’s Curve Shot 

e Iconic Mastery: Rebounding 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Short Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You begin to concentrate your ki to move in a 
different pattern to allow the bullet to move. One 
creatures in range must make a Dexterity Saving Throw 
or take 5d6 Damage of the Weapon’s Damage Type, 
halved on a success. 

Regardless of a success or failure, you may target up 
to 3 additional creatures within 30 feet of the creature, 
all affected creatures must make the same Dexterity 
Saving Throw or take 5d6 Energy Damage, half ona 
SUCCESS. 


Super Otherworld’s Bullet 

Rank 2 Strike Technique 

e KiCost: 22 

e Learning Requirement: Full Power Otherworld’s 
Bullet 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
sultattle Ammunition 

 M@UStiHé Time: 1 Action 

e Range: Self (Weapon’s Short Range long, 5 foot 
wide Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You concentrate your ki into your ammunition and 
firing a shot that goes through any target. All creatures 
in range must make a Dexterity Saving Throw or take 
5d8 Damage of the Weapon’s Damage Type, halved on 
a Success. 


Ki RANK 3 


Primed Otherworld’s Bullet 

Rank 3 Iconic Strike Technique 

e KiCost: 38 

e Learning Requirement: Super Otherworld’s Bullet 

e Iconic Mastery: Upgrade 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Long Range long, 5 foot wide 
Line) 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Shot 


You begin to use your ki to regulate your body, 
calming your body for a focused strong piercing shot. All 
creatures in range must make a Dexterity Saving Throw 
or take 8d8 Damage of the Weapon’s Damage Type, 
halved on a success. 

If a creature would roll a Natural 1 on their Saving 
Throw, increase the Damage dealt to them by 5. 


Ultimate Otherworld’s Bullet 

Rank 3 Strike Technique 

e Ki Cost: 36 

e Learning Requirement: Super Otherworld’s Bullet 

¢ Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Self (Weapon’s Long Range long, 5 foot wide 
Line) 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Shot 


You concentrate your ki into your ammunition and 
firing a shot that goes through any target. All creatures 
in range must make a Dexterity Saving Throw or take 
7d8 Damage of the Weapon’s Damage Type, halved on 
a Success. 


Ki RANK 4 


Limitbreaker Otherworld’s Bullet 

Rank 4 Strike Technique 

e Ki Cost: 55 

e Learning Requirement: Ultimate Otherworld’s 
Bullet 

e Casting Requirement: 1 Ranged Weapon that does 
not have the Spread Weapon Property, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Self (Weapon’s Long Range long, 5 foot wide 
Line) 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You concentrate your ki into your ammunition and 
firing a shot that goes through any target. All creatures 
in range must make a Dexterity Saving Throw or take 
12d8 Damage of the Weapon’s Damage Type, halved on 
a success. 


MEeErus 
ADVANCESHIPPER2ZO21 


PIN POINT SHOT 
Ki RANK 1 


Pin Point Shot 

Rank 1 Iconic Strike Technique 

e KiCost: 8 

e Learning Requirement: Master 

e Iconic Mastery: Drilling 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that it is easy to 
hit your enemy where they'll be the most exhausted. 
Make a Shot Attack Roll, on a hit you deal 2d8 Damage 
of your Weapon’s Damage Type and the creature must 
make a Constitution Saving Throw, on a failure, they 
are Dazed until the end of their next turn. 


Full Power Pin Point Shot 

Rank 1 Strike Technique 

e KiCost: 10 

e Learning Requirement: Pin Point Shot 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that it is easy to 
hit your enemy where they'll be the most exhausted. 
Make a Shot Attack Roll, on a hit you deal 2d10 
Damage of your Weapon’s Damage Type and the 
creature must make a Constitution Saving Throw, on a 
failure, they are Dazed until the end of their next turn. 


Ki RANK 2 


Super Pin Point Shot 

Rank 2 Strike Technique 

e Ki Cost: 24 

e Learning Requirement: Full Power Pin Point Shot 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that it you’ve 
learned the best location within your surrounding to 
richoche your ammunition from. Make a Shot Attack 
Roll, on a hit you deal 4d10 Damage of your Weapon’s 
Damage Type and the creature must make a 
Constitution Saving Throw, on a failure, they are Dazed. 
At the end of each of their turn, they may attempt to 
resave their Constitution Saving Throw. 


Pin Point Ricocheing Shot 

Rank 2 Iconic Strike Technique 

e KiCost: 22 

e Learning Requirement: Full Power Pin Point Shot 

e Iconic Mastery: Homing 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that it you’ve 
learned the best location within your surrounding to 
richoche your ammunition from. Make a Shot Attack 
Roll, on a hit you deal 7d6 Damage of your Weapon’s 
Damage Type and the creature must make a 
Constitution Saving Throw, on a failure, they are Dazed 
until the end of their next turn. 


Ki RANK 3 


Ultimate Pin Point Shot 

Rank 3 Strike Technique 

e Ki Cost: 42 

e Learning Requirement: Super Pin Point Shot 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

¢ Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that it you’ve 
learned the best location within your surrounding to 
richoche your ammunition from. Make a Shot Attack 
Roll, on a hit you deal 10d8 Damage of your Weapon’s 
Damage Type and the creature must make a 
Constitution Saving Throw, on a failure, they are 
Stunned. At the end of each of their turn, they may 
attempt to resave their Constitution Saving Throw. 


Splintering Pin Point Shot 

Rank 3 Iconic Strike Technique 

e Ki Cost: 45 

e Learning Requirement: Super Pin Point Shot 

e Iconic Mastery: Bursting 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Shot 


You've learned to shoot so accurate that you've 
learned to create a bullet that breaks off with exact 
precision. Make a Shot Attack Roll, on a hit you deal 


11d8 Damage of your Weapon’s Damage Type and the 
creature must make a Constitution Saving Throw, on a 


failure, they are Stunned. At the end of each of their 
turn, they may attempt to resave their Constitution 
Saving Throw. 


Ki RANK 4 


Limitbreaker Pin Point Shot 

Rank 4 Strike Technique 

e Ki Cost: 67 

e Learning Requirement: U/timate Pin Point Shot 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Shot 


You've learned to shoot so accurate that it you’ve 
learned the best location within your surrounding to 
richoche your ammunition from. Make a Shot Attack 
Roll, on a hit you deal 13d8 Damage of your Weapon’s 
Damage Type and the creature must make a 
Constitution Saving Throw, on a failure, they are 
Paralyzed. At the end of each of their turn, they may 
attempt to resave their Constitution Saving Throw. 


GRANOLA 
PINTEREST 


VITAL PoINT SHOT 
Ki RANK 1 


Vital Point Shot 

Rank 1 Iconic Strike Technique 

e KiCost: 12 

e Learning Requirement: Master 

¢ Iconic Mastery: Killer 

e Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Type: Shot 
You aim for a vital point within the body, firing with 
precision to cause as much damage as possible. 
Make a Shot Attack Roll, on a hit, you deal 2d8 
Damage of your Weapon’s Damage Type. 
Additionally, this attack has a +1 Critical threat 
Range. 


Ki RANK 2 


Vitally Detrimenting Shot 

Rank 2 Iconic Strike Technique 

e KiCost: 27 

e Learning Requirement: Vital Point Shot 

¢ Iconic Mastery: Killer 

¢ Casting Requirement: 1 Ranged Weapon, 1| unit of 
suitable Ammunition 

¢ Casting Time: 1 Action 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Type: Shot 
You aim for a vital point within the body, firing with 
precision to cause as much damage as possible. 
Make a Shot Attack Roll, on a hit, you deal 5d8 
Damage of your Weapon’s Damage Type. 
Additionally, this attack has a +1 Critical threat 
Range. 


Ki RANK 3 


Vital Catastropic Shot 

Rank 3 Iconic Strike Technique 

¢ KiCost: 48 

e Learning Requirement: Vital Detrimenting Shot 

¢ Iconic Mastery: Killer 

e Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Type: Shot 
You aim for a vital point within the body, firing with 
precision to cause as much damage as possible. 
Make a Shot Attack Roll, on a hit, you deal 10d8 
Damage of your Weapon’s Damage Type. 
Additionally, this attack has a +2 Critical threat 
Range. 


Ki RANK 4 


Vital Killing Shot 

Rank 3 Iconic Strike Technique 

e KiCost: 74 

e Learning Requirement: Vital Catastropic Shot 

¢ Iconic Mastery: Killer 

e¢ Casting Requirement: 1 Ranged Weapon, 1 unit of 
suitable Ammunition 

e Casting Time: 1 Action 

e Range: Weapon’s Range 

e Duration: Instantaneous 

e Type: Shot 
You aim for a vital point within the body, firing with 
precision to cause as much damage as possible. 
Make a Shot Attack Roll, on a hit, you deal 14d8 
Damage of your Weapon’s Damage Type. 
Additionally, this attack has a +2 Critical threat 
Range. 


UNARMED 


FINAL REVENGER 
Ki RANK 1 


Final Revenger 

Rank 1 Iconic Strike Technique 

e Ki Cost: 8 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Launched 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You send out a barrage of hit before ending it with a 
Double Axe Handle towards a creature. Make a Combo 
Attack Roll, on a hit, you deal 2d6 Bludgeoning 
Damage. 

A Creature who is Launched by this Technique has 
their Fall Damage Die increased by 1 step. 


Full Power Final Revenger 

Rank 1 Strike Technique 

¢ KiCost: 10 Ki 

e Learning Requirement: Final Revenger 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You send out a barrage of hit before ending it with a 
Double Axe Handle towards a creature. Make a Combo 
Attack Roll, on a hit, you deal 2d10 Bludgeoning 
Damage. 


Rebellion Spear 

Rank 1 Iconic Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: Final Revenger 

e Iconic Mastery: Massive 

e Casting Time: 1 Action 

e Range: Self (60 foot long and 5 foot wide line) 
e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You begin to charge through with no regard to the 
creatures in your way. All creatures within range must 
make a Dexterity Saving Throw, on a failure, they take 
2d6 Bludgeoning Damage. 

You end this Technique in the nearest unoccupied 
space at the end of the Line. 


Ki RANK 2 


Super Final Revenger 

Rank 2 Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: Full Power Final Revenger 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You send out a barrage of hit before ending it with a 
Double Axe Handle towards a creature. Make a Combo 
Attack Roll, on a hit, you deal 4d10 Bludgeoning 
Damage. 


Spirit of a Saiyan 

Rank 2 Iconic Strike Technique 

¢ Ki Cost: 22 Ki 

e Learning Requirement: Rebellion Spear 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

e Type: Unarmed 


You channeled the many unfortunate events 
throughout your life before putting it all into your fist. 
Make a Combo Attack Roll against a creature within 
range, on a hit you deal 6d6 Bludgeoning Damage. 

If you would attack a creature, you gain the Enraged 
Condition and may cast a Ki Technique with a Casting 
Time of 1 Action, that does not come from an Iconic 
Technique Line, as a Bonus Action before the end of 
your turn. 


Barpock (Z) 


ZANNINRENDERS 


Ki RANK 3 


Rebellion Fang 

Rank 3 Iconic Strike Technique 

e Ki Cost: 32 Ki 

e Learning Requirement: Spirit of a Saiyan 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You have learned to channel the feeling of 
unfortuante events at will and are capable to call upon 
it. Make a Combo Attack Roll, on a hit, you deal 7d10 
Bludgeoning Damage. 


Ultimate Final Revenger 

Rank 3 Strike Technique 

¢ Ki Cost: 38 Ki 

e Learning Requirement: Super Final Revenger 
¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You send out a barrage of hit before ending it with a 
Double Axe Handle towards a creature. Make a Combo 
Attack Roll, on a hit, you deal 6d10 Bludgeoning 
Damage. 

A Creature who is Launched by this Technique has 
their Fall Damage Die increased by 2 steps. 


Ki RANK 4 


Finish Impact 

Rank 4 Iconic Strike Technique 

e Ki Cost: 64 Ki 

e Learning Requirement: Rebellion Fang 
¢ Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You intend to send a Finishing Blow towards a 
creature, attempting to finish the fight before it gets 
worse. Make a Combo Attack Roll against a creature 
within range, you appear within 5 feet of them and ona 
hit, you deal 11d10 Bludgeoning Damage and the 
creature is knocked Prone. 


Limitbreaker Final Revenger 

Rank 4 Strike Technique 

e Ki Cost: 68 Ki 

e Learning Requirement: U/tiamte Final Revenger 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You send out a barrage of hit before ending it with a 
Double Axe Handle towards a creature. Make a Combo 
Attack Roll, on a hit, you deal 13d10 Bludgeoning 
Damage. 


Barpock (XENO) 
MAXIUCHIHA22 


GIGANTIC COMBO 
Ki RANK 1 


Gigantic Lariat 

Rank 1 Iconic Strike Technique 

¢ KiCost: 8 Ki 

e Learning Requirement: Master or any Rank 1 
Technique from the Gigantic Combo Iconic 
Technique Line 

e Iconic Mastery: Binding 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You rush towards the enemy and grab a person to the 
closest vertical surface. Make a Combo Attack Roll, ona 
hit, you deal 2d6 Bludgeoning Damage and forcibly 
move the target a number of Feet up to your Movement 
Speed as if you had Launched them. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Gigantic Spike 

Rank 1 Iconic Strike Technique 

e Ki Cost: 6 Ki 

e Learning Requirement: Master or any Rank 1 
Technique from the Gigantic Combo Iconic 
Technique Line 

e Iconic Mastery: Launched 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You grab a creature by the head and spike them into. 
Make a Combo attack roll, on a hit, you deal 1d12 
Bludgeoning Damage and the creature is knocked 
Prone. 


Gigantic Stamp 

Rank 1 Iconic Strike Technique 

e KiCost: 12 Ki 

e Learning Requirement: Master or any Rank 1 
Technique from the Gigantic Combo Iconic 
Technique Line 

e Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


Bring your foot down on the opponent to pin them to 
the ground. Roll an Unarmed Attack Roll dealing 2d12 
Bludgeoning Damage on a hit. The target must then 
make a Strength Saving Throw or be knocked Prone 
and Restrained until the end of their next turn. 

Additionally you may choose to hold Concentration on 
this Technique to extend the duration to a maximum of 
1 Minute, during this time the target may make a 
Strength Saving Throw at the start of their turn to end 
the duration early. This Technique ends early if you 
move out of range of the effected target. 


Broty (SuPER) 
WOODLANDBUCKLE 


Ki RANK 2 


Gigantic Buster 

Rank 2 Iconic Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: Gigantic Spike 
e Iconic Mastery: Launched 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You perform a heavy ended assault meant to injure an 
opponent significantly. Make a Combo Attack Roll, on a 
hit, you deal 8d6 Bludgeoning Damage. 

You may cast a Ki Technique that does not come from 
an Iconic Technique Line as part of this Action. 


Gigantic Hammer 

Rank 2 Iconic Strike Technique 

e Ki Cost: 26 Ki 

e Learning Requirement: Gigantic Lariat 
e Iconic Mastery: Massive 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: 1 Minute 

¢ Type: Unarmed 


With a massive clothesline, you aim for an attack that 
is meant to to inflict a greater amount of damage to a 
downed creature. Make a Combo Attack Roll, on a hit, 
the creature takes 8d6 Bludgeoning Damage and the 
creature must make a Strength Saving Throw. Ona 
failure, the creature is knocked Prone and Restrained 
for the duration or until you are forcibly moved away 
from the target. They may spend their Action to make 
an Strength (Athletics) Check against a DC equal to 
your Unarmed Save DC to end the effect early. 


Gigantic Press 

Rank 2 Iconic Strike Technique 

e Ki Cost: 26 Ki 

e Learning Requirement: Gigantic Spike 
e Iconic Mastery: Launched 

e Casting Time: 1 Action 

e Range: Movement Speed 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You move in a straight line so fast, creatures have a 
hard time to react as you clothesline them with great 
force. All creatures who would be within 5 feet of you 
when moving must make a Dexterity Saving Throw or 
take 8d6 Bludgeoning Damage, halved on a success. A 
Creature can not be the target of this effect multiple 
times per casting. 

If you are benefiting from the Enraged Condition, you 
may increase the Damage dealt of this Technique by 1. 
If you have the Berserk Condition, you may increase the 
Damage dealt of this Technique by 2 instead of 1. 


WRATHFUL Bro-y (SUPER) 
ZANNINRENDERS 


Ki RANK 3 


Gigantic Slam 

Rank 3 Iconic Strike Technique 

e Ki Cost: 44 Ki 

e Learning Requirement: Gigantic Press 
¢ Iconic Mastery: Hybrid (Omni) 

e Casting Time: 1 Action 

e Range: Movement Speed 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You create an energy shield around you before 
thrusting yourself towards a creature and slamming 
yourself and thus the shield into them. Each creature 
that would be within 10 feet of you must make a 
Dexterity Saving Throw, on a failure, they take 9d10 
Bludgeoning Damage. 

If a creature would take an Attack of Opportunity 
when you would cast this Technique, you reduce all the 
Damage by your Proficiency Bonus. 


If a creature would attempt to Clash this Technique 
while you are under the effects of the Enraged 
Condition, you gain Advantage. If you would already 
gain Advantage, you increase your roll by half your Ki 
Rank rounded up. 


Gigantic Fury 

Rank 3 Iconic Strike Technique 

e KiCost: 40 Ki 

e Learning Requirement: Gigantic Press 
¢ Casting Requirement: A Grappled Creature 
e Iconic Mastery: Hybrid (Omni) 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


While you are grabbing onto a creature’s limb, you 
begin to swing them violently with greater force, not 
allowing them to act fast. The targetted creature must 
make a Strength Saving Throw or take 10d8 
Bludgeoning Damage, halved on a success. 


Ki RANK 4 


Wrathful Charge 

Rank 4 Iconic Strike Technique 

¢ Ki Cost: 65 Ki 

e Learning Requirement: Gigantic Slam 
¢ Iconic Mastery: Hybrid (Blast) 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You charge towards a creature within range, slaming 
them with a blast created from your chest before 
sending them flying with great damage. A creature 
within range must make a Dexterity Saving Throw or 
take 10d10 Energy Damage, halved on a success. A 
creature is Launched an amount of feet equal to 5x your 
Strength Ability Score. 

If you have the Enraged Condition, you deal an 
additional Damage Die. If you have the Berserk 
Condition, you gain 2 additional Damage Die. 


SuPeR SAIYAN Broty (SuPER) 
ZANNINRENDERS 


Gop FIST 
Ki RANK 1 


Crashing God Fist 

Rank 1 Iconic Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: God Fist 
e Iconic Mastery: Launching 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You now channel as much ki as you can within your 
fist, before launching a forward strike and launching 
your enemy away. Make a Combo Attack Roll, on a hit, 
you deal 2d10 Bludgeoning Damage and the creautre 
must make a Constitution Saving Throw, on a failure, 
they are Dazed until the end of their next turn. 


God Fist 

Rank 1 Iconic Strike Technique 

e KiCost: 10 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You begin to channel the very core of your spirit into 
your next attack, launching a singular attack with 
greater power than what you would normally be able to 
handle. Make a Combo Attack Roll, on a hit, you deal 
2d10 Bludgeoning Damage. 

You end this Technique in the nearest unoccupied 
space next to the target. 


Ki RANK 2 


Dragon Fist 

Rank 2 Iconic Strike Technique 

e Ki Cost: 26 Ki 

e Learning Requirement: God Fist 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You now channel a Dragon Like energy within your 
fist before unleashing an attack greater than before. 
Make a Combo Attack Roll, on a hit, you deal 5d10 
Bludgeoning Damage. 

You end this Technique in the nearest unoccupied 
space next to the creature. 


Flying God Fist 

Rank 2 Iconic Strike Technique 

e Ki Cost: 20 Ki 

e Learning Requirement: God Fist 
e Iconic Mastery: Launching 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You now channel as much ki as you can within your 
fist, before launching a forward strike and launching 
your enemy away. Make a Combo Attack Roll, on a hit, 
you deal 6d6 Bludgeoning Damage and the creautre 
must make a Constitution Saving Throw, on a failure, 
they are incapacitated until the end of their next turn. 


RANK 3 


Rising Dragon Fist 

Rank 3 Iconic Strike Technique 

e Ki Cost: 45 Ki 

e Learning Requirement: Dragon Fist 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You now channel a Dragon Like energy within your 
fist before unleashing an attack greater than before. 
Make a Combo Attack Roll, on a hit, you deal 8d10 
Bludgeoning Damage. You end this Technique in the 
nearest unoccupied space next to the creature. 


Savage Strike 

Rank 3 Iconic Strike Technique 

e Ki Cost: 40 Ki 

e Learning Requirement: Flying God Fist 
e Iconic Mastery: Launching 

e Casting Time: 1 Action 

e Range: Melee range 

e Chargeable: Yes 

e Duration: Instantaneous 

e Type: Unarmed 


You now channel as much ki as you can within your 
fist, before launching a forward strike and launching 
your enemy away. Make a Combo Attack Roll, on a hit, 
you deal 7d10 Bludgeoning Damage and the creautre 
must make a Constitution Saving Throw, on a failure, 
they are Dazed until the end of their next turn. 


Ki RANK 4 


Dragon Fist of Rage 

Rank 4 Iconic Strike Technique 

e Ki Cost: 65 Ki 

e Learning Requirement: Rising Dragon Fist 
¢ Iconic Mastery: Upgraded 

¢ Casting Time: 1 Action 

e Range: 120 feet 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You put your mind and body within your next attack 
and unleash a devastating blow, following behind being 
the power Dragon Fist Technique. Roll a Combo Attack 
Roll, on a hit, you deal 12d10 Bludgeoning Damage. 
You end this Technique in the nearest unoccupied space 
next to the creature 


Silver Dragon Flash 

Rank 4 Iconic Strike Technique 

e Ki Cost: 56 Ki 

e Learning Requirement: Savage Strike 
e Iconic Mastery: Launching 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You now channel as much ki as you can within your 
fist, before launching a forward strike and launching 
your enemy away. Make a Combo Attack Roll, on a hit, 
you deal 12d8 Bludgeoning Damage and the creautre 
must make a Constitution Saving Throw, on a failure, 
they are Incapacitated until the end of their next turn. 


Goku (DRAGON Fist) 
MAXIUCHIHA22 


METEOR COMBINATION 
Ki RANK 1 


Meteor Combination 

Rank 1 Iconic Strike Technique 

e Ki Cost: 6 Ki 

e Learning Requirement: Mastery 
e Iconic Mastery: Efficient 

e Casting Time: 1 Action 

e Range: 30 ft. 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You launch yourself towards a creature at full speed 
before launching a swarm of techniques and finishing it 
with a blast of energy. 

Choose one creature of your choice, you move within 
5 feet of the affected creature without provoking Attacks 
of Opportunity. The chosen creature must make a 
Dexterity Saving Throw or take 1d12 Bludgeoning 
Damage, halved on a success. 


If you would attack a creature, you may cast a Ki 
Technique that does not come from an Iconic 
Technique Line as a Bonus Action before the end of 
your turn. 


Full Power Meteor Combination 

Rank 1 Strike Technique 

¢ Ki Cost: 8 Ki 

e Learning Requirement: Meteor Combination 
¢ Casting Time: 1 Action 

e Range: 30 ft. 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You launch yourself towards a creature at full speed 
before launching a swarm of techniques and finishing it 
with a blast of energy. 

Choose one creature of your choice, you move within 
5 feet of the affected creature without provoking Attacks 
of Opportunity. The chosen creature must make a 
Dexterity Saving Throw or take 2d6 Bludgeoning 
Damage, halved on a success. 


If you would attack a creature, you may cast a Ki 
Technique with a Casting Time of 1 Action, that does 
not come from an Iconic Technique Line, as a Bonus 
Action before the end of your turn. 


Ki RANK 2 


Super Meteor Combination 

Rank 2 Strike Technique 

e Ki Cost: 17 Ki 

e Learning Requirement: Full Power Meteor 
Combination 

e Casting Time: 1 Action 

e Range: 60 ft. 

e Chargeable?: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You launch yourself towards a creature at full speed 
before launching a swarm of techniques and finishing it 
with a blast of energy. 

Choose one creature of your choice, you move within 
5 feet of the affected creature without provoking Attacks 
of Opportunity. The chosen creature must make a 
Dexterity Saving Throw or take 5d6 Bludgeoning 
Damage, halved on a success. 


If you would attack a creature, you may cast a Ki 
Technique with a Casting Time of 1 Action, that does 
not come from an Iconic Technique Line, as a Bonus 
Action before the end of your turn. 


Son Goku 


BUTANOBAKAART 


SSG Goku 
MAXIUCHIHA22 

Ki Rank 3 

Ultimate Meteor Combination 

Rank 3 Strike Technique 

¢ Ki Cost: 34 Ki 

e Learning Requirement: Super Meteor Combination 

¢ Casting Time: 1 Action 

e Range: 90 ft. 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You launch yourself towards a creature at full speed 
before launching a swarm of techniques and finishing it 
with a blast of energy. 

Choose one creature of your choice, you move within 
5 feet of the affected creature without provoking Attacks 
of Opportunity. The chosen creature must make a 
Dexterity Saving Throw or take 9d6 Bludgeoning 
Damage, halved on a success. 


If you would attack a creature, you may cast a Ki 
Technique with a Casting Time of 1 Action, that does 
not come from an Iconic Technique Line, as a Bonus 
Action before the end of your turn. 


Ki RANK 4 


Limitbreaker Meteor Combination 

Rank 4 Strike Technique 

e Ki Cost: 52 Ki 

e Learning Requirement: U/timate Meteor 
Combination 

e Casting Time: 1 Action 

e Range: 90 ft. 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You launch yourself towards a creature at full speed 
before launching a swarm of techniques and finishing it 
with a blast of energy. 

Choose one creature of your choice, you move within 
5 feet of the affected creature without provoking Attacks 
of Opportunity. The chosen creature must make a 
Dexterity Saving Throw or take 15d6 Bludgeoning 
Damage, halved on a success. 


If you would attack a creature, you may cast a Ki 
Technique with a Casting Time of 1 Action, that does 
not come from an Iconic Technique Line, as a Bonus 
Action before the end of your turn. 


Rock, Scissors, ‘N’ PAPER 
Ki RANK 1 


Jan-Ken Fist: Rock 
Rank 1 Iconic Strike Technique 
e KiCost: 9 Ki 
e Learning Requirement: Mastery or must have Jan- 
Ken Fist: Paper or Jan-Ken Fist: Scissor 
e Iconic Mastery: Upgraded 
e¢ Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
¢ Duration: Instantaneous 
¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the strength of a 
thrown Rock. Make a Combo Attack Roll against a 
creature within range, on a hit you deal 2d8 
Bludgeoning Damage. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Rock, Boulder, Meteor, or Planet in the 
name within the same turn. 


Jan-Ken Fist: Paper 
Rank 1 Iconic Strike Technique 
e Ki Cost: 8 Ki 
e Learning Requirement: Mastery or must have Jan- 
Ken Fist: Rock or Jan-Ken Fist: Scissor 
e Iconic Mastery: Launched 
e Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
¢ Duration: Instantaneous 
¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the fierceness of 
a blowing piece of paper. Make a Combo Attack Roll 
against a creature within range, on a hit, they 2d6 
Bludgeoning Damage 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Paper, Parchment, Wall, or Barrier in 
the name within the same turn. 


Jan-Ken Fist: Scissors 
Rank 1 Iconic Strike Technique 
e Ki Cost: 8 Ki 
e Learning Requirement: Mastery or must have Jan- 
Ken Fist: Paper or Jan-Ken Fist: Rock 
e Iconic Mastery: Killer 
e Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
e Duration: Instantaneous 
e¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the sharpness of 
a pair scissors. Make a Combo Attack Roll against a 
creature within range, on a hit, they 2d6 Bludgeoning 
Damage and are Blinded until the start of their next 
turn 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Scissors, Shears, Scythe, Rocket in the 
name within the same turn. 

Kip Goku 


MAXIUCHIHA22 


Ki RANK 2 


Jan-Ken Fist: Boulder 

Rank 2 Iconic Strike Technique 

e Ki Cost: 26 Ki 

e Learning Requirement: Jan-Ken Fist: Rock 
e Iconic Mastery: Upgraded 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the strength of a 
thrown Rock. Make a Combo Attack Roll against a 
creature within range, on a hit you deal 5d10 
Bludgeoning Damage. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Rock, Boulder, Meteor, or Planet in the 
name within the same turn. 


Jan-Ken Fist: Parchment 

Rank 2 Iconic Strike Technique 

e KiCost: 24 Ki 

e Learning Requirement: Jan-Ken Fist Paper 
e Iconic Mastery: Launched 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the fierceness of 
a blowing piece of paper. Make a Combo Attack Roll 
against a creature within range, on a hit, they 5d8 
Bludgeoning Damage 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Paper, Parchment, Wall, or Barrier in 
the name within the same turn. 


Jan-Ken Fist: Shears 
Rank 2 Iconic Strike Technique 
e Ki Cost: 24 Ki 
e Learning Requirement: Jan-Ken Fist Scissors 
e Iconic Mastery: Killer 
e Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
e Duration: Instantaneous 
e¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the sharpness of 
a pair scissors. Make a Combo Attack Roll against a 
creature within range, on a hit, they 5d8 Bludgeoning 
Damage and are Blinded until the start of their next 
turn 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Scissors, Shears, Scythe, Rocket in the 
name within the same turn. 


SSJ Goxu (GT) 


ZANNINRENDERS 


Ki RANK 3 


Jan-Ken Fist: Impenetrable Wall 
Rank 3 Iconic Strike Technique 
e Ki Cost: 38 Ki 
e Learning Requirement: Jan-Ken Fist: Wall 
¢ Iconic Mastery: Hybrid (Omni) 
e Casting Time: 1 Reaction to a creature targets you 
with a Melee or Combo attack roll 
e Range: Melee Range 
e Chargeable?: Yes 
e Duration: Instantaneous 
¢ Type: Unarmed 


You attempt to block a creature’s attack by increasing 
the defenses of your hands. Make a Combo Attack Roll, 
if your roll would be higher than opposing creature’s 
AC, increase your AC by the difference of the Attack 
Roll until the start of your next turn 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Paper, Parchment, Wall, or Barrier in 
the name within the same turn. 


Jan-Ken Fist: Meteor 
Rank 3 Iconic Strike Technique 
e KiCost: 44 Ki 
e Learning Requirement: Jan-Ken Fist: Boulder 
¢ Iconic Mastery: Upgraded 
¢ Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
¢ Duration: Instantaneous 
¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the strength of a 
thrown Rock. Make a Combo Attack Roll against a 
creature within range, on a hit you deal 10d8 
*Bludgeoning damage. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Rock, Boulder, Meteor, or Planet in the 
name within the same turn. 


Jan-Ken Fist: Meteor Swarm 
Rank 3 Iconic Strike Technique 
e KiCost: 48 Ki 
e Learning Requirement: Jan-Ken Fist: Boulder 
¢ Iconic Mastery: Hybrid (Beam) 
e Casting Time: 1 Action 
e Range: Self (60 foot long, 15 foot wide Line) 
e Chargeable?: Yes 
¢ Duration: Instantaneous 
e¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the strength of a 
thrown Rock. All creatures within range must make a 
Dexterity Saving Throw, taking 11d8 Force Damage. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Rock, Boulder, Meteor, or Planet in the 
name within the same turn. 


Jan-Ken Fist: Wall 
Rank 3 Iconic Strike Technique 
e Ki Cost: 38 Ki 
e Learning Requirement: Jan-Ken Fist: Parchment 
e Iconic Mastery: Launched 
e Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
e Duration: Instantaneous 
e¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the fierceness of 
a blowing piece of paper. Make a Combo Attack Roll 
against a creature within range, on a hit, they 10d6 
Bludgeoning Damage 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Paper, Parchment, Wall, or Barrier in 
the name within the same turn. 


Jan-Ken Fist: Spear 
Rank 3 Iconic Strike Technique 
e Ki Cost: 39 Ki 
e Learning Requirement: Jan-Ken Fist: Shears 
e Iconic Mastery: Killer 
¢ Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
e Duration: Instantaneous 
e Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the sharpness of 
a pair scissors. Make a Combo Attack Roll against a 
creature within range, on a hit, they take 10d6 Piercing 
Damage and are Blinded until the start of their next 
turn 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Scissors, Shears, Speer, and Rocket in 
the name within the same turn. 


Jan-Ken Fist: Piercing Spear 
Rank 3 Iconic Strike Technique 
e Ki Cost: 42 Ki 
e Learning Requirement: Jan-Ken Fist: Scythe 
e Iconic Mastery: Vaporizing 
¢ Casting Time: 1 Action 
¢ Range: Self (30 foot Cone) 
e Chargeable?: Yes 
e¢ Duration: Instantaneous 
¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the sharpness of 
a pair scissors. All creatutes within range must make a 
Dexterity Saving Throw, on a failure, they take 11d6 
Slashing Damage 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Scissors, Shears, Spear, and Rocket in 
the name within the same turn. 


Ki RANK 4 


Jan-Ken Fist: Planet 
Rank 4 Iconic Strike Technique 
e Ki Cost: 69 Ki 
e Learning Requirement: Jan-Ken Fist: Meteor 
e Iconic Mastery: Upgraded 
¢ Casting Time: 1 Action 
e Range: Melee Range 
¢ Chargeable?: Yes 
e Duration: Instantaneous 
¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the strength of a 
thrown Rock. Make a Combo Attack Roll against a 
creature within range, on a hit you deal 14d8 
Bludgeoning damage. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Rock, Boulder, Meteor, or Planet in the 
name within the same turn. 


Jan-Ken Fist: Barrier 

Rank 4 Iconic Strike Technique 

e KiCost: 65 Ki 

e Learning Requirement: Jan-Ken Fist: Wall 
¢ Iconic Mastery: Launched 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable?: Yes 

e Duration: Instantaneous 

¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the fierceness of 
a blowing piece of paper. Make a Combo Attack Roll 
against a creature within range, on a hit, they 13d8 
Bludgeoning Damage. Creatures who can not be moved 
against their will take additional Damage equal to 
double your Proficiency Bonus. 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Paper, Parchment, Wall, or Barrier in 
the name within the same turn. 


Jan-Ken Fist: Rocket 
Rank 4 Iconic Strike Technique 
e Ki Cost: 65 Ki 
e Learning Requirement: Jan-Ken Fist: Scythe 
e Iconic Mastery: Killer 
¢ Casting Time: 1 Action 
e Range: Melee Range 
e Chargeable?: Yes 
e¢ Duration: Instantaneous 
e¢ Type: Unarmed 


You begin to use the concepts of Rock, Paper and 
Scissors into your combat, channeling the sharpness of 
a pair scissors. Make a Combo Attack Roll against a 
creature within range, on a hit, they 13d8 Bludgeoning 
Damage and are Blinded until the start of their next 
turn 

If you hit with this Technique, you may cast an 
additional Technique with the name “Jan-Ken Fist” 
within the same Action but you cannot cast it if the 
Technique has Scissors, Shears, Scythe, Rocket in the 
name within the same turn. 


SSJ4 Fut Power Goxu 


ZANNINRENDERS 


SOARING DRAGON STRIKE 
Ki RANK 1 


Soaring Dragon Strike 

Rank 1 Iconic Strike Techniques 
e Ki Cost: 8 Ki 

e Learning Requirement: Master 
e Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You perform a sharp hook to a creature’s stomach 
before sending them flying into the air. Make a Combo 
Attack Roll, on a hit, you deal 2d6 Bludgeoning Damage 
and the creature is knocked in the air an amount of feet 
equal to 5 times your Strength Ability Modifier. 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


Full Power Soaring Dragon Strike 

Rank 1 Strike Techniques 

e KiCost: 10 Ki 

e Learning Requirement: Soaring Dragon Strike 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

¢ Type: Unarmed 


You perform a sharp hook to a creature’s stomach 
before sending them flying into the air. Make a Combo 
Attack Roll, on a hit, you deal 2d8 Bludgeoning Damage 
and the creature is knocked in the air an amount of feet 
equal to 5 times your Strength Ability Modifier. 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


Ki RANK 2 


Super Soaring Dragon Strike 

Rank 2 Strike Techniques 

e Ki Cost: 23 Ki 

e Learning Requirement: Full Power Soaring Dragon 
Strike 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You perform a sharp hook to a creature’s stomach 
before sending them flying into the air. Make a Combo 
Attack Roll, on a hit, you deal 4d10 Bludgeoning 
Damage and the creature is knocked in the air an 
amount of feet equal to 5 times your Casting Ability 
Modifier. 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


Soaring Dragon Barrage 

Rank 2 Iconic Strike Techniques 

¢ Ki Cost: 20 Ki 

e Learning Requirement: Full Power Soaring Dragon 
Strike 

¢ Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e¢ Duration: Instantaneous 

e Type: Unarmed 


You perform a swarm of attacks before launching the 
creature into the air. Choose one creature of your 
choice, they must make a Dexterity Saving Throw. Ona 
failure, they take 6d6 Bludgeoning Damage and they are 
knocked into the air an amount of feet equal to 5 times 
your Casting Ability Modifier 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


Ki RANK 3 


King Hydra 

Rank 3 Iconic Strike Techniques 

e Ki Cost: 40 Ki 

e Learning Requirement: Soaring Dragon Barrage 
e Iconic Mastery: Upgrade 

¢ Casting Time: 1 Action 

e Range: Melee Range 

¢ Chargeable: Yes 

¢ Duration: Instantaneous 

e¢ Type: Unarmed 


You uppercut them in the air and then send a barrage 
of attacks. Make a Combo Attack Roll, on a hit, you deal 
11d6 Bludgeoning Damage and the creature is knocked 
in the air an amount of feet equal to 10 times your 
Strength Ability Modifier. 

As a Bonus Action after casting this Technique you 
may spend half the Casing Cost of this Technique and 
appear within 5 feet of the effected creature and take 
the Attack Action 


If a creature would have a Fly Speed, they still fall to the 
ground, but they would take half Damage from the fall. 


Ultimate Dragon Barrage 

Rank 3 Strike Techniques 

e¢ Ki Cost: 42 Ki 

e Learning Requirement: Super Soaring Dragon 
Strike 

e Casting Time: 1 Action 

e Range: Melee Range 

¢ Chargeable: Yes 

e Duration: Instantaneous 

e¢ Type: Unarmed 


You perform a sharp hook to a creature’s stomach 
before sending them flying into the air. Make a Combo 
Attack Roll, on a hit, you deal 11d6 Bludgeoning 
Damage and the creature is knocked in the air an 
amount of feet equal to 10 times your Casting Ability 
Modifier. 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


Ki RANK 4 


Limitbreaker Soaring Dragon Strike 

Rank 4 Strike Techniques 

e Ki Cost: 66 Ki 

e Learning Requirement: Ultimate Soaring Dragon 
Strike 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 

¢ Type: Unarmed 


You perform a sharp hook to a creature’s stomach 
before sending them flying into the air. Make a Combo 
Attack Roll, on a hit, you deal 15d8 Bludgeoning 
Dariagedi He/cheature is knocked in the air an 
amount of feet equal to 15 times your Casting Ability 
Modifier. 

If a creature would have a Fly Speed, they still fall to 
the ground, but they would take half Damage from the 
fall. 


WOLF FANG FIST 
Ki RANK 1 


Blinding Fist of the Wolf Gale 

Rank 1 Iconic Strike Technique 

e KiCost: 7 Ki 

e Learning Requirement: Wolf Fang Fist 
e Iconic Mastery: Launching 

e Casting Time: 1 Action 

e Range: 30 feet 

e Chargeable: Yes 

¢ Duration: Instantaneous 


You cup your hands and strike your hands into a 
straight forward strike. Choose a creature that you can 
see within range, you appear within 5 feet of the 
creature and make a Combo Attack Roll, on a hit, you 
deal 2d8 piercing damage. 


Wolf Fang Fist 

Rank 1 Iconic Strike Technique 

¢ Ki Cost: 4 Ki per Combo Attack 
e Learning Requirement: Master 
e Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 1d8 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to double your Ki Rank and 
be Launched 5 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 5 feet. 


Full Power Fist of the Wolf Fang Gale 
Rank 1 Strike Technique 

e Ki Cost: 6 Ki per Combo Attack 

e¢ Learning Requirement: Wolf Fang Fist 
e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e WDatration: Instantaneous 


MAXIUCHIHA22 

You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 1d10 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to double your Ki Rank and 
be Launched 5 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 5 feet. 


Fist of the Wolf Fang Hurricane 

Rank 1 Iconic Strike Technique 

e Ki Cost: 6 Ki per Combo Attack 

e Learning Requirement: Wolf Fang Fist 
e Iconic Mastery: Limited 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 1d6 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to double your Ki Rank and 
be Launched 5 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 5 feet. 


Ki RANK 2 


Super Fist of the Wolf Fang Gale 

Rank 2 Strike Technique 

¢ Ki Cost: 8 Ki per Combo Attack 

e Learning Requirement: Full Power Fist of the Wolf 
Fang Gale 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e¢ Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 1d10 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to your Proficiency Bonus 
and be Launched 10 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 10 feet. 


Wolf Fang Whirlwind Claw 

Rank 2 Iconic Strike Technique 

e Ki Cost: 10 Ki per Combo Attack 

e Learning Requirement: Fist of the Wolf Fang Gale 
¢ Iconic Mastery: Drilling 

e Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 1d10 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to your Proficiency Bonus 
and be Launched 10 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 15 feet. 


Ki RANK 3 


Flashing Fist of the Wolf Gale 

Rank 3 Iconic Strike Technique 

e¢ Ki Cost: 36 Ki 

e Learning Requirement: Blinding Fist of the Wolf 
Fang Gale 

e Iconic Mastery: Launching 

e Casting Time: 1 Action 

e Range: 60 feet 

e Chargeable: Yes 

e¢ Duration: Instantaneous 


You cup your hands and strike your hands into a 
straight forward strike. Choose a creature that you can 
see within range, you appear within 5 feet of the 
creature and make a Combo Attack Roll, on a hit, you 
deal 10d6 Piercing damage. 


Ultimate Fist of the Wolf Gale 

Rank 3 Strike Technique 

¢ Ki Cost: 12 Ki per Combo Attack 

e Learning Requirement: Super Fist of the Wolf Fang 
Gale 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

e Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 2d8 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to your Proficiency Bonus 
and be Launched 15 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 15 feet. 


Ki RANK 4 


Limitbreaker Fist of the Wolf Gale 

Rank 4 Strike Technique 

¢ Ki Cost: 14 Ki per Combo Attack 

e Learning Requirement: Ultimate Fist of the Wolf 
Fang Gale 

¢ Casting Time: 1 Action 

e Range: Melee Range 

e Chargeable: Yes 

¢ Duration: Instantaneous 


You attack with the speed of a Wolf, launching a 
swarm of attacks towards a creature. Roll a Combo 
Attack Roll for each Combo Attack sent at the target, 
dealing 2d8 Slashing Damage on a hit, to a maximum 
amount of Combo Attack up to your Proficiency Bonus 
and be Launched 20 feet. 

For each Combo Attack that targets the same 
creature, reduce the number of Combo Attack Roll 
made, increase the number of Damage Die dealt against 
the target by 1 and the target is Launched by an 
additional 20 feet. 


OTHER TECHNIQUES 
Ki RANK 1 


EIGHT-ARM TECHNIQUE 
Rank 1 Ki Technique 

¢ Ki Cost: 4 Ki 

¢ Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: Upkeep 

e Type: Other 


You begin to augement your speed until you can have 
your arms in seemingly multiple places at once, 
granting you offensive and defensive benefits. For the 
duration of this Technique you gain the following 
benefits: 


e You may make an additional Unarmed Strike, 
Weapon Attack, or Basic Ki Blast as part of the 
Attack Action. 

e You may now use the Redirect Stamina Manuever in 
response to an Unarmed Stike, Melee Weapon 
Technique, or Strike Technique. 


ENERGY DASH 


Rank 1 Ki Technique 

e KiCost: Special 

¢ Casting Time: 1 Action or Bonus Action 
e Range: Self 

¢ Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


You have learned to fuel your body with ki to move at 
higher speeds than normal. Whenever you cast this 
Technique, you may expend Ki in multiples of 10 to gain 
an extra 10 feet of Walk Speed for each multiple spent 
until the start of your next turn. 


ENERGY TRANSFER 


Rank 1 Ki Technique 

e KiCost: Special 

e Casting Time: 1 Action 

e Range: Touch 

e Chargeable?: No 

¢ Duration: Instantaneous 
e Type: Other 


You have learned to grant your energy to another that 
you can touch. Whenever you cast this Technique you 
may expend Ki Points in multiples of 4 Ki Points to 
restore 1 Ki Point for each 4 Ki Points expended. 


ENHANCE SENSES 
Rank 1 Ki Technique 

e Ki Cost: 8 Ki 

e Casting Time: 1 Action 
e Range: Self 

e Chargeable?: No 

e Duration: 1 Minute 

e Type: Other 


You push your natural senses to superhuman levels. 
You gain a Static Bonus to Investigation and Perception 
Checks that rely on sight, smell, or hearing equal to 
your Ki Rank. 


MINIMUM CHARGE 
Rank 1 Ki Technique 

e Ki Cost: 0 Ki 

¢ Casting Time: Special 

e Range: Self 

e Chargeable?: No 

¢ Duration: Instantaneous 
e Type: Other 


By taking a moment to center your energy you can 
restore your Ki. Regain 12 + Wisdom Modifier Ki if 
used as an Action, or 3d4 + Wisdom Modifier Ki as an 
Bonus action. 


SHUN-PO 

Rank 1 Ki Technique 

e KiCost: 10 Ki 

e Casting Time: 1 Action 

e Range: Walk Speed 

e Chargeable?: No 

e Duration: Instantaneous 
e Type: Other 


Otherwise known as a Flash Step, you have learned 
to move your body in an instant. Choose one 
unoccupied location within range and move to it without 
triggering Attacks of Opportunity. 


Ki RANK 2 


AFTERIMAGE 


Rank 2 Ki Technique 

e Ki Cost: 15 Ki per Afterimage 

e Learning Requirement: None 

e Casting Time: Special 

e Range: Self 

¢ Duration: Caster’s Proficiency Bonus in Rounds 
¢ Type: Other 


By quickly moving in a small space, you surround 
yourself vague apparitions of yourself while 
simultaneously fading your own image. You may create 
a maximum number of Afterimages equal to your Ki 
Rank. Casting this Technique again during its Duration 
ends the previous casting early. 

Each time a creature targets you with an attack 
during the Technique’s Duration, roll a d20 to determine 
whether the attack instead targets one of your 
Afterimages. This effect is considered a missed Attack 
Roll against you. 


If you have four Afterimages, you must roll a 5 or higher 
to change the attack’s target to an Afterimage. With 
three Afterimages, you must roll an 6 or higher. With 
two Afterimages, you must roll an 8 or higher. With one 
Afterimage, you must roll an 11 or higher. 

An Afterimage’s AC equals 10 + your Dexterity 
Modifier + your Ki Rank. If an attack hits an Afterimage, 
the Afterimage is destroyed. An Afterimage can be 
destroyed only by an attack that hits it. It ignores all 
other Damage and Effects. The Technique ends when 
all Afterimages are destroyed. 

A creature is unaffected by this Technique if it can’t 
see, if it relies on senses other than sight, such as 
blindsight, or if it can perceive illusions as false, as with 
truesight. 


POWER Up 

Rank 2 Ki Technique 

e¢ KiCost: 12 Ki 

e Learning Requirement: None 

e Casting Time: 1 Action or Bonus Action 
e Range: Self 

e Duration: Caster’s Ki Rank in Rounds 
e Type: Other 


By collecting your energy you can empower your next 
attack. The next time you roll an Attack Roll or force a 
Saving Throw, it gains a+2 Static Bonus. This 
Technique ends after you would gain this benefit. 
Casting this Technique again during its Duration ends 
the previous casting early. 


SIXTEEN-ARM TECHNIQUE 

Rank 2 Ki Technique 

e¢ KiCost: 15 Ki 

¢ Learning Requirement: Eight-Arm Technique 
e Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e Type: Other 


You begin to augement your speed until you can have 
your arms in seemingly multiple places at once, 
granting you offensive and defensive benefits. For the 
duration of this Technique you gain the following 
benefits: 


e You may make an additional Unarmed Strike, 
Weapon Attack, or Basic Ki Blast as part of the 
Attack Action. 

e You may now use the Redirect Stamina Manuever in 
response to an Unarmed Stike, Melee Weapon 
Technique, or Strike Technique. 

e The Die Size for the Redirect Stamina Manuever is 
increased by 1 step. 


SUPER CHARGE 

Rank 2 Ki Technique 

e Ki Cost: 0 Ki 

e Learning Requirement: Minimum Charge 
e Casting Time: Special 

e Range: Self 

e¢ Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


By taking a moment to center your energy you can 
restore your Ki. Regain 18 + Wisdom Modifier Ki if 
used as an Action, or 3d6 + Wisdom Modifier Ki as an 
Bonus Action. 


SUPER ENERGY DASH 

Rank 2 Ki Technique 

¢ KiCost: Special 

e Learning Requirement: Energy Dash 

¢ Casting Time: 1 Action or Bonus Action 
e Range: Self 

¢ Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


You have learned to fuel your body with ki to move at 
higher speeds than normal. Whenever you cast this 
Technique, you may expend Kiin multiples of 15 to gain 
an extra 20 feet of Walk Speed for each multiple spent 
until the start of your next turn. 


SUPER ENERGY TRANSFER 

Rank 2 Ki Technique 

e KiCost: Special 

e Learning Requirement: Energy Transfer 
e Casting Time: 1 Action 

e Range: 15 feet 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


You have learned to grant your energy to another that 
you can touch. Whenever you cast this Technique you 
may expend Ki Points in multiples of 3 Ki Points to 
restore 1 Ki Point for each 3 Ki Points expended. 


SUPER ENHANCE SENSES 

Rank 2 Ki Technique 

e KiCost: 20 Ki 

e Learning Requirement: Enhance Senses 
e Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

e Duration: 1 Minute 

e Type: Other 


You push your natural senses to superhuman levels. 
You gain a Static Bonus to Investigation and Perception 
Checks that rely on sight, smell, or hearing equal to 
your Proficiency Bonus. 


PiccoLo 
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Ki RANK 3 


HyPER SHUN-PO 

Rank 3 Ki Technique 

e¢ KiCost: 30 Ki 

e Learning Requirement: 1 Mastery in Shun-po 
e Casting Time: 1 Action 

e Range: 3x your Movement Speed 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


Otherwise known as the Ultimate Flash Step, you 
have learned to move your body in an instant. Choose 
one unoccupied location within range and move to it 
without triggering Attacks of Opportunity. 


POWER CONCENTRATION 

Rank 3 Ki Technique 

e Hit Die Cost: Special 

¢ Learning Requirement: 1 Mastery in Power Up! 
¢ Casting Time: 1 Action 

e Range: Self 

¢ Duration: Upkeep (Special) 

e Type: Other 


You have learned to concentrate your energy in finite 
portions of your body to augement your attacks or help 
defend yourself, but not at the same time. When you 
cast this Technique and again at the start of each of 
your Turns that this is active, you may expend up to 
your Ki Rank in Hit Die to gain an equal Static Bonus to 
all Attack Rolls and Techniques and a negative to your 
AC and Saving Throws of half of that, rounded up, until 
the start of your next turn. 

Additionally whenever you are targeted with an 
Attack Roll or forced to make a Saving Throw you may 
spend your Reaction to flip this effect, trading the 
negative and positive effects, until the start of your next 
Turn. 


THIRTY-Two-ARM TECHNIQUE 

Rank 3 Ki Technique 

e Ki Cost: 30 Ki 

e Learning Requirement: Sixteen-Arm Technique 
e Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

e Duration: Upkeep 

e Type: Other 


You begin to augement your speed until you can have 
your arms in seemingly multiple places at once, 
granting you offensive and defensive benefits. For the 
duration of this Technique you gain the following 
benefits: 


e You may make two additional attacks as part of the 
Attack Action using: Unarmed Strike, Weapon 
Attack, or Basic Ki Blast 

e You may now use the Redirect Stamina Manuever in 
response to an Unarmed Stike, Melee Weapon 
Technique, or Strike Technique. 

e The Die Size for the Redirect Stamina Manuever is 
increased by 1 step. 


ULTIMATE CHARGE 

Rank 3 Ki Technique 

e¢ Ki Cost: 0 Ki 

e Learning Requirement: Super Charge 
e Casting Time: Special 

e Range: Self 

e Chargeable?: No 

e¢ Duration: Instantaneous 

e Type: Other 


By taking a moment to center your energy you can 
restore your Ki. Regain 24 + Wisdom Modifier Ki if 
used as an Action, or 3d8 + Wisdom Modifier Ki as an 
Bonus Action. 


ULTIMATE ENERGY DASH 

Rank 3 Ki Technique 

e KiCost: Special 

e Learning Requirement: Super Energy Dash 
e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


You have learned to fuel your body with ki to move at 
higher speeds than normal. Whenever you cast this 
Technique, you may expend Ki in multiples of 20 to gain 
an extra 30 feet to all available Movement Speeds for 
each multiple spent until the start of your next turn. 


ULTIMATE ENERGY TRANSFER 

Rank 3 Ki Technique 

¢ KiCost: Special 

e Learning Requirement: Super Energy Transfer 
e Casting Time: 1 Action 

e Range: 45 feet 

¢ Chargeable?: No 

e¢ Duration: Instantaneous 

e Type: Other 


You have learned to grant your energy to another that 
you can reach spiritually. Whenever you cast this 
Technique you may expend Ki Points in multiples of 2 
Ki Points to restore 1 Ki Point for each 2 Ki Points 
expended. 


ULTIMATE ENHANCE SENSES 

Rank 3 Ki Technique 

e¢ Ki Cost: 30 Ki 

e Learning Requirement: Super Enhance Senses 
e Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

e Duration: 1 Minute 

e Type: Other 


You push your natural senses to superhuman levels. 
You gain a Static Bonus to Investigation and Perception 
Checks that rely on sight, smell, or hearing equal to 
your Proficiency Bonus. Additionally, you gain 15 feet of 
blindsight. 


SuPER SAIYAN GOHAN (POISONED AND BLIND) 
BRUSSELTHESAIVYAN 


Ki RANK 4 


LIMITBREAKER AFTERIMAGE 


Rank 4 Ki Technique 

¢ Ki Cost: 30 Ki per Afterimage 

e Learning Requirement: Afterimage 

e Casting Time: Special 

e Range: Self 

¢ Duration: Caster’s Proficiency Bonus in Rounds 
¢ Type: Other 


By quickly moving in a small space, you surround 
yourself vague apparitions of yourself while 
simultaneously fading your own image. You may create 
a maximum number of Afterimages equal to your 
Proficiency Bonus. Casting this Technique again during 
its Duration ends the previous casting early. 

Each time a creature targets you with an attack 
during the Technique’s Duration, roll a d20 to determine 
whether the attack instead targets one of your 
Afterimages. This effect is considered a missed Attack 
Roll against you. 


If you have nine Afterimages, you must roll a 2 or higher 
to change the attack’s target to an Afterimage. With 
eight Afterimages, you must roll an 3 or higher. With 
seven Afterimages, you must roll an 4 or higher. With 
six Afterimages, you must roll an 5 or higher. With five 
Afterimages, you must roll an 6 or higher. With four 
Afterimages, you must roll an 7 or higher. With three 
Afterimages, you must roll an 8 or higher. With two 
Afterimages, you must roll an 9 or higher. With one 
Afterimage, you must roll an 10 or higher. 


An Afterimage’s AC equals 10 + your Dexterity Modifier 
+ your Ki Rank. If an attack hits an Afterimage, the 
Afterimage is destroyed. An Afterimage can be 
destroyed only by an attack that hits it. It ignores all 
other Damage and Effects. The Technique ends when 
all Afterimages are destroyed. 

A creature is unaffected by this Technique if it can’t 
see, if it relies on senses other than sight, such as 
blindsight, or if it can perceive illusions as false, as with 
truesight. 


LIMITBREAKER CHARGE 


Rank 4 Ki Technique 

¢ Ki Cost: 0 Ki 

e Learning Requirement: Ultimate Charge 
e Casting Time: Special 

e Range: Self 

e Chargeable?: No 

e Duration: Instantaneous 

e Type: Other 


Bytaki8 SA moment to center your energy you can 
restbre' your Ki. Regain 30 + Wisdom Modifier Ki if 
used as an Action, or 3d10 + Wisdom Modifier Ki as an 
Bonus Action. 


LIMITBREAKER ENERGY TRANSFER 


Rank 4 Ki Technique 

e KiCost: Special 

e Learning Requirement: Ultimate Energy Transfer 
¢ Casting Time: 1 Action 

e Range: 90 feet 

e Chargeable?: No 

¢ Duration: Instantaneous 

¢ Type: Other 


You have learned to grant your energy to another that 
you can reach spiritually. Whenever you cast this 
Technique you may expend Ki Points to restore an 
equal amount to the target. 


LIMITBREAKER POWER UP 


Rank 4 Ki Technique 

e Ki Cost: 36 Ki 

e Learning Requirement: 1 Mastery in Power Up 
e Casting Time: 1 Action or Bonus Action 

e Range: Self 

e Duration: Caster’s Ki Rank in Rounds 

¢ Type: Other 


By collecting your energy you can empower your next 
attack. The next time you roll an Attack Roll or force a 
Saving Throw, it gains a +4 Static Bonus. This 
Technique ends after you would gain this benefit. 
Casting this Technique again during its Duration ends 
the previous casting early. 


S1xTY-FOUR-ARM TECHNIQUE 


Rank 4 Ki Technique 

e KiCost: 45 Ki 

¢ Learning Requirement: Thirty-Two-Arm Technique 
¢ Casting Time: 1 Action 

e Range: Self 

e Chargeable?: No 

¢ Duration: Upkeep 

e Type: Other 


You begin to augement your speed until you can have 
your arms in seemingly multiple places at once, 
granting you offensive and defensive benefits. For the 
duration of this Technique you gain the following 
benefits: 


e You may make two additional attacks as part of the 
Attack Action using: Unarmed Strike, Weapon 
Attack, or Basic Ki Blast 

e You may now use the Redirect Stamina Manuever in 
response to an Unarmed Stike, Melee Weapon 
Technique, or Strike Technique. 

e The Die Size for the Redirect Stamina Manuever is 
increased by 2 steps. 


SSB Goku 
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FIGHTING STANCE 


You devote to practicing a focus of fighting, allowing you 
to fight with a greater enhancement to your original 
capabilities using a Fighting Stance. Fighting Stances 
are learned as if they are Techniques. When you gain a 
Fighting Stance, you have it active for as long as you are 
conscious. Additionally, if you would have more than 
one Fighting Stance, you may only have one active at a 
time, requiring a bonus action to switch to another 
Fighting Stance. 


ASSASSIN STYLE 


Prerequisites: Dexterity > 13 & Proficiency in Stealth 

A fighting style focused on quick and swift strikes as 
well as hiding your presence even amongst those who 
can sense ki 


e +2 Static Bonus to Unarmed Strikes, Weapon 
Attacks & Basic Ki Blast while hidden 

e The first attack roll you would make in an encounter 
gains advantage 

e When you would succeed a Dexterity (Stealth) 
Check, creatures cannot detect your Ki 


CRANE STYLE 


Prerequisites: Unarmored AC > 14 

The rival style to the Turtle School focusing on 
defense. Fills their ranks by targeting the naturally 
gifted. 


e You gain +1 to your AC so long as you are not 
Surprised. 

e Once per Short Rest you may Block or Wild Sense 
without expending Stamina. 

e You gain a 10 Foot Fly Speed or increase your 
current Fly Speed by 10 feet. 


CRUSHER STYLE 


Prerequisite: Strength > 13, Constitution >/= 13 
A fighting style based on mercilessly attacking a 
target with a swarm of attacks and energy blasts 


e +1 Static Bonus to Unarmed Techniques and Beam 
Techniques 

e¢ When you would cast a Melee Technique, you may 
double the ki cost of a Ki Technique of your choice to 
cast it as a Bonus Action 

e An amount of times per Jong rest equal to your Ki 
Rank, you gain advantage on a Strength, Dexterity or 
Constitution Saving Throw 


DEMON STYLE 


Prerequisite: Wisdom > 15 
The defensive and thoughtful style of Majunior, the 
son of the Demon King Piccolo. 


e You may take the Dodge Action as a Bonus Action. 

e You may Increase the range of all Beam Techniques 
gain +50% range 

e You may add half of your Proficiency Bonus to 
Concentration Checks. 


DIVINITY STYLE 


Prerequisite: A Technique that would grant a weapon 
Your attacks are elegant with your weapon and refined 
in your combination 


e You gain a+1 Static Bonus to Weapon Attacks and 
Armed Techniques 

e Increase the damage dealt from a Technique that 
would grant a Weapon by +1. 

e Techniques that would grant a Weapon have their Ki 
Cost Reduced by double your Ki Rank. 


Duo STYLE 


A fighting style that works well with another partner, 
your fighting style is considered impeccable. 


e When you would take the attack action within 15 feet 
of an allied creature with the same fighting stance, 
they may spend their reaction to take the make an 
Melee Weapon Attack, Unarmed Strike or Basic Ki 
Blast towards the targeted creature 

e If another ally has the fighting style and they are 
within 30 feet of you, you may still take the Tag 
Team Attack Maneuver as if they were 5 feet away 
from you 


GoKkU AND VEGETA 
PRINCEOFDBZGAMES 


EMPEROR STYLE 


Prerequisite: Dexterity > 15 and Wisdom => 13 


A fighting Style made to use fast deadly barrages. 


e You gain a +1Static Bonus to Barrage Techniques 
e When you would make a Basic Ki Blast, you may 


spend your bonus action prior to making the attack 
roll to give yourself advantage. Granting yourself 
advantage this way reduced your Movement Speed 
to 0 until the end of your turn. If you have moved 
within your turn, you are not able to use this feature. 
You gain +1 to your AC so long as you are not 
Surprised. 


FUSED STYLE 


A fighting style that is dependent on the fusion of 


knowledge. You may only gain the benefit of this Stance 
while you have Stability Hit Points 


When you would use the Tag Team Stamina 
Maneuver, you may reduce the Stamina Cost by 1. If 
you wouldn’t spend Stamina to use the Maneuver, 
you may instead reduce the Ki Cost of the Technique 
equal to your ki rank 

You can apply a +1 Static Bonus to two of the 
following Technique Types: Armed, Barrage, Beams, 
Blasts, Omni, Shot, & Unarmed 

Choose two additional stances that you have access 
to, you gain the benefits of both while using this 
stance. You do not gain the benefit of their Static 
Bonuses. 


GIANT STYLE 


You lean into the difference in size from your body, 
allowing you to make more destructive swings. You may 
only gain the benefits of this Stance while you are 
benefiting from the Enlarged or Gigantification 
Condition 


Increase all damage dealt by your Melee Attacks by 
+1. If you have the Gigantification Condition, you 
may apply this benefit to all damage dealt. 

When you would attempt to grapple a creature, you 
gain advantage on the Strength (Athletics) Check. A 
creature who attempts to escape must make their 
Strength (Athletics) or Dexterity (Acrobatics) check 
at disadvantage 


GRAPPLER STYLE 


Prerequisite: Strength > 14, Proficiency in Athletics 
Your stance is focused on keeping enemies close and 
at arms length 


e Once per turn when a creature would enter within 
your reach, you may make a attempt a Grapple 

e While a creature is grappled by you, you increase 
your damage dealt by Unarmed Strikes, Weapon 
Attacks, Armed and Unarmed Techniques by your 
Strength Ability Modifier. 

e Ifyou would force a creature that is grappled or 
restrained by you to make a Strength or Dexterity 
Saving Throw, they must make it at disadvantage. 


HERO’S STYLE 


Prerequisite: Proficiency in Martial Weapons, Charisma 
=13 

A fighting style focused on the practice of weapons in 
tangent with your ki 


e You gain a+1 to Weapon Attacks & Armed or Shot 
Techniques. You may change this at the end of a 
long rest 

e All Armed and Shot Techniques get their casting 
cost reduced by your ki rank. 

¢ Choose one Technique or Spell of your choice, you 
may change the Casting Ability Score to Wisdom or 
Charisma. When you would gain a level-up, you may 
change the chosen technique/spell to another one of 
your choice 


JUSTICE STYLE 


Prerequisite: Charisma > 15 
Your strikes are filled with the concent of true justice! 


e You gain a+l1 Static Bonus to Armed, Unarmed or 
Shot Techniques. When you would take a long rest, 
you may change the chosen option 

¢ Your Unarmed Strikes or Weapon Attacks may use 
Charisma instead of Strength for attack rolls and 
damage rolls. This option cannot be changed 

e Asa bonus action, you can empower yourself and 
any allies for the next minute. You and any allies 
within 15 feet of you gain a 1d4 bonus to their next 
attack roll 


Ki STYLE 


Prerequisites: Wisdom > 14 
A fighting style focused on enhancing further your ki 
techniques and ki blasts 


e +1 Static Bonus to all Ki Technique and Basic Ki 
Blast 

e You may add your Basic Ki Blast Damage Die to all 
Ki Techniques that would deal damage 


KIKOUNKENJUTSU STYLE 


Prerequisites: Strength or Dexterity > 13, Proficient 
with at least 1 Martial Weapon 

A fighting style based around mixing weapons and ki 
attacks. 


e +1 Static Bonus to all Weapon Attack Rolls & Strike 
Techniques. 

e While you are wielding a weapon, you may change 
your Basic Ki Blast Damage Die to your Weapon’s 
Damage Die. 


MAGIC STYLE 


Prerequisites: Mysticism/Mysticism: Burst Class 
Feature 
You can draw the most out of your spells. 


e +1 Static Bonus to Spells 

¢ Choose 1 School of Magic; while in this Stance the 
base range of all Spells of this school with a range 
greater than self or touch by 50%, this can not be 
changed later. 

e You get 1 Metamagic Option of your choice, that 
cannot be changed later, that you may only use while 
in this Stance. 


MAJIN STYLE 


Prerequisite: Constitution > 15 
Your fighting style is naturally more childish and 
more unpredictable than a natural fighting style 


e You gain a+1 Static Bonus to Omni Techniques 

e You gain an additional 5 ft. reach with all Unarmed 
Attacks, Weapon Attacks, Melee Techniques and 
Weapon Techniques 

¢ Once per long rest as a bonus action for the next 
minute, at the start of your turn, you gain an amount 
of hit points equal to your Consitution Ability 
Modifier 


PATROLMAN STYLE 


Prerequisite: Proficiency in Ranged Weapons & 
Dexterity > 13 

You're practiced in marksmanship, allowing you to 
keep your distance with ranged weaponry 


e You gain a+l on all Ranged Weapon Attacks and 
Shot Techniques 

e When you would take the attack action with a ranged 
weapon, you gain an additional +1 damage. 

e A Weapon Technique that would use a Ranged 
Weapon can now use Dexterity as its Casting Ability 
Modifier. 


PERFECT STYLE 


Prerequisite: Strength or Dexterity > 16, Intelligence or 
Wisdom = 16 

Your stance is considered perfect as your practice 
allows you to focus on all necessary skills you require. 


e You gain a+1 Static Bonus on all Techniques. 
e You gain a+1 Static Bonus on Unarmed Strikes, 
Weapon Attacks & Basic Ki Blast 
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POWER STYLE 


Prerequisite: Strength > 14 
A fighting style fully putting in RAW strength on all 
your attacks 


e You gain a+1 Static Bonus on all Melee Weapon 
Attacks, Unarmed Strikes, and Armed Techniques 

e When you would miss a melee attack roll, you deal 
your Strength Modifier in damage. This damage 
cannot be increased or changed by any means and 
this effect does not trigger the attack’s effect 

e Asa reaction when you would make a Dexterity 
Saving Throw, you may instead make a Strength 
Saving Throw 


RAGEFUL STYLE 


You're dependent on letting your emotions go, allowing 
you to attack without holding back. You may only gain 
the benefits of this Stance while you are benefiting from 
the Enraged Condition. 


e Increase all damage dealt by your Basic Ki Blast, 
Unarmed Attacks, & Weapon Attacks by half your Ki 
Rank. 

e The Power gained by Enraged counts as 1 less for 
the purpose of Power Overload 

e Ifyou would make a saving throw to no longer be 
Berserk, once per long rest, you may reroll the 
Saving Throw 


REACH STYLE 


Prerequisite: >5 ft. Reach with Unarmed Strikes 
A fighting style that fully focuses on stretching your 
body further 


e You may give all Melee Weapon Attacks and 
Unarmed Strikes an additional reach equal to 5 
times your ki rank in feet. 

e All Strike Techniques that do not have a range of 
Melee gain an additional 15 feet of range. 

e You may double the amount of creatures you can 
grapple even if you’re already grappling 


SAIYAN STYLE 


Prerequisites: Strength > 15 A ferocious and strength 
orriented fighting style 


e +1 Static Bonus to Unarmed Strikes, Melee Weapon 
Attacks and Strike Techniques that use your 
Strength. 

e Armed and Unarmed Techniques deal an additional 
+1 Points of Damage 

e You reduce all damage dealt to you by 1 


SATAN STYLE 


Prerequisite: Charisma > 14 & Proficiency in Deception 
Your movements while still capable are filled with 
sights of deception. 


e Your Unarmed Strikes may use Charisma instead of 
Strength for attack rolls 

e When you would hit a creature with an unarmed 
strike, you may choose to forgo your Ability Modifier 
to the damage and grant the next attack rol/ against 
that creature, excluding you, a bonus to their damage 
equal to your Charisma Modifier 

e When you would be hit by an attack roll, you may as 
a reaction roll a Charisma (Deception) vs their 
Wisdom (Insight). If you succeed, you gain the 
Benefit of the Dash Action before you would take 
damage 
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SPEED STYLE 


Prerequisite: Dexterity > 14, Base Movement Speed 
30+ 

You've learned through continuous practice how to 
flow ki into your legs to give you bursts of speed 


e You gain a bonus to all Movement Speed equal to 5 
feet times your Ki Rank 

e You may use Dexterity instead of Strength as your 
Casting Ability Score for your Armed or Unarmed 
Techniques. You can change this option on a Jong 
rest. 

e For every 10 feet you move, you gain a +1 Static 
Bonus to your next Unarmed Strike, Weapon Attack, 
Unarmed Technique or Armed Technique. You may 
gain a maximum Static Bonus this way equal to half 
your Ki Rank (Rounded up) 


TURTLE STYLE 


Prerequisites: Dexterity > 15 


The trusty Turtle School, focusing on overwhelming 
foes with swift flowing martial arts. 


e +1 Static Bonus to all Techniques 
¢ When you would cast a Ki Technique, you may grant 
it the following benefits: 
¢ Range: An additional 10 feet. 
e Line: An additional 5 feet of width or 10 feet of 
length. 
¢ Radius: An additional 5 feet of radius. 
e Cone: An Additional 10 feet. 
e You may take the Disengage Action as a Bonus 
Action. 
e You may spend 5 Ki Points to take the Disengage 
and the Dash Action as a Bonus Action 


WOLF STYLE 


Prerequisites: Dexterity > 13 
A lighting fast fighting style based on sharp strikes 
and battlefield control. 


e +1 Static Bonus to Strike Techniques 

e You gain +15 Walk Speed 

e When you would hit a creature with a Strike 
Technique, they are Launched 5 feet. 
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CHAPTER 9: EQUIPMENT 


SOY WE MARKETPLACE TEEMS WITH BUYERS AND 
sellers of many sorts: Ogre smiths and 
Konatsian inventors, Majin chefs and Shin- 
jin jewelers, not to mention humans of 
every shape, size, and color drawn from a 
spectrum of planets and cultures. In the 
largest cities, almost anything imaginable 


______is offered for sale, from exotic spices and luxurious 


clothing to wicker baskets and practical swords. 

For an adventurer, the availability of armor, weapons, 
backpacks, rope, and similar goods is of paramount 
importance, since proper equipment can mean the 
difference between life and death in a dungeon or the 
untamed wilds. This chapter details the mundane and 
exotic merchandise that adventurers commonly find 
useful in the face of the threats that the worlds of D&D 
present. 


STARTING EQUIPMENT 


When you create your character, you receive equipment 
based on a combination of your class and background. 
Alternatively, you can start with a number of gold pieces 
based on your class and spend them on items from the 
lists in this chapter. See the Starting Wealth by Class 
table to determine how much gold you have to spend. 

You decide how your character came by this starting 
equipment. It might have been an inheritance, or goods 
that the character purchased during his or her 
upbringing. You might have been equipped with a 
weapon, armor, and a backpack as part of military 
service. You might even have stolen your gear. A 
weapon could be a family heirloom, passed down from 
generation to generation until your character finally 
took up the mantle and followed in an ancestor’s 
adventurous footsteps. 


STARTING WEALTH BY CLASS 


Class Starting Wealth 
Agent (5d4 x 10) x 10,000 Zeni 
Blaster (4d4 x 10) x 10,000 Zeni 
Bruiser (2d4 x 10) x 10,000 Zeni 
Elite (5d4 x 10) x 10,000 Zeni 
Hero (4d4 x 10) x 10,000 Zeni 
Martial Artist 5d4 x 10,000 Zeni 
Mystic (3d4 x 10) x 10,000 Zeni 
Prodigy (2d4 x 10) x 10,000 Zeni 
Punisher (3d4 x 10) x 10,000 Zeni 
Warrior (4d4 x 10) x 10,000 Zeni 


WEALTH 


Wealth appears in many forms in a D&D world. Coins, 
gemstones, trade goods, art objects, animals, and 
property can reflect your character’s financial well- 
being. Members of the peasantry trade in goods, 
bartering for what they need and paying taxes in grain 
and cheese. Members of the nobility trade either in legal 
rights, such as the rights to a mine, a port, or farmland, 
or in gold bars, measuring gold by the pound rather 
than by the coin. Only merchants, adventurers, and 
those offering professional services for hire commonly 
deal in coins. 


ZENI (Z) PAPER AND COINS 


Zeni is a currency that is given value by the Dragon 
World at large and various multi-universal businesses. 
Not all planets and star systems use this currency but 
most are willing to convert with the following exchange 
rate: 


ZENI CONVERSION 


Currency Z@ cP SP EP GP PP 
Zeni(Z) 1 1/100 1/1,000 1/5,000 1/10,000 1/100,000 
Copper 100 1 1/10 1/50 1/100 1/1,000 
(CP) 

Silver (SP) 1,000 10 1 1/5. 1/10 1/100 
Electrum 5,000 50 5 1 1/2 1/20 
Gold (GP) 10,000 100 10 2 1 1/10 
Platinum 100,000 1,000 100 20 10 ] 
(PP) 

SELLING TREASURE 


Opportunities aboud to find treasure, equipment, 
weapons, armor, and more in the planets that you 
explore. Normally, you can sell your treasures and 
trinkets when you return to a town or other settlement, 
provided that you can find buyers and merchants 
interested in your loot. 

Arms, Armor, and Other Equipment. As a general 
rule, undamaged weapons, armor, and other equipment 
fetch half their cost when sold in a market. Weapons 
and armor used by monsters are rarely in good enough 
condition to sell. 

Magic Items. Selling magic items is problematic. 
Finding someone to buy a potion or a scroll isn’t too 
hard, but other items are out of the realm of most but 
the wealthiest nobles. Likewise, aside from a few 
common magic items, you won’t normally come across 
magic items or spells to purchase. The value of magic is 
far beyond simple gold and should always be treated as 
such. 


Gems, Jewelry, and Art Objects. These items retain their 
full value in the marketplace, and you can either trade 
them in for coin or use them as currency for other 
transactions. For exceptionally valuable treasures, the 
DM might require you to find a buyer in a large town or 
larger community first. 

Trade Goods. On the borderlands, many people 
conduct transactions through barter. Like gems and art 
objects, trade goods-bars of iron, bags of salt, livestock, 
and so on-retain their full value in the market and can 
be used as currency. 


ARMOR 


Fantasy gaming worlds are a vast tapestry made up of 


many different cultures, each with its own technology 
level. For this reason, fighters have access to a variety of 
armor types, ranging from padded gi to Medium Battle 
Armor to costly Heavy Elite Armor, with several other 
kinds of armor in between. The Armor table collects the 
most commonly available types of armor found in the 
game and separates them into three categories: light 
armor, medium armor, and heavy armor. Many warriors 
supplement their armor with a shield. 

The Armor table shows the cost, weight, and other 
properties of the common types of armor worn in 
fantasy gaming worlds. 


ARMOR PROFICIENCY 


Anyone can put on a suit of armor or strap a shield to an 
arm. Only those proficient in the armor’s use know how 
to wear it effectively, however. Your class gives you 
proficiency with certain types of armor. If you wear 
armor that you lack proficiency with, you have 
disadvantage on any ability check, saving throw, or 
attack roll that involves Strength or Dexterity, and you 
can’t cast Spells or Techniques. 


Armor C1ass (AC) 


Armor protects its wearer from attacks. The armor (and 
shield) you wear determines your base Armor Class. 


HEAvy ARMOR 


Heavier armor interferes with the wearer’s ability to 
move quickly, stealthily, and freely. If the Armor table 
shows “Str 13” or “Str 15” in the Strength column for 
an armor type, the armor reduces the wearer’s speed by 
10 feet unless the wearer has a Strength score equal to 
or higher than the listed score. 


STEALTH 


If the Armor table shows “Disadvantage” in the Stealth 
column, the wearer has disadvantage on Dexterity 
(Stealth) checks. 


SHIELDS 


A shield is made from wood or metal and is carried in 
one hand. Wielding a shield increases your Armor Class 
by 2. You can benefit from only one shield at a time. 


HALF PROFICIENCY BONUS 


You add half your proficiency bonus to your AC as long 
as you have ki. When you run out of ki, you no longer 
add half your proficiency bonus to your AC. 

Note: The half proficiency bonus in question is written 
into the details of Unarmored Defense features and 
functions as described above. 


LIGHT ARMOR 


Made from supple and thin materials, light armor favors 
agile adventurers since it offers some protection without 
sacrificing mobility. If you wear light armor, you add 
your Dexterity modifier to the base number from your 
armor type to determine your Armor Class. 

Padded Gi: Your armor is little more than clothing 
with heavy stuffing in it. The padding around the joints 
makes it difficult to make fine movements. 

Light Battle Armor: Basic and light battle armor 
guarding bare neccessities. 


MEDIUM ARMOR 


Medium armor offers more protection than light armor, 
but it also impairs movement more. If you wear medium 
armor, you add your Dexterity modifier, to a maximum 
of +2, to the base number from your armor type to 
determine your Armor Class. 

Medium Battle Armor: Armor made from an 
advanced alloy to resist falling apart to energy attacks. 

Medium Elite Armor: This armor is protective and 
easy to move in, perfect for a front line elite. 


HEAVY ARMOR 


Of all the armor categories, heavy armor offers the best 
protection. These suits of armor cover the entire body 
and are designed to stop a wide range of attacks. Only 
proficient warriors can manage their weight and bulk. 

Heavy armor doesn’t let you add your Dexterity 
modifier to your Armor Class, but it also doesn’t 
penalize you if your Dexterity modifier is negative. 

Heavy Battle Armor: Singular durable elastic armor 
pieces. 

Heavy Elite Armor: Plated or scaled body armor 
made to mold to the body 


DONNING AND DOFFING ARMOR 


Category Don Doff 
Light Armor 1 minute 1 minute 
Medium Armor 5 minutes 1 minute 
Heavy Armor 10 minutes 5 minutes 
Shield 1 action 1 action 


LIGHT ARMOR 


Name Cost Armor Class AC Damage Reduction Strength Stealth 
Padded Gi 50,000 Zeni ‘11 + Dexterity Modifier + Half Proficiency Bonus 1 - Disadvantage 
Light battle Armor 450,000 Zeni 12+ Dexterity Modifier + Half Proficiency Bonus 1 - 

MEDIUM ARMOR 

Name Cost Armor Class AC Damage Reduction Strength Stealth 
Medium Battle Armor 500,000 Zeni 13 + Dexterity Modifier (max 2) + Half Proficiency Bonus 2 - - 
Medium Elite Armor 4,000,000 Zeni 14 + Dexterity Modifier (max 2) + Half Proficiency Bonus 2 - - 
HEAvy ARMOR 

Name Cost Armor Class AC Damage Reduction Strength Stealth 
Heavy Battle Armor 750,000 Zeni 16 + Half Proficiency Bonus 3 13 Disadvantage 
Heavy Elite Armor 15,000,000 Zeni 18 + Half Proficiency Bonus 4 15 Disadvantage 
SHIELD 

Name Cost Armor Class AC Strength Stealth 
Shield 100,000 Zeni +2 - - 


WEIGHTED GEAR 


Weighted Gear, whether it be a shirt, bracers, caps, capes, or any other article of clothing, are designed to be worn 
over or as part of your clothing/armor and is designed to limit the body for explosive power later. 

When you are wearing weighted gear you gain the Heavy Weight condition equal to the rank of the gear, by spending 
a long rest Attuning to your weighted gear you can acclimate your body to it. You may spend 1 Action removing and 
unattuning to the Weighted Gear on your turn to gain the Light Weight Condition of the same rank for the next minute. 

Weighted Gear costs an additional 25% of the normal Zeni cost of the item per rank of the Heavy Weight condition. 
or 250,000 Zeni per rank of the Heavy Weight condition on items such as braclets and ankle weights that can be worn 
without armor. 


FriezA Force ARMY 
MAaxiUcHIHA22 


WEAPONS 


Your class grants proficiency in certain weapons, 
reflecting both the class’s focus and the tools you are 
most likely to use. Whether you favor a longsword or a 
longbow, your weapon and your ability to wield it 
effectively can mean the difference between life and 
death while adventuring. 

The Weapons table shows the most common 
weapons used in the fantasy gaming worlds, their price 
and weight, the damage they deal when they hit, and 
any special properties they possess. Every weapon is 
classified as either melee or ranged. A melee weapon is 
used to attack a target within 5 feet of you, whereas a 
ranged weapon is used to attack a target at a distance. 


WEAPON PROFICIENCY 


Your race, class, and feats can grant you proficiency 
with certain weapons or categories of weapons. The two 
categories are simple and martial. Most people can use 
simple weapons with proficiency. These weapons 
include clubs, maces, and other weapons often found in 
the hands of commoners. Martial weapons, including 
swords, axes, and polearms, require more specialized 
training to use effectively. Most warriors use martial 
weapons because these weapons put their fighting style 
and training to best use. 

Proficiency with a weapon allows you to add your 
proficiency bonus to the attack roll for any attack you 
make with that weapon. If you make an attack roll using 
a weapon with which you lack proficiency, you do not 
add your proficiency bonus to the attack roll. 


‘WEAPON PROPERTIES 


Many weapons have special properties related to their 
use, as shown in the Weapons table. 


AMMUNITION 


You can use a weapon that has the ammunition 
property to make a ranged attack only if you have 
ammunition to fire from the weapon. Each time you 
attack with the weapon, you expend one piece of 
ammunition. Drawing the ammunition from a quiver, 
case, or other container is part of the attack (you need a 
free hand to load a one-handed weapon). At the end of 
the battle, you can recover half your expended 
ammunition by taking a minute to search the battlefield. 
If you use a weapon that has the ammunition property 
to make a melee attack, you treat the weapon as an 
improvised weapon (see “Improvised Weapons” later in 
the section). A sling must be loaded to deal any damage 
when used in this way. 


DEFENSIVE 


Whenever you are wielding this Weapon, you gain a +1 
bonus to your AC. 


FINESSE 


When making an attack with a finesse weapon, you use 
your choice of your Strength or Dexterity modifier for 
the attack and damage rolls. You must use the same 
modifier for both rolls. 


FLY-THROUGH 


Whenever you make a Ranged Weapon Attack with this 
and miss the target, or reduce the target to 0 Hit Points, 
it continues its flight and returns to your hand. 


GRAPPLING 


Whenever you make an attack roll with a grappling 
weapon as part of the Attack Action, you may grapple 
the target instead of dealing damage when you land the 
attack. You may not make Weapon Attacks with a 
weapon that is being used to Grapple. 


HEAVY 


Small creatures have disadvantage on attack rolls with 
heavy weapons. A heavy weapon’s size and bulk make it 
too large for a Small creature to use effectively. 


LASER WEAPONS 


Laser Weapons are made to bypass resistances, making 
it perfect to fight against those who carry an innnate 
resistance against bludgeoning, piercing, and slashing. 
Laser Weapons function as the standard Weapon 
except they deal Energy Damage. 

All Laser Weapons counts as Martial Weapons for the 
purposes of proficiency and Armed Techniques. Getting 
a Laser Weapon created costs 2x the Weapon’s 
Standard Zeni Cost. 


If a Laser Weapon also has the Grappling Property, 
creatures Grappled using those Weapons take an 
additional Weapon Damage Die when they become 
Grappled and each time they fail to escape the Grapple. 


LIGHT 


A light weapon is small and easy to handle, making it 
ideal for use when fighting with two weapons. 


LOADING 


Because of the time required to load this weapon, you 
can fire only one piece of ammunition from it when you 
use an action, bonus action, or reaction to fire it, 
regardless of the number of attacks you can normally 
make. 


MAGAZINE 


If a weapon has the magazine property, then this 
weapon can be fired a few times before having to reload. 
The amount of times you have to shoot will be stated 
after the Magazine Property. Once you are out of 
ammunition, you would use the same rule as the 
Loading Property 


RANGE 


A weapon that can be used to make a ranged attack has 
a range in parentheses after the ammunition or thrown 
property. The range lists two numbers. The first is the 
weapon’s normal range in feet, and the second indicates 
the weapon’s long range. When attacking a target 
beyond normal range, you have disadvantage on the 
attack roll. You can’t attack a target beyond the 
weapon’s long range. 


REACH 


This weapon adds 5 feet to your reach when you attack 
with it, as well as when determining your reach for 
opportunity attacks with it. 


SPECIAL 


A weapon with the special property has unusual rules 
governing its use, explained in the weapon’s description 
(see “Special Weapons” later in this section). 


SPREAD 


Certain ranged weapons have an issue with Spread, the 
act of the ammunition spreading out the further away 
you are. Instead of Attack Rolls a Spread Weapon 
forces a Dexterity Saving Throw based on your Armed 
Technique Save DC, taking half on a success. Each 10 
feet that your target is away from you, reduce the 
Damage Die by 1 step. 


Sawed-Off 

An alternative modification to a Spread Weapon 
involves cutting the barrel down to a smaller size. This 
increases the Damage Die by 2 steps and removes the 
Heavy and Two-Handed Properties, but they now 
decrease by a step for every 5 Feet past Melee Range 
that the target is. 


THROWN 


If a weapon has the thrown property, you can throw the 
weapon to make a ranged attack. If the weapon is a 
melee weapon, you use the same ability modifier for 
that attack roll and damage roll that you would use for a 
melee attack with the weapon. For example, if you 
throw a handaxe, you use your Strength, but if you 
throw a dagger, you can use either your Strength or 
your Dexterity, since the dagger has the finesse 


property. 


TWISTING 


Twisting Weapons are a rare variety of weapon that are 
meant to be in constant motion while in use. Weapons 
with the Twisting Property can make an additional 
attack as part of the Attack Action or Off-Hand Attack, 
but a d20 Attack Roll of 1 results in the weapon hitting 
you instead, dealing its maximum Damage. 


Two-HANDED 


This weapon requires two hands when you attack with 
it. 


VERSATILE 


This weapon can be used with one or two hands. A 
damage value in parentheses appears with the property 
—the damage when the weapon is used with two hands 
to make a melee attack. 


IMPROVISED WEAPONS 


Sometimes characters don’t have their weapons and 
have to attack with whatever is at hand. An improvised 
weapon includes any object you can wield in one or two 
hands, such as broken glass, a table leg, a frying pan, a 
wagon wheel, or a dead goblin. 

Often, an improvised weapon is similar to an actual 
weapon and can be treated as such. For example, a 
table leg is akin to a club. At the GM’s option, a 
character proficient with a weapon can use a similar 
object as if it were that weapon and use his or her 
proficiency bonus. 

An object that bears no resemblance to a weapon 
deals 1d4 damage (the GM assigns a damage type 
appropriate to the object). If a character uses a ranged 
weapon to make a melee attack, or throws a melee 
weapon that does not have the thrown property, it also 
deals 1d4 damage. An improvised thrown weapon has a 
normal range of 20 feet and a long range of 60 feet. 


SILVERED WEAPONS 


Some monsters that have immunity or resistance to 
nonmagical weapons are susceptible to silver weapons, 
so cautious adventurers invest extra coin to plate their 
weapons with silver. You can silver a single weapon or 
ten pieces of ammunition for 100 gp. This cost 
represents not only the price of the silver, but the time 
and expertise needed to add silver to the weapon 
without making it less effective. 


Laser Weapons can not be silvered. 


SPECIAL WEAPONS 


Weapons with special rules are described here. 

Combat Gauntlet: When you are wielding this 
Weapon, you are still able to wield a Weapon in that 
hand so long as it is not another Combat Gauntlet. 

Hooksword: Whenever you are wielding two 
Hookswords, you may expend your Bonus Action to 
connect them together, turning them into a single 
Hooksword with the Reach Property until the end of 
your turn. 

Lance: You have disadvantage when you use a lance 
to attack a target within 5 feet of you. Also, a lance 
requires two hands to wield when you aren’t mounted. 

Net: A Large or smaller creature hit by a net is 
restrained until it is freed. A net has no effect on 
creatures that are formless, or creatures that are Huge 
or larger. A creature can use its action to make a DC 10 
Strength check, freeing itself or another creature within 
its reach on a success. Dealing 5 slashing damage to the 
net (AC 10) also frees the creature without harming it, 
ending the effect and destroying the net. When you use 
an action, bonus action, or reaction to attack with a net, 
you can make only one attack regardless of the number 
of attacks you can normally make. 


AMMUNITION 


Ammuniton Cost 

Arrows 10,000 Zeni 

Hand Cannon Magazine 50,000 Zeni 

Pistol Magazine 50,000 Zeni 

Rifle Magazine 80,000 Zeni 

Shotgun (Combat) Magazine 75,000 Zeni 

Shotgun (Double Barrel) Magazine 25,000 Zeni 
Sniper Magazine 100,000 Zeni 
Laser Pistol Magazine 100,000 Zeni 
Laser Rifle Magazine 160,000 Zeni 
Shotgun (Combat) Magazine 150,000 Zeni 

Shotgun (Double Barrel) Magazine 50,000 Zeni 
Laser Sniper Magazine 200,000 Zeni 


‘WEAPON TYPES 


Your class grants proficiency in certain weapons, 
reflecting both the class’s focus and the tools you are 
most likely to use. Whether you favor a longsword or a 
longbow, your weapon and your ability to wield it 
effectively can mean the difference between life and 
death while adventuring. 

The Weapons Table shows the most common 
weapons used in the worlds of D&D, their price and 
weight, the damage they deal when they hit, and any 
special properties they possess. Every weapon is 
classified as either melee or ranged. A melee weapon is 
used to attack a target within 5 feet of you, whereas a 
ranged weapon is used to attack a target at a distance. 


Weapons come in 3 categories: Martial, Monastic, and 
Simple Weapons 


MARTIAL WEAPONS 


Martial Weapons, including swords, axes, and 
polearms, require more specialized training to use 
effectively. Most warriors use martial weapons because 
these weapons put their fighting style and training to 
best use. 


MONASTIC 


Monastic Weapons are a small classification of 
Weapons once designed and used by monks and 
pilgrims for many years. While use in this manner is 
more complicated than casual Simple Weapon use, a 
Monastic Weapon can be used in place of an Unarmed 
Strike for Unarmed Techniques. 


SIMPLE 


Most people can use Simple Weapons with proficiency. 
These weapons include clubs, maces, and other 
weapons often found in the hands of commoners. 


Name 

Martial Melee Weapons 
Battleaxe 

Battle Buckler 

Flail 

Glaive 

Greataxe 
Greatsword 
Gunbai 

Halberd 
Hooksword 
Kanabo 

Lance 

Longsword 

Maul 

Morningstar 

Pike 

Rapier 

Scimitar 
Shortsword 

Trident 
Warhammer 

War Scythe 

War Shield 
Monastic Melee Weapons 
Combat Bolas (Clackers) 
Combat Gauntlet 
Kama 

Meteor Hammer 
Naginata 
Nunchuck 

Ribbon Blade 
Three-Section Staff 
Twinblade 

War Pick 

Whip 


Kip GOHAN (DEMON Gi) 
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Cost 


100,000 Zeni 
200,000 Zeni 
100,000 Zeni 
200,000 Zeni 
300,000 Zeni 
500,000 Zeni 
600,000 Zeni 
200,000 Zeni 
150,000 Zeni 
250,000 Zeni 
100,000 Zeni 
150,000 Zeni 
100,000 Zeni 
150,000 Zeni 
50,000 Zeni 
250,000 Zeni 
250,000 Zeni 
100,000 Zeni 
50,000 Zeni 
150,000 Zeni 
450,000 Zeni 
300,000 Zeni 


150,000 Zeni 
200,000 Zeni 
100,000 Zeni 
150,000 Zeni 
800,000 Zeni 
100,000 Zeni 
300,000 Zeni 
200,000 Zeni 
600,000 Zeni 
50,000 Zeni 
20,000 Zeni 


Damage 


1d8 Slashing 
1d6 Bludgeoning 
1d8 Bludgeoning 
1d10 Slashing 
1d12 Slashing 
2d6 Slashing 
1d8 Bludgeoning 
1d10 Slashing 
1d8 Slashing 
1d8 Bludgeoning 
1d12 Piercing 
1d8 Slashing 
2d6 Bludgeoning 
1d8 Piercing 
1d10 Piercing 
1d8 Piercing 

1d6 Slashing 
1d6 Piercing 

1d6 Piercing 

1d8 Bludgeoning 
1d8 Slashing 
1d10 Bludgeoning 


1d4 bludgeoning 
1d6 bludgeoning 
1d8 Slashing 
1d4 Bludgeoning 
1d12 Slashing 
1d6 bludgeoning 
1d6 Slashing 
1d8 Bludgeoning 
1d10 Slashing 
1d8 Piercing 

1d4 Bludgeoning 


Properties 


Versatile (1d10) 
Defensive, Finesse, Fly-Through, Light, Thrown (20/60) 


Heavy, Reach, Two-Handed 
Heavy, Two-Handed 

Heavy, Two-Handed 
Defensive, Versatile (1d10) 
Heavy, Reach, Two-Handed 
Grappling, Special 

Heavy, Versatile (1d10) 
Reach, Special 

Versatile (1d10) 

Heavy, Two-Handed 


Heavy, Reach, Two-Handed 

Finesse 

Finesse, Light 

Finesse, Light 

Thrown (range 20/60), Versatile (1d8) 

Versatile (1d10) 

Finesse, Reach, Twisting, Two-Handed 
Defensive, Finesse, Fly-Through, Thrown (10/30) 


Finesse, Grappling, Light, Thrown (10/30), Twisting 
Light, Special 

Light 

Finesse, Light, Reach (15 feet), Twisting, Two-Handed 
Heavy, Reach, Two-Handed 

Light, Twisting 

Finesse, Light, Reach , Twisting, Versatile (1d8) 
Reach, Twisting, Two-Handed 

Twisting, Two-Handed 


Finesse, Grappling, Reach 


Damage 


1d4 
Bludgeoning 
1d4 Piercing 
1d8 
Bludgeoning 
1d6 Slashing 
1d6 Piercing 
1d4 
Bludgeoning 
1d6 
Bludgeoning 
1d6 
Bludgeoning 
1d6 Slashing 
1d6 Piercing 
1d4 Slashing 


1 Piercing 
2d6 Piercing 


1d8 Piercing 


1d8 Piercing 
2d6 Piercing 
2d8 Piercing 
1d12 Piercing 
1d4 Piercing 
1d6 Piercing 


1d6 Piercing 


Name Cost 
Simple Melee Weapons 
Club 1,000 Zeni 
Dagger 20,000 Zeni 
Greatclub 20,000 Zeni 
Handaxe 50,000 Zeni 
Javelin 5,000 Zeni 
Light Hammer 20,000 Zeni 
Mace 50,000 Zeni 
Quarterstaff 20,000 Zeni 
Sickle 10,000 Zeni 
Spear 10,000 Zeni 
War Fans 50,000 Zeni 
Martial Ranged Weapons 
Blowgun 10,000 Zeni 
Hand Cannon 500,000 
Zeni 
Longbow 500,000 
Zeni 
Net 10,000 Zeni - 
Rifle 500,000 
Zeni 
Shotgun (Combat) 750,000 
Zeni 
Shotgun (Double 500,000 
Barrel) Zeni 
Sniper Rifle 750,000 
Zeni 
Simple Ranged Weapons 
Dart 500 Zeni 
Pistol 250,000 
Zeni 
Shortbow 250,000 
Zeni 
Sling 1,000 Zeni 


1d4 
Bludgeoning 


Properties 
Light 


Finesse, light, thrown (range 20/60) 
Two-Handed 


Light, thrown (range 20/60) 


Thrown (range 30/120) 
Light, thrown (range 20/60) 


Versatile (1d8) 

Light 

Thrown (range 20/60), versatile (1d8) 
Finesse, Fly-Through, Light, Thrown (20/60) 


Ammunition (range 25/100), loading 
Ammunition (range 20/60), loading, Magazine (2) 


Ammunition (range 150/600), heavy, two-handed 


Special, thrown (range 5/15) 
Ammunition (range 90/240), Magazine (20), loading, two-handed) 


Ammunition (range 60), heavy, two-handed, loading, Magazine (8), spread 
Ammunition (range 40), heavy, two-handed, loading, Magazine (2), spread 


(Possible Sawed-Off) 
Ammunition (range 200/800), heavy, two-handed, loading, Magazine (6) 


Finesse, thrown (range 20/60) 
Ammunition (range 80/180), light, loading, Magazine (15) 
Ammunition (range 80/320), two-handed 


Ammunition (range 30/120) 


CONSUMABLES AND 
RESTORATIVES 
SAGE WATER (K1 POTION) 


Sage Water is water pulled from the same spring that 
feeds the great Senzu Orchard. Drinking this water 
soothes the soul and restores your Ki points. 


Size Cost Ki Regained 
Lesser Z50,000 1d6+1 
Sage Water Z500,000 2d6+2 
Greater 22,000,000 4d6+4 
Superior 220,000,000 8d6+8 
Supreme Z200,000,000 10d6+10 


VITADRINK (HEALTH POTION) 


Made from the extract of Senzu Beans this bitter green 
beverage heals minor wounds stabalizes the 
endangered. 


Size Cost Health Regained 
Lesser Z50,000 1d4+1 
Vitadrink Z500,000 2d4+2 
Greater 22,000,000 4d4+4 
Superior 220,000,000 8d4+8 
Supreme Z200,000,000 10d4+10 


HeETAP™ (STAMINA POTION) 


“With Hercule Satan himself as the sponser you know 
nothing in this world quenches you like Hetap. This 
refressing energy drink is guaranteed to make you feel 
ready to fight 2 more tournaments or your money back. 

Hetap is not responsible for injury or failed 
tournaments in the pursuit of this goal.“ 


Each time you drink a Hetap” after the first per long 
rest you gain ranks of Exhaustion as listed in the table. 


Size Cost Stamina Regained Exhaustion 
Lesser Z150,000 1d4+1 1 
Hetap™ Z1,500,000 1d6+2 2 
Greater Z6,000,000 1d8+3 3 
Superior Z60,000,000 1d10+4 4 
Supreme 2Z600,000,000 1d12+5 5 


SENZU BEANS 


Senzu Beans are grown by Korin in Korin Tower. When 
eaten, a person’s physical condition is near-instantly 
restored to its natural peak. This property makes them 
immensely useful to carry in battle. As such, since Korin 
allied himself with Goku and his friends, Korin usually 
assists them by providing the Dragon Team with a bag 
of Senzu Beans. However, the supply is limited, as it 
takes a long time to grow even a single Senzu Bean. 
Their texture is said to be a cross between an uncooked 
(or under-ripe) bean and a celery stalk, and Yajirobe 
states that they taste like fish. 

After eating a Senzu Bean you gain the following 
benefits: 


e Your HP is restored to full. 

e The target’s severed body members (fingers, 
legs, tails, and so on), if any, are restored so 
long as they are not scarred over. 

e Your Ki is restored to full. 

e Your Stamina is restored to full. 

e You are healed up to 7 ranks of exhaustion. 
e You are fed for 7 days. 


Each Senzu Bean you eat after the first before a Long 
Rest will grant you 1 rank of Exhaustion that can only 
be cured from a Long Rest as your body has trouble 
withstanding the filling effects of the Senzu Bean 


Item Cost 
Senzu Bean Z1,000,000,000 


SENZU BEAN (DOKKAN) 
DoKKAN BATTLE Wiki 


ADVENTURING GEAR 


This section describes items that have special rules or 
require further explanation. 

Acid. As an action, you can splash the contents of this 
vial onto a creature within 5 feet of you or throw the vial 
up to 20 feet, shattering it on impact. In either case, 
make a ranged attack against a creature or object, 
treating the acid as an improvised weapon. On a hit, the 
target takes 2d6 acid damage. 

Antitoxin. A creature that drinks this vial of liquid 
gains advantage on saving throws against poison for 1 
hour. It confers no benefit to undead or constructs. 

Arcane Focus. An object holding innate magic power. 
When you have an Arcan Focus, you gain a +1 Static 
Bonus to Spells from the Mysticism Class Feature. 
These can appear in a +1 - +3 variation, granting an 
additional Static Bonus equal to that bonus. 

Attack Cuisine. A character who eats this powerful 
meal regains 2d4 + 2 hit points. Eating it takes an 
Action. 

Ball Bearings. As an action, you can spill these tiny 
metal balls from their pouch to cover a level area 10 feet 
square. A creature moving across the covered area must 
succeed on a DC 10 Dexterity saving throw or fall 
prone. A creature moving through the area at half speed 
doesn’t need to make the saving throw. 

Block and Tackle. A set of pulleys with a cable 
threaded through them and a hook to attach to objects, 
a block and tackle allows you to hoist up to four times 
the weight you can normally lift. 

Book. A book might contain poetry, historical 
accounts, information pertaining to a particular field of 
lore, diagrams and notes on dial contraptions, or just 
about anything else that can be represented using text 
or pictures. 

Caltrops. As an action, you can spread a single bag of 
caltrops to cover a 5-foot-square area. Any creature that 
enters the area must succeed on a DC 15 Dexterity 
saving throw or stop moving and take 1 piercing 
damage. Until the creature regains at least 1 hit point, 
its walking speed is reduced by 10 feet. A creature 
moving through the area at half speed doesn’t need to 
make the saving throw. 

Candle. For 1 hour, a candle sheds bright light in a 5- 
foot radius and dim light for an additional 5 feet. 

Case, Gun Bullets. This wooden case can hold up to 5 
Magazines. 

Case, Map or Scroll. This cylindrical leather case can 
hold up to ten rolled-up sheets of paper or five rolled-up 
sheets of parchment. 

Chain. A chain has 10 hit points. It can be burst with 
a successful DC 20 Strength check 


Climber’s Kit. A climber’s kit includes special pitons, 
boot tips, gloves, and a harness. You can use the 
climber’s kit as an action to anchor yourself; when you 
do, you can’t fall more than 25 feet from the point where 
you anchored yourself, and you can’t climb more than 
25 feet away from that point without undoing the 
anchor. 

Crowbar. Using a crowbar grants advantage to 
Strength checks where the crow bar’s leverage can be 
applied. 

Fire Explosive. Explosives require a method of being 
lit using heat or fire, and then being thrown. As an 
action, you can throw this explosive up to 20 feet, letting 
it explode where it lands. Make a ranged attack against 
a creature or object, treating the explosive as an 
improvised weapon. On a hit, the target takes 1d4 fire 
damage at the start of each of its turns. If it hits a 
flammable material or object, it will begin to burn away 
a random 5-foot cube of the material each round. A 
creature can end this damage or fire spread by using its 
action to make a DC 10 Dexterity check to extinguish 
the flames or toss water on it. 

Fishing Tackle. This kit includes a wooden rod, silken 
line, corkwood bobbers, steel hooks, lead sinkers, velvet 
lures, and narrow netting. 

Handcuffs. These metal restraints can bind a Small 
or Medium creature. Escaping the handcuffs requires a 
successful DC 20 Dexterity check. Breaking them 
requires a successful DC 20 Strength check. Each set of 
m anacles com es with one key. Without the key, a 
creature proficient with thieves’ tools can pick the 
handcuffs’ lock with a successful DC 15 Dexterity 
check. Handcuffs have 15 hit points. 

Healer’s Kit. This kit is a leather pouch containing 
bandages, salves, and splints. The kit has ten uses. As 
an action, you can expend one use of the kit to stabilize 
a creature that has 0 hit points, without needing to 
make a Wisdom (Medicine) check. 

Holy Symbol. A holy symbol is a representation of a 
god or pantheon. A Priest can use a holy symbol as a 
spellcasting focus, as described in chapter 10 of the 
D&D 5th Edition Player’s Handbook. To use the symbol 
in this way, the caster must hold it in hand, wear it 
visibly, or bear it on a shield. 

Holy Water. As an action, you can splash the contents 
of this flask onto a creature within 5 feet of you or throw 
it up to 20 feet, shattering it on impact. In either case, 
make a ranged attack against a target creature, treating 
the holy water as an improvised weapon. If the target is 
a fiend or undead, it takes 2d6 radiant damage. 

A priest may create holy water by performing a 
special ritual. The ritual takes 1 hour to perform, uses 
250,000 Zeni worth of powdered silver and special 
salts, and requires the caster to expend a 1st-level spell 
slot. 


Hunting Trap. When you use your action to set it, this 
trap form s a saw-toothed steel ring that snaps shut 
when a creature steps on a pressure plate in the center. 
The trap is affixed by a heavy chain to an immobile 
object, such as a tree or a spike driven into the ground. 
A creature that steps on the plate must succeed on a DC 
13 Dexterity saving throw or take 1d4 piercing damage 
and stop moving. Thereafter, until the creature breaks 
free of the trap, its movement is limited by the length of 
the chain (typically 3 feet long). A creature can use its 
action to make a DC 13 Strength check, freeing itself or 
another creature within its reach on a success. Each 
failed check deals 1 piercing damage to the trapped 
creature. 

Lamp. A lamp casts bright light in a 15-foot radius 
and dim light for an additional 30 feet. Once lit, it burns 
for 6 hours on a flask (1 pint) of oil. 

Lantern, Bullseye. A bullseye lantern casts bright 
light in a 60-foot cone and dim light for an additional 60 
feet. Once lit, it burns for 6 hours on a flask (1 pint) of 
oil. 

Lantern, Hooded. A hooded lantern casts bright light 
in a 30-foot radius and dim light for an additional 30 
feet. Once lit, it burns for 6 hours on a flask (1 pint) of 
oil. As an action, you can lower the hood, reducing the 
light to dim light in a 5-foot radius. 

Lock. A key is provided with the lock. Without the 
key, a creature proficient with thieves’ tools can pick 
this lock with a successful DC 15 Dexterity check. Your 
DM may decide that better locks are available for higher 
prices. 

Mess Kit. This tin box contains a cup and simple 
cutlery. The box clamps together, and one side can be 
used as a cooking pan and the other as a plate or 
shallow bowl. 

Oil. Oil usually comes in a clay flask that holds 1 pint. 
As an action, you can splash the oil in this flask onto a 
creature within 5 feet of you or throw it up to 20 feet, 
shattering it on impact. Make a ranged attack against a 
target creature or object, treating the oil as an 
improvised weapon. On a hit, the target is covered in oil. 
If the target takes any fire damage before the oil dries 
(after 1 minute), the target takes an additional 5 fire 
damage from the burning oil. You can also pour a flask 
of oil on the ground to cover a 5-foot-square area, 
provided that the surface is level. If lit, the oil burns for 
2 rounds and deals 5 fire damage to any creature that 
enters the area or ends its turn in the area. A creature 
can take this damage only once per turn. 


Poison, Basic. You can use the poison in this vial to coat 
one slashing or piercing weapon or up to three pieces of 
ammunition. Applying the poison takes an action. A 
creature hit by the poisoned weapon or ammunition 
must make a DC 10 Constitution saving throw or take 
1d4 poison damage. Once applied, the poison retains 
potency for 1 minute before drying. 

Pouch. A cloth or leather pouch can hold up to 20 
sling bullets or 50 blowgun needles, among other 
things. A compartmentalized pouch for holding spell 
components is called a component pouch (described 
earlier in this section). 

Powersource. A powersource is a special item—a 
battery, a special dial, an energy crystal, a fuel rod, or a 
similar item—designed to channel the power of abilities 
and spells. This item functions as an Arcane Focus for 
Spells cast through the Gadgets Class Feature. 

Ram, Portable. You can use a portable ram to break 
down doors. When doing so, you gain a +4 bonus on the 
Strength check. One other character can help you use 
the ram, giving you advantage on this check. 

Rations. Rations consist of dry foods suitable for 
extended travel, including jerky, dried fruit, hardtack, 
and nuts. 

Rope. Rope, whether made of hemp or silk, has 2 hit 
points and can be burst with a DC 17 Strength check. 

Scale, Merchant’s. A scale includes a small balance, 
pans, and a suitable assortment of weights up to 2 
pounds. With it, you can measure the exact weight of 
small objects, such as raw precious metals or trade 
goods, to help determine their worth. 

Spellcasting Focus. A spellcasting focus is an item 
that is held by some spellcasters to direct their magical 
energy through. These can be represented by different 
objects such as wands or staffs. Using a Spellcasting 
Focus grants you a static bonus +1 to spellcasting. 

These can be found in +1 to +3 variants that increase 
your Static Bonus by an additional +1 to +3 depending 
on the bonus. 

Spyglass. Objects viewed through a spyglass are 
magnified to twice their size. 

Tent. A simple and portable canvas shelter, a tent 
sleeps two. 

Tinderbox. This small container holds flint, fire steel, 
and tinder (usually dry cloth soaked in light oil) used to 
kindle a fire. Using it to light a torch—or anything else 
with abundant, exposed fuel—takes an action. Lighting 
any other fire takes 1 minute. 

Torch. A torch burns for 1 hour, providing bright light 
in a 20-foot radius and dim light for an additional 20 
feet. If you make a melee attack with a burning torch 
and hit, it deals 1 fire damage. 


ADVENTURING GEAR 


Item 

Abacus 

Acid (vial) 
antitoxin (vial) 
Arcane Focus 
Attack Cuisine 
Backpack 

Ball Bearings (bag of 1,000) 
Barrel 

Basket 

Bedroll 

Bell 

Blanket 

Block and tackle 
Book 

Bottle, Glass 
Bucket 

Caltrops (Bag of 20) 
Candle 

Case, Gun Bullets 
Case, map or scroll 
Chain (10 feet) 
Chalk (1 piece) 
Chest 

Climber’s kit 
Clothes, Common 
Clothes, Costume 
Clothes, Fine 
Clothes, Traveler’s 
Crowbar 

Fire Explosive 
Fishing Tackle 
Flask or tankard 
Grappling Hook 
Hammer 
Hammer, Sledge 
Handcuffs 
Healers Kit 

Holy Symbol 

Holy water (flask) 
Hourglass 
Hunting Trap 

Ink (1 ounce bottle) 
Ink Pen 

Ladder (10-foot) 
lamp 

Lanter, bullseye 
Lantern, hooded 
Lock 

Mess Kit 

Mirror, steel 

Oil (Flask) 


Cost 
220,000 
Z250,000 
Z500,000 
Z100,000 
Z500,000 
220,000 
Z10,000 
220,000 
Z4,000 
Z10,000 
210,000 
Z5,000 
Z10,000 
Z250,000 
220,000 
Z500 
Z10,000 
Z100 
Z10,000 
Z10,000 
250,000 
Z100 
Z50,000 
Z250,000 
Z5,000 
Z50,000 
Z150,000 
220,000 
220,000 
Z500,000 
Z10,000 
2200 
220,000 
Z10,000 
220,000 
220,000 
Z50,000 
Z50,000 
Z2250,000 
Z250,000 
Z50,000 
Z100,000 
2200 
21,000 
Z5,000 
Z100,000 
Z1,000 
Z100,000 
22,000 
Z50,000 
Z1,000 


Weight 
2 |b 
1 Ib 
3 |b 
2 |b 
5 |b 
2 |b 
70 Ib 
2 |b 
7 |b 
3 |b 
5 |b 
5 |b 
2 |b 
2 |b 
2 |b 
1 |b 
2 |b 
10 Ib 


25 |b 
12 |b 
3 |b 
4 lb 
6 |b 
4 |b 
6 |b 
6 Ib 
6 |b 
6 Ib 
6 |b 
6 Ib 
10 Ib 
6 |b 
3 |b 
1 Ib 
1 Ib 
1 Ib 
25 |b 


25 |b 
1 |b 
2 |b 
2 |b 
1 |b 
1 |b 
1/2 Ib 
1 |b 


ADVENTURING GEAR (CONT.) 


Item 

Paper (one sheet) 
Parchment (one sheet) 
Perfume (vial) 
Pick, miner’s 
Poison, basic (vial) 
Pole (10-foot) 

Pot, Iron 

Pouch 

Power Source 
Quiver 

Ram, Portable 
Rations (1 day) 
Robes 

Rope, hempen (50 feet) 
Rope, silk (50 feet) 
Sack 

Scale, Merchant’s 
Sealing wax 
Shovel 

Signet Ring 

Soap 

Spikes, iron (10) 
Spellcasting Focus 
Spyglass 

Tent, two-person 
Tinderbox 

Torch 

Vial 

Waterskin 
Whetstone 


TOOLS 


Item 

Artisan’s tools 
Alchemist’s supplies 
Brewer’s supplies 
Caligrapher’s supplies 
Carpenter’s Tools 
Cartographer’s Tools 
Cobbler’s tools 
Cook’s Utensils 
Engineering kit 
Glassblower’s tools 
Jewler’s tools 
Leatherworker’s Tools 
Mason’s tools 
Painter’s supplies 
Potter’s tools 

Smith’s tools 
Tinker’s tools 
Weaver’s tools 
Woodcarver’s tools 


Cost 
22,000 
Z1,000 

Z50,000 
220,000 
Z1,000,000 
Z500 
220,000 
Z5,000 
Z100,000 
Z10,000 
Z40,000 
Z5,000 
Z10,000 
Z10,000 
Z100,000 
Z100 
Z50,000 
220,000 
220,000 
Z50,000 
2200 
Z10,000 
Z100,000 
Z1,000,000 
220,000 
Z5,000 
Z100 
Z10,000 
22,000 
Z100 


Cost 


Z500,000 
Z2200,000 
Z100,000 
280,000 
Z150,000 
Z50,000 
Z10,000 
Z2250,000 
Z300,000 
Z2250,000 
Z50,000 
Z100,000 
Z100,000 
Z100,000 
Z2200,000 
Z500,000 
Z10,000 
Z10,000 


Weight 


10 lb 
7 |b 
10 lb 
1 |b 
3 lb 
1 |b 
35 |b 
2 |b 
4 |b 
10 Ib 
5 |b 
1/2 Ib 
3 Ib 


5 |b 


5 |b 
3 |b 
1 Ib 
20 |b 
1 Ib 
1 Ib 


5 Ib (full) 
1 Ib 


Weight 
8 lb 
9 |b 
5 Ib 
6 Ib 
6 Ib 
5 |b 
8 |b 
5 |b 
5 Ib 
2 |b 
5 Ib 
8 |b 
5 Ib 
3 Ib 
8 |b 
10 Ib 
5 Ib 
5 Ib 


Too s (CONT.) 


Item Cost Weight 
Gaming Set 2 ° 
Dice Set Z1,000 
Playing Card Set Z5,000 
Musical Instrument - 
Bagpipes Z300,000 
Drums 260,000 
Dulcimer Z250,000 
Ocarina 220,000 
Lute Z350,000 
Lyre Z300,000 
Horn Z30,000 
Pan Flute Z120,000 
Shawm Z20,000 
Viol Z300,000 
Other - 
Navigator’s tools Z250,000 
Thieves’ tools 2250,000 
Scouters - 

Tier 1 Z250,000 
Tier 2 Z750,000 
Tier 3 21,500,000 
Tier 4 Z3,500,000 


Artisan’s Tools: These special tools include the items 
needed to pursue a craft or trade. The table shows 
examples of the most common types of tools, each 
providing items related to a single craft. Proficiency 
with a set of artisan’s tools lets you add your proficiency 
bonus to any ability checks you make using the tools in 
your craft. Each type of artisan’s tools requires a 
separate proficiency. 

Disguise Kit: This pouch of cosmetics, hair dye, and 
small props lets you create disguises that change your 
physical appearance. Proficiency with this kit lets you 
add your proficiency bonus to any ability checks you 
make to create a visual disguise. 

Engineering Kit: This kit includes a soldering gun, 
wires, clips, wire cutters and various diagnostic tools. 
Proficiency with this kit lets you add your proficiency 
bonus to any ability check you make to modify/repair 
electrical devices as well as create your own. 

Forgery Kit: This small box contains a variety of 
papers and parchments, pens and inks, seals and 
sealing wax, gold and silver leaf, and other supplies 
necessary to create convincing forgeries of physical 
documents. Proficiency with this kit lets you add your 
proficiency bonus to any ability checks you make to 
create a physical forgery of a document. 

Gaming Set: This item encompasses a wide range of 
game pieces, including dice and decks of cards (for 
games such as Three-Dragon Ante). A few common 
examples appear on the Tools table, but other kinds of 
gaming sets exist. If you are proficient with a gaming 
set, you can add your proficiency bonus to ability checks 
you make to play a game with that set. Each type of 
gaming set requires a separate proficiency. 


Herbalism Kit: This kit contains a variety of instruments 
such as clippers, mortar and pestle, and pouches and 
vials used by herbalists to create remedies and potions. 
Proficiency with this kit lets you add your proficiency 
bonus to any ability checks you make to identify or apply 
herbs. Also, proficiency with this kit is required to create 
antitoxin and potions of healing. 

Musical Instrument: Several of the most common 
types of musical instruments are shown on the table as 
examples. If you have proficiency with a given musical 
instrument, you can add your proficiency bonus to any 
ability checks you make to play music with the 
instrument. A bard can use a musical instrument as a 
spellcasting focus. Each type of musical instrument 
requires a separate proficiency. 

Navigator's Tools: This set of instruments is used for 
navigation at sea. Proficiency with navigator’s tools lets 
you chart a ship’s course and follow navigation charts. 
In addition, these tools allow you to add your proficiency 
bonus to any ability check you make to avoid getting lost 
at sea or in the stars. 

Poisoner’s Kit: A poisoner’s kit includes the vials, 
chemicals, and other equipment necessary for the 
creation of poisons. Proficiency with this kit lets you add 
your proficiency bonus to any ability checks you make to 
craft or use poisons. 

Thieves’ Tools: This set of tools includes a small file, a 
set of lock picks, a small mirror mounted on a metal 
handle, a set of narrow-bladed scissors, and a pair of 
pliers. Proficiency with these tools lets you add your 
proficiency bonus to any ability checks you make to 
disarm traps or open locks. 


BULMA 
ALEXELZ 


SCOUTERS 


Using a scouter you can see how many levels in a class 


with ki they have (or their CR) and their current Power 
Bonus. So long as you know their radio frequency you 
may speak to anyone else with a Scouter. 


TIER 1 SCOUTER 


Using this handheld Binocular like device you may 
search for ki without the feature as an action. 
If you scan someone with more than a +3 Power 


bonus or 5 levels in a class with Ki this device explodes. 


TIER 2 SCOUTER 


Using this headgear like device you may search for ki 
without the feature as an action. 

If you scan someone with more than a +5 Power 
bonus or 10 levels in a class with Ki this device 
explodes. 


TIER 3 SCOUTER 


Using this headgear like device you may search for ki 
without the feature as an action. 

If you scan someone with more than a +7 Power 
bonus or 15 levels in a class with Ki this device 
explodes. 


TIER 4 SCOUTER 


Using this headgear like device you may search for ki 
without the feature as an action. 

If you scan someone with more than a +9 Power 
bonus or 20 levels in a class with Ki this device 
explodes. 


SCOUTER RANGES 


e Rank 1 has a range of your current Continent 

e Rank 2 has a range of your current Planet 

e Rank 3 hasa range of your current Solar System 
e Rank 4 has a range of your current Galaxy 


Goku (Ginyu) 
ZANNINRENDERS 


MAGIc ITEMS 
BANSHO FAN 
Weapon (Gunbai), Legendary 


The Bansho Fan is a mystical Gunbai designed to stoke 
and control the flames of the magical furnace. This 
Magical Gunbai gains a +1 bonus to Attack and Damage 
Rolls. Additionaly, while wielding the Bansho Fan you 
have access to the Bansho Gale Technique and its Rank 
matches your own. 


BANSHO GALE 
Rank X Armed Technique 


Cost: 2 Stamina 
Casting Time: 1 Action 
Range: 60 Feet 
Duration: Instantaneous 
Chargeable?: No 


By swinging the Bansho Fan at full force you can 
produce a powerful burst of wind that can be used for 
multiple effects: 


e Swing the Bansho Fan at a fire within range. You 
may choose to increase the size of the fire by up to 
two times or blow it out completely. 

e¢ Swing the Bansho Fan at a target within range. You 
may target a creature or object in range to attempt to 
send it flying. The target must make a Strength 
Saving Throw equal to your Armed Save DC or be 
Launched 10x your Ki Rank feet in a straight line. 
This effect can be used as an Armed Technique or 
Blast Ki Technique for the sake of Clashes. 


BANSHO FAN 
MAXIUCHIHA22 


BRAVE SWORD 


Weapon (Longsword), Legendary, Requires Attunement 


A shining blade that is said to draw out the spirit of the 
user. Attack Rolls and Armed Techniques made with 
this Magical Longsword can use your Charisma 
Modifier instead of Strength. 

Additionally, this Weapon gains a bonus to Attack and 
Damage Rolls equal to half of your Charisma Modifier, 
rounded up. 


DARKNESS SWORD 


Weapon (Scimitar), Legendary, Requires Attunement by 
an Evil Creature 


This Magical Scimitar gains a +3 bonus to Attack and 
Damage Rolls and can replace all Slashing Damage it 
deals with Necrotic Damage. Additionally, while 
Attuned to this Weapon you gain the following benefits: 


e The Ki Upkeep of Dark Energy Family Forms are 
reduced by 10. 

e While wielding this Weapon, you may cast the Super 
Darkness Sword Attack Technique as if you knew it 
by expending 1 Stamina per Attack. 


If the creature that Attunes to this Weapon has the 
Makaioshin Lineage Racial Feature, increase the 


Wea oe Damage Die by 1 Step; 2 Steps if they have the 
Dab EAE Form, 


DEMON FORK 


Weapon (Spear), Legendary, Requires Attunement 


This Magical Spear is designed to resemble a large fork 
and returns to the wielder’s hand immediately after it is 
used to make a Ranged Attack. This Weapon gains a 
bonus to Attack and Damage Rolls equal to half of your 
Ki Rank, rounded up, so long as it is Attuned to and is 
being used by a Demon. 


DIMENSION BLADE 


Weapon (Longsword), Legendary, Requires Attunement 


This blood-red blade was forged under the pressure of 
the Soul Purifier and uses intense malice to sever the 
walls of reality. This Magical Longsword gains a +2 
bonus to Attack and Damage Rolls, inceasing to a +3 
bonus if you are under the benefits of a Dark Energy 
Family Form or the Dark Saiyan Form. 

Additionally, as a Action or Bonus Action on your turn 
you may cut the air in front of you to open a portal toa 
location of your choice within 120 feet, producing a 
matching portal at that location. These portals can be 
any size you wish between roughly 1 foot in diameter to 
5 feet in diameter. These portals last until the start of 
your next turn or until you close them at will. 


JANEMBA 
WTFBOOOMSH 


DRAGON BALLS 


Powerful wish granting orbs, first known as the 

creations of Zalama, variations of these orbs have been 

made throughout the millenium by various Namekians. 
Detailed at the end of this Section. 


FRUIT OF MIGHT 


Wondrous Item 


A spiked red fruit produced by the growth of the Tree of 
Might. As an Action you may eat a Fruit of Might to gain 
the following benefits: 


¢ Your Maximum Hit Points and Ki Points are 
increased as if you gained a Level in your most 
recent Class. 

¢ Your Maximum Stamina increases by 3 

e You gain the Dark Ki Form if you do not already have 
it. 

e You gain the Empowered and Super-Charged 
Conditions for 1 minute as your body processes the 
excess energy. 


Eating this fruit leaves you with 1 Seed of the Tree of 
Might. 


SEED OF THE TREE OF MIGHT 


Wondrous Item 


By planting this seed on a planet that has signifigant 
amounts of bio-mass available, the seed will sprout into 
a Gargantuan Tree in the span of 24 hours. The growth 
of the Tree of Might kills the planet that is is grown on, 
leaving it a barren husk at the end of its life cycle when 
it finally produces a Fruit of Might. 


TURLES 
BRANDO-—EDITS 


KEY SWORD 


Weapon (Longsword), Legendary, Requires Attunement 


The Key Sword was created by a god as a weapon to 
seal the Demon Realm and gives its user some 
resistance to darkness attacks. This Magical Longsword 
has a +2 bonus to Attack and Damage Rolls. 
Additionally, while Attuned to the Key Sword you gain 
the following benefits: 


e You gain Advantage against all Charm effects. 

e You gain Resistance to Necrotic Damage. 

e Creatures that target you do not benefit from Energy 
or Physical Bonuses from Power gained from Dark 
Energy Family Forms. 


Additionally, you or a willing Creature within 5 feet of 
you may use their Action and charge the Key Sword by 
expending 1 God Ki. This Full Charge Mode lasts for 1 
Minute and the effects of the Key Sword become the 
following for the Duration: 


e The Key Sword gains an additional +1 bonus to 
Attack and Damage Rolls. 

e The Key Sword can not be forcibly removed from 
your hand. 

e You are Immune to Charm effects 

e You gain Resistance to Necrotic Damage 

e Creatures that target you do not benefit from Energy 
or Physical Bonuses from Power gained from Dark 
Energy Family Forms. 


TRUNKS (FULL CHARGE KEYSworp) 
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KINTO’UN (FLYING NIMBUS) 


Requested by @DomDom 

Can be attuned 

This is a medium sized golden cloud passed on to 
those with pure hearts. Only those with a “Good” 
alignment can ride on this cloud, all others harmlessly 
pass through. 


The Kinto’un has an AC of 15 and 10 HP. It is Immune 
to Nonmagical Slashing, Bludgeoning, and Piercing 
Damage. While being ridden it has a fly speed of 60 feet 
and while not being ridden it has a fly speed of 120 feet. 
The Kinto’un acts on your turn and benefits from your 
Dash, Disengage and Dodge Actions. 

Whenever you mount the Kinto’un you may choose to 
attune to it. While you are Attuned to it, as a Bonus 
Action on your turn, you may shout it’s name to the 
heavens and it appears, picking you up or waiting within 
60 feet of you at a location you choose at it flys in as a 
streak of wind. Alternatively, you may give the Kinto’un 
a simple command such as: “Get Krillin out of the way” 
or “Pick up Goten from South City” and it will spend all 


of it’s movement each round to complete this task and 
return to you to the best of it’s ability. If you command it 
to pick someone up they must also be “Good” alignment 
or fall through it. If the Kinto’un is given an impossible 
task it will start it’s return the moment it fails. 


Very rarely a Nimbus is created by another creature, 
giving it a different Alignment or Prerequisite that you 
must match to be able to ride it. 


PHOENIX PLANT 


Wondrous Item, Very Rare 


Upon eating this plant you become immune to the 
affects of aging, as well as the Aged/De-Aged Conditions 
for 50 years, remaining at the physical age of ingestion 
for the duration. 


POTARA EARRINGS 


Wonderous Item, Legendary 


A set of matching spherical earrings capable of fusing 
together two creatures that wear them in opposite ears. 
Whenever two creatures who are correctly wearing a 
matching set of Potara Earrings are within 60 feet of 
eachother they are magically pulled towards each other, 
meeting in the center most location and Fusing into a 
Potara Fusion. 


DURATION OF A POTARA FUSION 


A Potara Fusion relies on it’s Stability Hit Points to 
remain put together. A Potara Fusion has 60 Stability 
Hit Points which are reduced by 1 + their Power Bonus 
at the start of the each of their Turns, ending the Fusion 
when it reaches 0. 

If a Potara Fusion ends, that set of Potara Earrings 
can not be used again for 1 hour. 


POTARA FUSION EQUIPMENT 


A Potara Fusion chooses what Equipment from the 
Participants that they want to carry into their new form, 
with all other Equipment harmlessly vanishing. 


POTARA FUSION STATISTICS 


A Potara Fusion has Resources as follows: 


e Ability Scores. The Fusion chooses 3 Ability Scores 
from their Participants and uses it as their own. 

e Hit Points. The Fusion has Maximum Hit Points 
equal to the total of the Participants’ Maximum Hit 
Points. 

e Ki Points. The Fusion has Maximum Ki Points equal 
to the total of the Participants’ Maximum Ki Points. 

e Ki Rank. The Fusion has a Ki Rank that is 1 rank 
higher than the highest Ki Rank among the 
Participants. 

e Proficiency Bonus. The Fusion has a Proficiency 
Bonus equal to the highest Proficiency Bonus among 
the Participants. 

e Stamina. The Fusion has Maximum Stamina equal 
to the total of the Participant’s Maximum Stamina. 


Additionally, a Potara Fusion is a unique Creature that 
gains all of the following from their participants: 


e Class Features 
e Feats 

e Forms 

e Heroic Features 
¢ Hit Die 

e Racial Features 
e Trained Features 


RELATIONSHIP BONUS 


A Potara Fusion gains a Relationship Bonus as listed in 
the Fusion Dance Trained Feature. 


POWER POLE 


Weapon (Quarterstaff), Legendary 


This Magical Quarterstaff has a +1 bonus to Attack and 
Damage Rolls. As an Action or Bonus Action on your 
turn you may speak the command word to grant the 
Power Pole the Reach Property to a Maximum of 10x 
your Character Level, however, should its additional 
Reach surpass 5x your Character Level then you have 
Disadvantage on Attack Rolls with it as the extra length 
becomes unwieldy. 


ULTRA DIVINE WATER 


Wondrous Item, Very Rare 


When you drink this seemingly normal water you 
immediately fall Unconcious and begin making Death 
Saving Throws. If you survive and stabalize yourself 
naturally, you gain 2 Training Boons. A creature can 
never benefit from Ultra Divine Water twice. 


UNIVERSE SEED 


Wondrous Item, Legendary, Requires Attunement 


A Universe Seed is a small crystaline sphere that grows 
into a large structure known as a Universe Tree. A 
creature that swallows this sphere can Attune to it, 
increasing your Maximum God Ki by 1 and granting you 
the Universal Power Godly Power-Up. 


DRAGON BALLS (CoNnr.) 


This chapter will list several variants of the dragon balls 
and their limitations. Dragon balls can be used again 
after 1 year of time on their native planet, scattering 
across the planet under the disguise of rocks until the 
year is elapsed. 


USING THE DRAGON BALLS 


On your turn, so long as you are within 10 feet of a Set 
of Dragon Balls and can speak the Language of their 
creator; you may forgo your Action, Bonus Action, and 
Movement for the round to activate the Dragon Balls 
and make your available wish(s). 


DRAGON BALL LIMITATIONS 


All dragon balls share a few limitations: 


¢ Can not bring someone back to life from a natural 
death 

¢ Can not kill someone or force actions onto someone 
stronger then the balls’ creator 

e Can not make someone a god 


Additional Limitations can vary from set to set. 


DRAGON BALL TYPES 
RED STAR BALLS 


Red Star Dragon Balls are the most commonly found 
kind of Dragon Balls. A set of Red Star Dragon Balls 
can be used a number of times equal to their maker’s 
Proficiency Bonus before they become inert or create 
Shadow Dragons to expel the negative energy. A set of 
Red Star Dragon Balls can create one of two kinds of 
Wishing Dragons, listed below: 


Gift Dragon 

Gift are true wish granters and as such are heavily tied 
to the power of their creator, being unable to pull off 
feats beyond them. Gift Dragons will attempt to satisfy a 
wish to the best of their abilities have even been known 
to warn others of possible consequences to their wish. 


Deal Dragon 

Deal Dragons are much more rare, even among 
Wishing Dragons, allowing them to take something they 
view as an equal deal to perform greater wishes than 
Gift Dragons. Deal Dragons are crafty and almost never 
tell the user the complete truth in regards to the cost, 
such as telling the user what they are spending but 
neglecting to say how MUCH. 


BLACK STAR BALLS 


Black Star Dragon Balls are an extremely rare and 
powerful set that result in excessive amounts of 
Negative Energy but with seemingly no limitations. The 
Black Star Dragon Balls are fired around the universe 
and, if the Black Star Dragon Balls are not recollected 
on the Planet that the wish was made on before they 
recharge, the Planet that the wish was made on is 
destroyed. 


SUPER DRAGON BALLS 


The original set of planet sized dragon balls created by 
the dragon god Zalama. These orbs are scattered across 
the multiverse and are said to be able to grant any wish 
without limitation. 


SHENRON (W/SHING DRAGON) 
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SAIVYABUSTER DESIGN 
CONSTANTSCRIBBLES 


Technology is any of a large variety of objects and items 
of power that are capable of being created by those with 
sufficient knowledge. Outside of any additional Magical 
Effects that may be added post-creation, the effects of 
Technology is unhindered by effects such as an Anti- 
Magic Field. 


BATTLE MECHAS 


Battle Mechas are massive combat robots that can carry 
a large number of upgrades and were designed to 
engage with massive threats. 
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BATTLE MECHA, TITAN 


BATTLE MECHA, ARMORED 


Gargantuan Construct 


Price: 300,000,000 Zeni 


Armor Class 18 (Natural AC) 
Hit Points 370 (35d12 + 125) 


Stamina 10 

Speed 45 ft walk. 
SSS 
STR DEX CON INT WIS CHA 
16 (#3) 14(43) 18(+4) 3(-4) 15 (+3) 17 (44) 


Damage Immunities psychic 

Damage Resistances bludgeoning, piercing, and slashing from 
attacks that aren’t Adamantine 

Condition Immunities Aged/De-aged, Berserk, Charmed, Dazed, 
Enraged, Exhaustion, Frightened, Paralyzed, Petrified, 
Poisoned 

Senses darkvision 60 ft., passive Perception (Same as Pilot’s) 

Languages None 

Proficiency Bonus Same as Pilot’s 


Large Cockpit. The mecha is controlled by its pilot meaning the 
pilot is its mind, when in the mech the pilot shares the same 
turn with the mecha, when in the mecha the pilot is considered 
in total cover however this effect is reduced by 1/4 cover each 
time the mecha takes Destruction Damage. This Mecha can 
support a Pilot of Large Size or smaller. 


Gargantuan Construct 


Price: 300,000,000 Zeni 


Armor Class 18 (Natural AC) 
Hit Points 370 (40d12 + 90) 


Stamina 10 
_ Speed 60 ft walk. 
eee 
STR DEX CON INT WIS CHA 
1643) -16(43) ~3=916 (+3) 93-4) 15 (+3) 17 (+4) 


Damage Immunities psychic 

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks that aren’t Adamantine 

Condition Immunities Aged/De-aged, Berserk, Charmed, Dazed, 
Enraged, Exhaustion, Frightened, Paralyzed, Petrified, 
Poisoned 

Senses darkvision 60 ft., passive Perception (Same as Pilot’s) 


| Languages None 


Proficiency Bonus Same as Pilot’s 
eee ———— 


| Large Cockpit. The mecha is controlled by its pilot meaning the 
pilot is its mind, when in the mech the pilot shares the same 
turn with the mecha, when in the mecha the pilot is considered 
in total cover however this effect is reduced by 1/4 cover each 
time the mecha takes Destruction Damage. This Mecha can 
support a Pilot of Large Size or smaller. 


Combat Made The Mecha can only use its Stamina to make 
additional Attacks as part of the Attack Action or to use Stamina 
Manuevers. 


Energy Conduit. This Mecha can use Stamina from it’s Pilot’s 
Battery Pack Class Feature as its own, if possible. 


Eject Seat. As a Reaction to dropping to zero Hit Points, the 
Mecha can launch the Pilot to a location of its choice within 
120 feet. The pilot lands safely at the chosen location. 


Mechanical Power. The Mecha’s Unarmed Strikes, and Melee 
Weapon Attacks are treated as Melee Techniques or Weapon 
Techniques. 


Modular Power. This Mecha can be upgraded with up to 4 
upgrades using the upgrades from the Upgrades Section. 


Powerful Cannons. The Mecha’s Energy Cannons attack and 
Ranged Weapon Attacks are considered a Ki Technique. 
ACTIONS 


Multi-Attack. The Mecha can take the attack action as if it were 
the Pilot, replacing Basic Ki Blasts with the “Energy Cannons” 
Ranged Weapon Attack. 


Unarmed Strike. Melee Weapon Attack: reach 20 ft., one target. 
Hit 12 (3d4 + 3) Bludgeoning Damage 


Energy Cannon. Ranged Weapon Attack: +4 to hit, reach 
60/120ft., one target. Hit 12 (3d4 + 3) Energy Damage 


Combat Made The Mecha can only use its Stamina to make 
additional Attacks as part of the Attack Action or to use Stamina 
Manuevers. 


Energy Conduit. This Mecha can use Stamina from it’s Pilot’s 
Battery Pack Class Feature as its own, if possible. 


Eject Seat. As a Reaction to dropping to zero Hit Points, the 
Mecha can launch the Pilot to a location of its choice within 
120 feet. The pilot lands safely at the chosen location. 


Mechanical Power. The Mecha’s Unarmed Strikes, and Melee 
Weapon Attacks are treated as Melee Techniques or Weapon 
Techniques. 


Modular Power. This Mecha can be upgraded with up to 4 
upgrades using the upgrades from the Upgrades Section. 


Powerful Cannons. The Mecha’s Energy Cannons attack and 
Ranged Weapon Attacks are considered a Ki Technique. 


Titan Machine. This Battle Mecha’s Base Size Category is 
Gargantuan and it has one rank of Gigantification. 


ACTIONS 


Multi-Attack. The Mecha can take the attack action as if it were 
the Pilot, replacing Basic Ki Blasts with the “Energy Cannons” 
Ranged Weapon Attack. 


Unarmed Strike. Melee Weapon Attack: reach 20 ft., one target. 
Hit 15 (3d6 + 3) Bludgeoning Damage 


Energy Cannon. Ranged Weapon Attack: +4 to hit, reach 
60/120ft., one target. Hit 12 (3d4 + 3) Energy Damage 


MECHS 


Mechs are much smaller than Battle Mechas can offer 
less options of customization. Mechs specialize in being 
cheap and easy to produce in comparison and tend to 
find themselves designed for specific tasks like a 
workforce. 
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SCIENTIFIC MARVELS 


CONTROL BAND 
Very Rare 


An item specially crafted to supress a creature’s ability 
to call on their energy or gain power. Control Bands are 
designed to be hyper durable and locked, only allowing 
the person who placed it to take it off. Whenever you 
wear a Control Band, you gain the following effects: 


e You are Immune to the Berserk Condition 

e You supress a total amount of Power Bonus from 
Forms and Form Modifications based on the Rank 
of the Control Band, listed below. 

e For every 2 Power Bonus that are supressed 
from a Form and its active Form 
Modifications you reduce the Form’s Stamina 
Upkeep by 1 to a minimum of 1. 

e You gain the Overload Action which allows you to 
make a Spirit Check against the Band’s Overload DC 
to destroy it. 


RANK 1 


e Purchase Price: 15 Million Zeni 
e Can be created through a DC 16 Technology 
Check for 10 Million Zeni worth of materials. 
¢ Overload DC: 16 
¢ Power Bonus supressed: 2 


RANK 2 


e Purchase Price: 75 Million Zeni 
e Can be created through a DC 22 Technology 
Check for 50 Million Zeni worth of materials. 
¢ Overload DC: 22 
¢ Power Bonus supressed: 4 


RANK 3 


e Purchase Price: 150 Million Zeni 
e Can be created through a DC 30 Technology 
Check for 100 Million Zeni worth of materials. 
¢ Overload DC: 30 
e Power Bonus supressed: 6 


Broty (SupPRESSED SSJ) 
MAXIUCHIHA22 


EX BANDS 


Wonderous Item 


These small armbands contain within them splicing 
technology made in an attempt to replicate the 
capabilities of the Metamorian Fusion Dance. You gain 
the following Actions: 


e EX Fuuuusion. As an Action on your turn you may 
hold Concentration to take up the starting pose of 
the Fusion Dance. A creature within 10 feet of you 
that also has an EX Band can use their Reaction to 
become your Partner for the EX Fusion or Maxi 
Fusion. 

e EX Hat!. As an Action on your turn whenever you are 
within 10 feet of a creature currently Concentrating 
on the EX Fuuuusion- Action you may choose to 
become their Partner for the Ex Fusion or Maxi 
Fusion. 

e Prepare Maxi Fusion. As an Action on your turn 
whenever you are within 10 feet of a creature 
currently Concentrating on the EX Fuuuusion- 
Action you may choose to also hold Concentration to 
prepare a Maxi Fusion. 


Duration of an EX Fusion / Maxi Fusion 

These Fusions relies on Their Stability Hit Points to 
remain put together. They have 15 Stability Hit Points 
per creature which are reduced by the number of 
participants - 1 at the start of the each of their Turns, 
ending the Fusion when it reaches 0. 


EX Fusion / Maxi Fusion Statistics 

EX Fusions | Maxi Fusions are more durable than 
standard creatures. Before the results of the Fusion 
Check are factored, a Metamorian Fusion has base 
Resources as follows: 


e Ability Scores. The Fusion chooses its Ability Scores 
from their Participants’ as evenly as possible and 
uses it as their own. 

e Hit Points. The Fusion has Maximum Hit Points 
equal to the total of the Participant’s Character 
Level. 

e Ki Points. The Fusion has Maximum Ki Points equal 
to the total of the Participant’s Character Level. 

e Proficiency Bonus. The Fusion has a Proficiency 
Bonus equal to the highest Proficiency Bonus among 
the Participants. 

e Stamina. The Fusion has Maximum Stamina equal 
to the total of the Participant’s Ki Rank. 


Additionally, regardless of the results of the Fusion 
Check, a EX Fusion / Maxi Fusion is a unique Creature 
that gains all of the following from their participants: 


e Class Features 
e Feats 

e Forms 

e Heroic Features 
¢ Hit Die 

e Racial Features 
e Trained Features 


Participant Bonus 
The Ex Fusion or Maxi Fusion gains additional 
Maximum Hit Points, Maximum Ki Points, and 
Maximum Stamina equal to the total of all of the 
Participants’. Additionally, the Fusion’s Ki Rank is 1 
rank higher than the highest Ki Rank of the 
Participants’. 

Additionally for every participant beyond 2, grant the 
Maxi Fusion 1 Rank of Enlarged. 


EX GoGETA 
PINTEREST 


ENERGY THEFT DEVICE 


Wondrous Item 


A device meant to pierce a target and either steal or 
grant Kili to the injected target. As an Action on your 
turn you may force a target within your Melee Range to 
make a Dexterity Saving Throw based off of your 
Armed Save DC, a willing target may purposefully fail 
this Saving Throw. On a failure, you may trigger one of 
the following effects: 


DONATE POWER 


The toeeis granted any amount of Ki Points from the 
Energy Theft Device as Temporary Ki Points. 
Additionally, so long as these Temporary Ki Points 
remain, you gain the Dark Ki Form and must have a 
Dark Energy Family Form active at all times. 


STEAL 


The Target gains 1 Rank of Exhaustion as the Energy 
Theft Device gains an amount of Stamina equal to 5x 
the target’s Character Level + Power Bonus. The 
Energy Theft Device can hold a up to 100 Maximum Ki 
Points. 


GREAT SAITYAMAN GEAR 


The Great Saiyaman legacy lived far beyond the days of 
Son Gohan, leading to the introduction of a 
standardized set of equipment for the next generation of 
heroes: 


ARMORER’S WATCH 


Wondrous Item 


A small watch designed to break down as well as 
rebuild armor on the wearer through tweaked Poi Poi 
technology. During a Long Rest you may have the 
Armorer’s Watch bond to an Armor of your choice. Until 
you replace this Armor during another Long Rest you 
may, as a Bonus Action on your turn, press the button 
on the watch to instantly Don/Doff the bonded Armor. 
Armor that is Doffed in this way is stored inside the 
Armorer’s Watch until you Don it as a Bonus Action or 
replace it with another Armor. 


GREAT SAIYA-ARMOR MK. 2 
Armor (Medium Elite Armor), Very Rare 


The standardized Saiya-Armor is far more high-tech and 
defensive then the original costumes, this however has 
granted it additional benefits over traditional armor. 
This Armor grants those that wear it an additional +1 
bonus to their AC. Additionally, it comes with a 
personalized upgrade. Choose one option from the 


Upgrades Section to be built into the suit, this can not 
be changed later. This Upgrade does not count towared 
the Armor’s maximum amount. 


GREAT SAIYA-CUTTER 
Weapon (Longsword, Laser), Very Rare 


After the years of heroism by Son Goten and the 
Capsule Corp. president Trunks a school of swordsman 
ship would be started to find aspiring heroes. Their 
swordsman skills led to the standard integration of this 
sword into the Great Saiyaman arsanel. 

This Laser Longsword has a +2 bonus to Attack and 
Damage Rolls. Additionally, you gain Advantage on all 
Clash Checks made when casting Armed Techniques 
using this Weapon. 


Hi1GH-TECH PARTS 


Requires: Attunement 


High-Tech Parts are cybernetic enhancements that can 
be integreted into the body as part of an 8 Hour 
procedure from someone with either the Technology or 
Medicine Skills. Each High-Tech Part that you Attune to 
grants you a -2 to all Ki Control and Spirit Skill Checks 
as well as Berserk Saving Throws. You may not have 
multiple copies of the same High-Tech Part Attuned at 
one time. 

Androids do not gain any Negatives from attuning to 
High-Tech Parts. 


HIGH-TECH Parts LIsT 


Digital Cameras 

Your eyes are more powerful with implanted cameras. 
You are immune to the Blinded Condition and gain a 
bonus to sight-based Perception Checks equal to your 
Ki Rank. Additionally, you have Eidetic Memory due to 
your data servers. 


Durable Exterior 

Instead of fake skin you have a metalic exoskeleton 
design to mimic that function. You gain Resistance to 
Nonmagical Bludgeoning, Piercing, and Slashing 
Damage. 


Energy Shields 

You have an energy barrier that can save you from 
harm. You may Block without expending Stamina a 
number of times per Long Rest equal to your Ki Rank. 


Hand Cannons 

Your arms are entirely mechanical and are filled with 
powerful cannons. As a Bonus Action on your turn you 
may detach your hands from your wrists, until the end 
of your turn your Basic Ki Blast has its Damage Die 
increased by 1 step and has its Attack Roll replaced 
with a Dexterity Saving Throw based off of your Beam 
Save DC. 


Ki Engine 

You have an energy core that builds up energy in your 
stead. You can no longer be found through Sense Ki 
Checks that are not performed by a Scouter. 
Additionally, you regain Ki Points equal to half of your 
Character Level, rounded up, at the start of each of your 
turns. 


Scanners 

You have a powerful, yet limited, scanner built into your 
brain. As an Action on your turn, make a Wisdom 
(Perception) Check at Advantage to Sense Ki at a 
Continental Scale. You have an inate sense of the 
location and Power Level of any creature you sense with 
this method so long as you hold Concentration and they 
remain on the same Continent as you, or the equivalent 
distance. 


You may use this Feature at any time and it is not 
effected by Ki Exhaustion. 


Stamina Engine 

Your body has an auxiliary power source attached to it. 
At the start of each of your Turns, you regain 1 Stamina 
Point. This effect can not raise you above your 
Maximum Stamina Points. 


Synthetic Muscles Fibers 

Your body is pushed forward by synthetic muscles that 
are much stronger than your original. You gain 1 Rank 
of Light-Weight. 


Weaponized Hands 
Choose a single One-Handed Melee Weapon, this can 
not be changed later, as a Bonus Action on your turn 
you may shift your Main Hand between this Weapon 
and hand shaped. 

Taking this High-Tech Part an additional time grants 
your Main Hand an additional One-Handed Melee 
Weapon that it can change between or grant the original 


benefit to your Off Hand. 
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Micro BAND 


Wondrous Item 


A piece of “Miracle Technolgy” designed by Capsule 
Corp made to reduce the size of the user. As an Action 
on your turn you may give youself one Rank of Reduced 
for 1 minute or two Ranks of Reduced for 30 seconds. 


Poi CAPSULE 


Common, Wondrous Item 


Poi Capsules or Dynamo Caps, are small devices that 
use small pocket spaces to store larger objects. On a 
long rest, you may designate an item that you have 
access to or a Large Sized Structure, that is not 
attached to foundation, that you can touch. An item this 
way can transform into a Capsule as a Bonus Action. 
When it is a Capsule, the item cannot be used but it only 
weights 1 lb. As a Bonus Action on your turn, you may 
transform the Capsule into the Item inside of it or back 
into its Capsule Form. 


DYNAMmo CAPSULE 
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TUFFLE SYMBIOTE 


Wonderous Item, Requires Attunement 


Long ago the Saiyans slaughtered the majority of the 
Tuffle species, leaving the survivors with a vengeful plan 
to eradicate them. The Tuffles created a Parasite by the 
name of Baby, a self-replicating, possessive, functionally 
immortal bio-android. 

You have found a remnant of the strange creation, 
now seperated from its hivemind, and bonded it to it for 
a boost to power. Whenever you first touch this strange 
metallic ooze, it attaches and Attunes to you so long as 
you have an empty Attunement Slot. While Attuned to a 
Tuffle Symbiote you gain the following benefits: 


DUAL MIND 


You have Advantage on Saving Throws against the 
Charmed Condition but Disadvantage on Berserk 
Saving Throws. Additionally, you automatically pass 
Contested Charisma Checks that are triggered by the 
Neo Machine Mutant’s Eclipsing Biology Racial 
Feature, unless willing. 


GENETIC OOZE 


The Symbiote has learned to match your genetic 
makeup to create new biomass for you. As an Action on 
your turn you may roll any number of your available Hit 
Die and regain that amount in Hit Points. 


TUFFLIZATION 


You gain the Tufflization Family Forms and one of them 
must be active at all times. 


Cursed: a Tuffle Symbiote can only be Unattuned 
through use of a Wish Spell. 
Eee 
DM DEscreTION: LIVING SYMBIOTE 
At DM Descretion a Tuffle Symbiote can be Awakened through 
use of the associated Spell. An Awakened Tuffle Symbiote can 
conciously Unattune its host from itself. 


UPGRADES 
UPGRADE OPTIONS 


Adrenaline Injector 
Requirements: Battery Pack Class Feature 

You can now use your Battery Pack Class Feature as 
if it were Stamina. 

Upgrade. Increase your Battery Pack Stamina by your 
Intelligence Modifier 


Buster Plates 
You have installed new armor plating to reduce impacts. 
You may reduce all Bludgeoning, Slashing, and Piercing 
Damage by an amount equal to your Intelligence 
Modifier. 

Upgrade. You gain resistance to one of the following 
damage type: 


e Bludgeoning 
e Piercing 
e Slashing 


Combat Systems 
You gain one Rank of the Light-Weight. 

Upgrade. You gain an additional Rank of Light- 
Weight 


Core Blasts 
Requirements: Battery Pack Class Feature 

You have placed a core into your suit that now draws 
directly from your direct power, allowing you to enhance 
your blasts for one strong blasts. When you would cast a 
Ki Technique, you may spend stamina to increase the 
damage step of the technique by 1 per 2 Stamina Spent 
from your Batter Pack Class Feature. 

Upgrade. When you would Cast a Technique that 
would gain the benefit of this Modification, they cannot 
gain the benefit of Resistance. 


Defensive AI 
You have developed an artificial intelligence that is 
design to help get you out of danger in combat. A 
number of times per day equal to half of your 
Intelligence Modifier per day you may use Wild Sense 
without expending Stamina. Once you’ve used all 
usages of this Upgrade, you regain all usages until the 
next dawn 

Upgrade You may now use Wild Sense this way an 
amount of times equal to your Intelligence Modifier 


Defense Suit 
Requirements: Medium Armor 

You gain to your AC equal to a third of your 
Intelligence Modifier. 

Upgrade. You gain a bonus to your AC equal to half of 
your Intelligence instead of a third. 


Deflectors 
You have installed new energy shields to dispel attacks. 
You may reduce all Cold, Energy, Fire, Lightning, and 
Radiant Damage by an amount equal to your 
Intelligence Modifier. 

Upgrade. You gain resistance to one of the following 
damage type: 


¢ Cold 

e Energy 

e Fire 

e Lightning 
e Radiant 


Energy Overload 
As an action on your turn you may enter the Super- 
Charged Condition for a number of rounds equal to your 
Intelligence Modifier. You cannot use this feature again 
until the next dawn 

Upgrade. You gain an additional usage of this feature. 


Environment Suit 
You can breathe in space or underwater while wearing 
this armor, additionally you gain advantage on Saving 
Throws when suffering through environmental heat or 
cold. 

Upgrade. You are now immune to all natural 
environmental effects that would involve heat or cold. 


Gadget: Pouch Ready 
Requirements: Cannot have the Gadgets Class Feature 

You have prepared some equipments within a Belt 
Pouch or Pockets within the suits. Whenever you gain 
this feature choose 1 school of magic listed below, you 
may now add Spells and Cantrips from schools that you 
choose to your Learnable Technique List. You may not 
learn or cast a Spell of a higher Spell Level than 1/3rd 
of your Proficiency Bonus rounded up. 

To cast Spells you spend Stamina equal to the Spell 
Level to cast them. Intelligence is your Casting Modifier 
for these Spells. You do not require a Powersource to 
cast these Spells. 

The list of Magic Schools includes: 


e Evocation 
e Abjuration 
e Transmutation 


Upgrade. You may not learn or cast a Spell of a 
higher Spell Level than half of your Proficiency Bonus 
rounded up instead of 1/3rd. 


Giant Augment 
Requirements: Heavy Armor 

As an action on your turn you may enter the Enlarged 
Condition for a number of rounds equal to your 
Intelligence Modifier. You cannot use this feature again 
until the next dawn. 

Upgrade. You gain an additional rank of Enlarged or 
you may change the Enlarged Condition to the 
Gigantification Condition. This choice cannot be 
changed later 


Integrated Armory 
When you would gain this Upgrade, you may add a 
Melee or Ranged Weapon that does not have the Two- 
Handed Property of your choice into your suit. These 
weapons are integrated into your armor, a creature 
cannot perceive or investigate this weapon. You cannot 
be disarmed of this weapon and you do not count as 
holding this weapon with your hand for the purpose of 
Rules Interactions and Features. You may integrate two 
weapons with the Light Property. 

Upgrade. As a bonus action for 2 Stamina, you may 
change the damage type to one of the following for the 
next minute: 


¢ Cold 

e Energy 

e Fire 

e Lightning 
e Radiant 


Jet Boosters 
You gain the Flight Heroic Feature while wearing this 
armor. 

Upgrade You now gain the benefit of the Flight 
Heroic Feature an additional time 


Light Weight Polymer 
This Upgrade allows you to reconstitute the armor with 
new materials. You may reduce the classification of a 
set of Medium or Heavy Armor by 1 step. 

(Heavy > Medium > Light) 

Strength Requirements for this armor also drop by 3, 
minimum 10. 

Upgrade. You may lower the classification of a ste of 
Medium Armor to Light. 


Magitech 
Requirements: Mysticism Class Feature 

As an action on your turn you may enter the Mystical 
Condition for a number of rounds equal to your 
Intelligence Modifier. You cannot use this feature again 
until the next dawn 

Upgrade. You gain an additional usage of this 
Feature. 


Miniaturized Suit 
Your suit can now transform into a significantly smaller 
size for it to be nearly undetectable as it looks like any 
other mundane product. This may look as small asa 
watch to a suit case. You may as a bonus action to don 
your armor and to don off your armor, when you would 
don off your armor this way, you gain advantage on 
Sleight on Hand Skill to conceal your Suit this way. 
Upgrade. Your suit is now stored in its own separate 
pocket dimension. You may now don on and don off the 
armor as an object interaction 


Offense AI 
Requirements: Gadget Class Feature 

As an action on your turn you may enter the 
Enlightened Condition for a number of rounds equal to 
your Intelligence Modifier. You cannot use this feature 
again until the next dawn 

Upgrade. You gain an additional usage of this feature 


Scanners 
You have made a Rank 2 Scouter a part of the 
equipment. This scouter does not explode if it scans 
above it’s rank. 

Upgrade. You may take this a second time to upgrade 
the scouter to Rank 4. 


Shields 
You have developed energy shields that can protect you. 
A number of times per day equal to half of your 
Intelligence Modifier per day you may Block without 
expending Stamina. Once you've used all usages of this 
Upgrade, you regain all usages until the next dawn 
Upgrade You may now use Block this way an amount 
of times equal to your Intelligence Modifier 


Speed Suit 
Requirements: Light Armor 

Increase all Movement Speed by 5 times your 
Intelligence Modifier. 

Upgrade. Increase all Movement Speed by an 
additional 5 times your Intelligence Modifier. 


Stealth Suit 
Requirements: Light Armor 

You have added microfiber soft padding onto your 
suit to allow for your suit for enhanced stealthing 
capabilities. You gain advantage on all Dexterity 
(Stealth) Checks. Additionally, your Passive Ki Stealth 
increases by 5. 

Upgrade. While you are wearing this armor, you 
cannot be detected by Ki Sense by any means. 


Strength Augmenters 
As an action on your turn you may enter the 
Empowered Condition for a number of rounds equal to 
your Intelligence Modifier. You cannot use this feature 
again until the next dawn 

Upgrade. You gain an additional usage of this feature 


Z—FiGHTER BULMA (MASAKOX) 
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VEHICLES 


Vehicles are machines designed for transportation that 
typically require a Pilot to operate them. Proficiency in a 


specific category of Vehicles covers all variants of that 
Vehicle. 


AUTOMOBILES 


A typical generic automobile, often used as a small 
family car. It can travel up to 400 miles on a full tank of 
gas, although it has a more realistic range of 300 miles 
or so taking traffic-related delays into account. 
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HOVERCRAFTS 


“Hovercrafts” are any amount of ridable personal flight 
machines. It can travel up to 300 miles on a full tank of 
gas, although it has a shortened range of 150 miles or 
so in rough conditions. 
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MILITARY VEHICLES 


Vehichles designed for specific tasks up such as 
combat, evacuation, and exploration. It can travel up to 
600 miles on a full tank of gas, although it has a dismal 
range of 200 miles or so in rough conditions. 
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MINI-MECHS 


Bipod machines designed for military use or mercenary 
work. It can travel up to 400 miles on a full tank of gas, 
although it has a dismal range of 100 miles or so in 
rough conditions. 
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MOTORCYCLE 


Numerous styles of “bikes” exist throughout the world. 
THey can typically travel up to 400 miles on a full tank 
of gas, although it has a shortened range of 250 miles or 
so in rough conditions. 
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SPACECRAFT 

Spacecraft are extremely expensive pieces of equipment 
capable of traveling the stars and are usually fueled as 
they are needed per trip. 
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CHAP. 10: SOULBINDING 


SOULBINDING 


The act of Soulbinding is akin to Attunement but to a 
more permanent degree. Whenever you would have an 
Item or effect become Soulbound to you, reduce your 
maximum number of Attunement Slots by 1. 

A Soulbound is carried with you and transferred to 
any kind of Fusion that you would be a part of and can 
only be Unbound by Dying, through use of a Wish Spell, 
or a unique built-in Unbinding method. 


METAL COOLER 
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Bic GETE STAR 


Wondrous Item, Requires Soulbinding 


The Big Gete Star began as a self-aware Al inside of a 
computer chip floating in space for eons. Somehow, the 
chip began absorbing and assimilating debris from 
several abandoned spaceships and satellites, forming a 
“shell” of metal and circuitry around itself; interestingly, 
it is referred to as a star despite being more like a 
mechanical planet. 

Occasionally small pieces of this star may bond 
themselves to organic life, replacing their entire 
physical structure with a durable mechanical 
replacement. Whenever you touch a core piece of the 
Big Gete Star you immediately Sou/bind to it, gaining 
the following benefits. 


e Your Creature Tag becomes Construct 
¢ Your Alignement shifts one step towards True 
Neutral 
e You gain one option from the High-Tech Parts List, 
this does not fill an Attunement Slot. 
e You gain one of the following Big Gete Star Abilities: 
e Big Gete Guardian 
e Once per Long Rest as an Action on 
your Turn you may gain 1 Rank of 
Gigantification for 1 Minute or 2 Ranks 
of Gigantification for half as long. 
¢ Duplicate Swarm 
e Asan Action on your Turn you may 
expend Hit Die to create a number of 
copies of yourself equal to the expended 
Hit Die with HP and Ki equal to the 
highest possible dice roll of your Hit 
Die + your Constitution or Wisdom 
Modifier, your choice, which they can 
not regain by any means. These copies 
are controlled by you and can take 
either an Action or Bonus Action on 
their Turn, which immediately follows 
your own. You can not regain Hit Die 
lost by this Feature until the copies are 
destroyed. 
e Mechanical Reconstruction 
e Asan Action on your turn you may 
convert any number of your Current Ki 
Points into Hit Points at a scale of 2 Ki 
: 1 HP. This ability can not raise you 
above your Maximum Hit Points. 


Cursed: The Big Gete Star can only be 
Unattuned through use of the Dragon 
Balls or a Wish Spell. 


DIVISION OF HIRUDEGARN 


Wondrous Item, Requires Soulbinding 


A creature in possession of one of the two boxes that 
hold half of the malevolent spirit known as Hirudegarn 
and use their Action to open the box to either release 
Hirudegarn or Soulbind to the imprisoned spirit. 

A Creature that Soulbinds to a Division of Hirudegarn 
gains the following benefits: 


MALEVOLENT KI 


You are capable of calling upon the energies of 
Hirudegarn. You gain all Non-Race Specific Dark 
Energy Family Forms but gain Disadvantage on its 
Berserk Saving Throw. 


SECONDARY ENERGY SOURCE 


Once per Long Rest whenever you would gain the Ki 
Exhaustion Condition you instead regain 50% of your 
Maximum Ki Points and gain the Berserk Condition for 
a number of rounds equal to your Ki Rank. 


SMOKE SHIFTING 


You gain the ability to shift your body into smoke like 
Hirudegarn himself. You gain and may cast the Misty 
Step Spell as if you had the Mysticism Class Feature. 


MAGICAL RESISTANCE 


You gain a Static Bonus to all Saving Throws against 
magic equal to your Ki Rank. 


TAPION 
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DOUBLE SOULBINDING 


Should a Creature Soulbind to both Divisions of 
Hirudegarn, they gain the following benefit: 


SHAPE OF HIRUDEGARN 


You are now capable of swapping your physical form 
with that of Hirudegarn. You gain the Shape of 
Hirudegarn Transformation. 


Shape of Hirudegarn 
Berserker Transformation 


e Starting Berserk DC: 12 + Ki Rank 
e This DC increases by +2 for ever +1 Power 
Bonus that it gains from Form Modifications 
and Racial Features. 
e You gain a+1 Power Bonus, this becomes a +2 
Power Bonus at Ki Rank 3. 
e¢ You gain 2 Ranks of Gigantification, this becomes 3 
Ranks at Ki Rank 3. 
e You gain Temporary HP equal to your Maximum 
HP. 
¢ This pool of Temporary HP refills upon a 
Long Rest. 
e You can not cast Strike Techniques 
e Your Unarmored AC becomes 10 plus your 
Constitution Modifier plus your Proficiency Bonus. 
e You may be grappled by targets smaller than you (by 
your tail), you are treated as grappled but do not 
reduce your Movement Speed to Zero. While 
grappled in this way melee attacks against you have 
advantage as they attack your tail. 
e You have advantage on Attack Rolls against 
the creature that is grappling you. 
e Awaken Limit: 5x your Ki Rank 
e Ki Upkeep: 10x your Ki Rank 


HiRUDEGARN 
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SPIRIT OF JANEMBA 


Wondrous Item, Requires Soulbinding 


Occasionally the Soul Cleansing Machine will back up 
and spit out a solid manifestation of evil that will seek 
out and attempt to Soulbind to a creature. A Creature 
that Soulbinds with the Spirit of Janemba gains the 
following benefits: 


DEMONIC SPIRIT 


You are treated as a Demon for anything that would 
check your Creature Tag. 


HELLISH ABILITY 


The hellish quality of the Soul Cleansing Machine has 
imparted demonic qualities on you. You gain one choice 
from the Demonic Ability Racial Feature. 


SHAPE OF JANEMBA 


You are able to completely shift into a form reminiscent 
of the original Janemba. You gain the Janemba and 
Super Janemba Transformations. 


Janemba 
Berserker Transformation 


e Starting Berserk DC: 10 + Ki Rank 
e This DC increases by +2 for ever +1 Power 
Bonus that it gains from Form Modifications 
and Racial Features. 
e You gain a +1 Power Bonus, this becomes a +2 
Power Bonus at Ki Rank 3. 
e You gain 2 Ranks of Gigantification, this becomes 3 
Ranks at Ki Rank 3. 
e You gain Temporary HP equal to your Maximum 
HP. 
e This pool of Temporary HP refills upon a 
Long Rest. 
e You can not cast Techniques 
e At the start of your turns, you may gain the benefit of 
one option from the Demonic Ability Racial Feature 
for the rest of your turn. 
e Your Unarmored AC becomes 10 plus your 
Constitution Modifier plus your Proficiency Bonus. 
e You may be grappled by targets smaller than you (by 
your tail), you are treated as grappled but do not 
reduce your Movement Speed to Zero. While 
grappled in this way melee attacks against you have 
advantage as they attack your tail. 
e You have advantage on Attack Rolls against 
the creature that is grappling you. 
e Awaken Limit: 5x your Ki Rank 
e Ki Upkeep: 10x your Ki Rank 


Super Janemba 
Berserker Transformation 

Your giant form has given way to a form closer to the 
legendary monster’s true power. 


e Starting Berserk DC: 12 + Ki Rank 
e This DC increases by +2 for ever +1 Power 
Bonus that it gains from Form Modifications 
and Racial Features. 
e You gain a+1 Power Bonus, this becomes a +2 
Power Bonus at Ki Rank 3. 
e You gain two of the following: 
¢ Boosted Condition 
e¢ Empowered Condition 
e Enlightened Condition 
e Mystical Condition 
e¢ Steeled Condition 
e Super-Charged Condition 
e Your Techniques deal an additional amount of 
Damage equal to double your Ki Rank 
e All Movement Speeds increase by 30 feet 
e Awaken Limit: 40 
¢ Ki Upkeep: 20 


SuPER JANEMBA 
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OPTIONAL CONTENT 


E WILL RETURN SOON WITH UPDATES TO MUCH OF 
our original Expansion Content starting 
with The Book of the Big Three! I 
recommend joining the Discord Server to 
make sure you stay up to date on new 
content! 


“BATTLE OF THE BIG THREE” 
DANBOORU 


